






COVER: Exploring 
the floating castle 
called "Prism 
Keep" can be 
dangerous. Some 
of its guardians 
hove sharp claws 
and big teeth, as you can see in -(/f;,. _ ~ 
Mark Nelson's cover painting. ;Jft f~ 

It Crept Up On Us 
We never actually plan on a theme for any issue of 

DUNGEON® Adventures, but sometimes a theme creeps up on 
us when we aren't looking. In surveying the contents of this 
issue before it goes to press, I notice that we might call th.is our 
"Strong Females" issue, and we even found an appropriate 
quotation. 

PCs who take up "An Artist's Errand" encounter Cosette, a 
strong character (of any gender) from a race that takes a back 
seat to no one. In "All Things Nice;• Leishan the thief has not 
really "gone straight." Her cover as a merchant is just an ex­
cuse for robbing unsuspecting customers in a more subtle way. 
"Rudwilla's Stew" gives us two feuding crones, neither of 
whom it is safe to cross. Noblewoman-turned-mage Irinia has a 
serious problem in " Prism Keep!' The PCs' problems will be 
equally serious if they fail to see through her deceptions. 

Sharp-eyed readers may have noticed that our cover price bas 
gone up by 20 cents a copy. 'fhis is the first price increase in 
mo1·e than seven years of publication, even though material 
and labor costs have soared. SubS<..-riptioo prices have not gone 
up, so maybe you should think about having DUNGEON Ad­
ventw·es delivered to your home. It's an even better deal now. 

Last, but certainly not least, we wave goodbye to Boger 
Moore, who has moved down the hall at TSR to become 
product-group leader of the AD&D® product line. As editor of 
DRAGON® Magazine and assistant editor of DUNGEON Ad­
ventures, Roger has been a mainstay of our department, and 
we will aU miss him. Worst of all, Roger took Bud (our life-size 
soft-sculpture teenager) to his new office. See Roger's editorial 
in DRAGON #199 for the teary farewell. 

There are a few new names on our masthead, but nothing 
much bas really changed about the way we edit and publish 
DUNGEON Adventures. If you'd like to write to us about any­
thing, see page 6. You can now also reach us via electronic 
mail. 
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AN ARTIST'S 
ERRAND 

BY STEVE KURTZ 

To a reigar, art doesn't 
imitate life, it is life. 

Artwork by l. A Williams 
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As Steve approaches completion of his 
graduate studies in biomechanics at 
Cornell, he's managed lo devote much of 
his spare time to Cities of Bone, his 
third boxed sel for TSR's AlrQADIM'' 
campaign setting. Steve is currently 
working on the Crusades Campaign 
Sourcebook, in the historical reference 
series. Steue dedicates "An Artist's Er­
rand" to Wolf; 'lb.mi, Ray, Mark , and 
Pete, who playtested thi.~ adventure 
sometime during the summer of 1989. 

"An Artist's Errand" is an AD&D~ 
SPELLJAMMER'' adventure for 4-6 
good-aligned characters of levels 6-8 
(about 35 lotal levels). The module as­
sumes the party is familiar with spell­
jamming. The party should include at 
least one spell-caster, preferably a wiz­
ard, but a part.y of resow·ceful (and 
powerful) fighters and rogues should be 
able to complete the adventure. PCs 
with an understanding of navigalion, 
elvish, and engineering will come in 
handy as well. The party need not own 
a spelljamming ship to complete the 
adventure. 

This adventure takes place in Pirtel, a 
small and frigid sphere localed four­
weeks' journey in the Flow from Refuge 
(see DRAGON• issue #159) and live 
weeks from Realmspace. Named in 
honor of a famous explo1·er, Pirtelspace 
contains a frozen moon, a narrow aste­
t·oid belt, a waler-world, and a spherical 
asteroid shell orbiting a cold, red star 
(see the Players' Map on page 12). The 
area of wildspace just inside t.he sphere 
boundary is biller cold, with tempera­
tures sometimes below freezing. A frost· 
covered moon, Century. orbits in this 
region. 

The temperat.ure increases as one 
travels in-system. Pirtel's single hospi· 
table planet, Archin, is a cool water­
world, roughly 7,000 miles in diameter. 
A floating stronghold named Skyport, 
built by the explorer-mage AnLhonius 
Pirtel, orbits Archin. During the five 
centw·ies since Skyport's construction, 
Lhe stronghold has evolved into a small 
town and supply base for Archin's most 
enterprising merchants, who subsidize 
Skyport's cheap <but efficient) dry dock 
and supply facilities. The adventw·e 
begins when the PCs have stopped at 
Skyporl for repairs or respite from the 
harsh demands of adventul'ing in Pirtel­
space. 

Both Pirtelspace and Skyport have 
been previously detailed in .. The Sea of 



Soi·row" (see DUNGEON"'' issue #36). 
Although "An Artist's Errand'' takes 
place in the same sphere, it is a com­
pletely independent adventure. If 
DUNGEON #36 is not available (or if 
Pirtelspace does not suit the DM's cam· 
paign), this adventure can easily be 
adapted to any existing spelljamming 
campaigr1 by changing a few names. 

Adventure Background 

Read or paraphrase the following t-0 the 
playets: 

The Black Manta Inn 1s busier than 
usual. you note, watching the sudden 
inilux of strangers from the sky­
docks. Not too long ago, you decided 
that this tavern was lh~ most inter­
esting place in all of Skyport. a small 
town built on a terraced disk cu·cling 
the water-world Archin. A breathtak­
ing blue and emerald vista stretches 
along the skyline, but you've been 
stuck here long enough that the 
beauty of Archin has Jost its appeal. 
Fnr the pasl few days, you've killed 
time at the ion whiJe your ship is 
being repaired. 

You can see all types of beings at 
the Black Manta. Heavily armed 
li~anltrum. their scales damascened 
in wt'ithing blue tattoos. lift. tan­
kn1·ds of ale beside husy gnomes, who 
HI ways seem rushed and slightly 
ptu·anoid, even while relaxing. 

Then she walks in, and I.he entire 
common room falls silent to note her 
uni.ranee. She is tall and lithe, 
dressed in a skin-tight black bodysuit. 
pierced by circular holes thal seem to 
1•eveal too much and not. enough at 
lhe same time. Embraced by a paJe 
blue aura that seemi; to wink with 
bri£>f golden flashes. she qu1clly 
addre~~s the bartender. who ges­
tures in your direction. 

She approaches your tub le. You 
would consider her slunningly beau­
tiful if you could ignore Lhe sparkling 
diamond in her nose·ring, the shorn 
sides of her head, and the randomly 
green-dyed sections that highlight 
her mane of platinum hair. She may 
be the most bizarre person you have 
evc·1· seen. 

Cosette knows how to make an en­
trance. It is a gift of ht:!r ruct:l, the reigar, 
who have lhe ability t.o seem larger 
than life. to appea1· both rt.>al and unreal 
at the s01me time. Like Cosetle, all 

reigar crave the cent.er of attention. 
hence their bizarre appearance. As the 
reigar see it, their race will always be 
at. ~he cutting edge of fashion, art, and 
music. Their reputation as accom­
plished artists, musicians, and magical 
ci·aftsmen is legendary. (Some whisper 
that it was a reigar who invented the 
first. spelljamming helm.) 'T'heir culturaJ 
snobbery is eqllally famous. 

After approaching lhe party, Cosette 
introduces herselr as a traveling artist 
who needs their help. She relates the 
following tale: 

"I met him at. the sky docks. I was 
t·eturning to my s hip after a late­
nigllt party at the Pedra1·cho estate 
on Crown Streel. Allon was an elvt.>n 
lumber merchant, or so he said, in 
town to res\lpply his ship. He was 
more than handsome; he had a ra\\ 
magnetism about him that. even I 
found intriguing. l found his sm•casm 
~nd dark sense othurnor delight.ful ly 
different from the Uptown boors at 
their boring parties. Against my 
proper judgement, 1 invited him back 
to my ship. 

·'Three days later, 1 seem to recalJ be 
mentioned !.hat his shiµ was 1·esup­
plied. l was so busy with my art, I 
didn't pay him any mind dm·ing the 
day, when he usually slept. Then be 
was gone, and my most valuable piece 
of jewelry with him! He told me in a 
note that he had raken it as a remem­
brance of me-the cad-and left me 
this small bauble of his in its stead:' 

A small ring, black and rune 
carved, appears in hel' hand. 1n a 
flash, the dark band disappears into 
n revealing hole in her black bodv­
suit and Cosette continues. "The. 
stolen necklace was spun from plati­
num web filigree, very delicate, al­
most ethereal in appearance. Woven 
into the necklace are countless 
spheres of hollow platinum. I will 
give you a close rnplica of the neck­
lu.ce so that you can recognize the 
original when you discover it. 

''You must understand, that necklace 
has been in my family for over five 
hundred years! lf he had taken some­
thing else, a diamond tll' some gold, 
I.hen perhaps I could have forgiven and 
forgotten him. But this is unforgivable! 
[ must have my necklace!" 

While Cosette bas been speaking, 
the pale blue radiance enveloping 
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her has slowlv turned to a vibrant 
green glow with fainl flicke1·s of red 
<lancing along the aw-a's edges. Cos­
ette take!; a minute to collect herself, 
and the radrnnce tesumes its pale 
blue glow. 

'1 have n1ade inquiries in town and 
have heanl c)f yow· group's fine rep\1-
tation. Using the abilities of a magi­
cal device on my ship. I have dt.>vise<l 
a method of.following AJton. I want 
you lo seek h.im out and return m' 
necklace. using whatever means '~re 
at your disposal. What I ask is not a 
trivial ettan <l, ot' I would have :wnt 
my own servunLs lo fetch it for me. I 
doubt be will lm·n over my trinket 
peacefully; you may have to wi·est 1t 
from him by force . 

"Th help you wit.h this task. I cttn 
lend you a ship, the Astral Empre.'1.<1. 
You will need to outlit her with 
weapons and wurri<n·s, but if yO\l 
need her, she's yours. Of cow·se, if 
you already own a ship and c1u·e to 
use it for this errand, I will not ob­
ject. but 1 cannot provide funds for 
1·epairs, armament~. or crew. 

"If you succeed in this task, [will 
pay each of you I.hi.' handsome sum of 
2,000 gold coins from m~ coff er1:1 nnd 
allow you each to choose a wotk or 
art from my colleclion, perhaps some 
magical trinket or device that might 
amuse you. Will you please help 
return what this thief has stolen 
from me?" 

If the PCs seem uncertain about accept· 
ing her proposal, Cosette ·raises her 
price to 2,500 gp each. ff the monetnry 
and magical enticement, combined with 
Cosette's considerable charm, are not 
enough to entice lhe PCs to accept the 
quest, the reignr shrugs her shoulders 
and leaves her address in case the PCs 
change their minds. 

For the DUNGEON MASTER'" 

The PCs might sense that Cosette is not 
telling them the whole story, and they 
are right.. As Cosette sees it, she is 1·e· 
vealing only enough information lo gel 
the PCs going in the right direction. 
She doesn't want Lo trouble thefr sleep 
or cause delays with endless details 
about Alton, his ship, or the necklace. 
She can provide the party with a work­
ing ship, a fail'ly accw·ate replica of the 
necklace lsee "Cosette's Necklact•" l, nnd 
the magical means to track Alton 
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through w1ldspace Csee "lfthe PCs Ac­
t:epl"l. What more can they need to gel 
the job done? 

Even if prompted. Cosette will not 
ans\Ho!r many questions for the PCs. She 
doesn't know or care to know about 
Alton's motives for being in Skyporl. 
She never inspected his ship, so she 
knows nothing about the man-o-wor'~ 
complement or armaments. Cosette will 
profess iwiorance if pressed with fur­
ther 4i1ei>Liuus and blunt.ly tells th~ PCs 
to get moving on their errand as 4uickly 
as possible before Alton decides to move 
and take her necklace with him. 

One thing that Cosette does know 
about Alton <but will not reveal 10 the 
PCsJ ls that the dashing elven captain is 
a drow in a magical disguise. !She 
we~rs magical glasses of lrne seei.ng 
when she paints, and noticed Alton's 
altered appearance. The reveh~llon both 
stru·U1•d and amused her, since drow 1:11·e 
rarely given lo romantic dalliances.) 
She w<Jn't hesitate to tell the PCs that 
Alton was an elven wizard, but she? is 
concerned that if the PCs know they are 
up aguinst a drow, they might refuse 
her errand or demand a much higher 
price. !An ancient elven proverb warns, 
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"Where th!! drow go, death quickly 
follows:·1 

Cosette has checked with the suppli­
ers Alton used while he was in Skyport. 
In addition to purchasing various sup­
pHes typical for an elven man-o-war 
(standard rations. rope, netting, cata­
pult and ballista ammunition), he also 
purchased a small herd of a dozen rotbe 
(this subterranean livestock is ex­
tremely rare and expensjve in wild­
spaceJ, two tons of seasoned oak planks. 
and five tons of scrap pine logs. Cosette 
has no idea why Al Lon might need these 
supplies, other than to t·einforce his 
image as a lumbe1· mel'chant. But even 
that cover story doesn't explain the 
rotbe. 

In the unlikely event that the PCs 
attack or provoke Cosette, they will find 
her a terrifying enemy. Her crew of l4 
lakshu and 23 helots is completely at 
her disposal. If t.he part.y tends to hack­
and-slash its way t.hrough adventures 
and likes to cheal employers, see MC7 
for details about the crew las well as 
more details about Lhe 1·eigarJ. Cosette 
may very well be the last patron such 
PCs end up swindling, since her chaotic­
neutral alignment makes her ex.i.remely 
cynical about others' good intentions. 

Cosette: AL CN; AC 2 or O: MV 12; 
Wl3: hp 80; 1'HACO 7; ~AT 2; Dmg by 
speJJ or weapon type: S 17. D 16, C 15. 1 
19, W 14, Ch 16; MR 45'*; ML 18: XP 
10,000; MC7; .9hakti. 

When called to battle, Cosette uses a 
small figurine at hei· belt called a 
shakti. When she speaks the command 
word, the shakti surrounds her in scin­
tillating blue-green a1·mor !AC Q) and 
arms her with two short swords + 1 that 
give off an electrical discharge when 
they hit an opponent. (2d6 + l hp dam­
age). Only Cosette can operate this 
shakti. 

Over the cenltwies, Cosette has picked 
up considerable knowledge of shaping 
magics, enough to be a 13th-level b-ans­
muter. She typicaUy memorizes the 
following spells: burning hands, erase, 
feather fall, mending, i;hocking grasp, 
spider climb; alter self, darkness 15' 
radii.ts, fog cloud. !mock, sha.tter. 
strength: delude. fly, gust of wind, haste, 
tongues, wraithform; dimension door, 
fire shield, Otiluke's resilient sphere, 
polymorph other. sto111:ski11; attraction. 
aeoidance, fabru~nll', pa.<;swall, stone 
shape; flesh to storw. mirage arcana. 
project image. 

Some PCs might wonder why Cosette 

wants to hire the party to retrieve hor 
necklace when she is certainly powed\11 
enough to attempt it herself with her 
entourage of lakshu and helots. First of 
all. Cosette's lakshu and helots at·e 
among the reigar's most prized body· 
guards and guardfans. Reiga1· rarely 
seud them into combat if they can hire a 
few expendable gill' or PCs lo do a dan· 
gerousjob. Lakshu and helots are much 
more difficult to replace than merce­
nary adventurers. who can be found al 
any spaceport. 

Second, il is common practice among 
reigar never to openly engage Lhelr 
enemies. Reigar prefer beaul,ifully ct·afl. 
ed plots and subterfuge to gain their 
revenge. never something as direct as a 
reigar initiating a battle Lo the death 
When a humanoid earns the enmity of a 
reigar, rnvt!nge almost never comes 
from the offended reigar but. rather is 
enact.ad through intermediaries. What 
would a noble lord do if confronted with 
vermin in his manor? Would he run 
about in his castle, tlying to stnmp out 
every last ral with his own feet, or 
would he hire an exterminaLor t.o com· 
plete lhe task for him? This is the 
reigar outlook when humanoid adver­
saries a1·e concerned. From Cosette's 
point of view, Alton is no exceptiot1 t<.> 
the rule. 

Cosette's Necklace 

Perhaps some players are wondering 
what all Lhe fuss is aboul <especially since 
Cosette can easily make a replica of her 
necklace). A jeweler (or a rogue with the 
appropriate nonweapon proficiency I can 
appraise the replica as worth approxi­
mately 3,000 gp. If the replica is such a 
ftne piece, the original must be a fabnlous 
piece of workmanship. 

The original is of breathtaking he~IU 
ty: platinum weblike strands weave 
t-0gethe1· 21 tiny orbs. The filaments are 
each composed of tiny, individual links, 
barely visible lo the eye. For its crafis­
manship alone, the original necklace il:' 
worth over 25.000 gp. It radiat.es very 
stt·ong alternLion magic. 

The stolen necklace is actually a tctlis­
man of the spheres. To grasp its signifi· 
cance, one most first understand that 
the main mode of transport for reigar is 
a large plantlike living being called an 
e1'thetic. Esthetics are capable of spell­
jamming, and one such creature can 
comfort.ably house a reigar and a com· 
plement of 10-20 lakshu and helol..s as 



bodyguards tsee MC7 for more details 
about estheticsl. 

The esthetics' main disadvantage is 
that they cannot t1·avel Ln the phlogis­
ton. The ether causes esthetics to enter 
a deep hibernation cycle. from which 
they emerge only m wildsJ?ace. 1\s a 
result. all reigar are effectively lnpped 
within crystal sphe1·es. 

Over the centuries, many reigar have 
devised ingenious ways for circu:nvent­
ing thefr dilemma. One way a te1gar 
can travel between t.he spheres is to 
secure a powerful spelljamming vessel 
lo low the esthet.ic rrom sphere bo 
sphere. Since this is a rather undigni­
fied way to travel (reigar at·e all vio­
lently independent), one reigar invented 
the talisman "(the spheres. 

Inside each of the 21 hollow plalinwn 
spheres of the necklace, the reigar crea­
tor inscribe<l o t1·ansport ru.nt. When 
the runes are pronoltnced with proper 
inflection and in the correct sequence, 
I.hey open a large magical port.al to_any 
crystal sphere visualized by the talis­
man's user. 'l'he !'{ate is large enough to 
navigate an est.hetic through. without 
the need to travel through the Flow. For 
11 rcigar, the invocation takes about. half 
an hour to complete; the gate to the 
desired destinatfon opens a few hours 
later. The talisman must. be within 
10,000,000 miles of the inside of a crys­
ta I sphere to function. It can be used 
once pe1· week. . 

Use of the talisman IS very difficult 
for nonreigar and can be performed only 
bv a wizard of great.e1· than 7th level. 
First., the wizard rnust discover the 
name of each nine hidden within the 
Llny hollow platinum spheres. Typically, 
it takes 60 successful questions of an 
id1•nti[y spell <minus one question per 
point ~f the wizard's Intelligence) to 
discover the names of the runes and 
their proper ordct· in the portal incanta­
l 1on. Even then, nonreigar need fow·. 
hours to pronounce the runes that will 
open the gate, os naming ea~h run_e 
without the reigar's pei-fect mncct1on 
t'esults in a considerable delay. 

'Phe gate fin;t appears as a t.ii:'Y whirl­
pool of blue light in wildspace: 1t11 dlame­
tt·i· grows al a rate of 1'4' per hour It 
would take several days to open a gate 
large enough to admit a ship of considera­
ble size lli.ke an elven man-o-wru~ for 
instance). For a nom·eigar, a portal cao be 
opened only within 100 miles of the inside 
of a crystal sphere, once per month. 
L1k~ almost all t eigar magical items. 

the power of the talisman is sublime 
nnd does not detract, from the awesome 
beauty of the necklace. 

Dark Elves in Space 

Although dark elves are a rel a lively 
minor force in wildspace (when com· 
pared with neogi or illithids. for in­
stance), they have been sighted with 
increasing frequency over the pas~ few 
decades. In space, drow are organized 
into independent confederations called 
nations. each rarely surpassing 100 
war-riors in strength.. The motives of 
drow nations vary considerably, but 
they have two desires in conn~on: the 
destruction of the elven Imperial Fleet, 
and expanding the machinations of 
their evil goddess Lolth throughout 
wildspace. 

Drow nations operate, for tlie most 
part, independently of one another, each 
with a separate neet of 1-6 captW'ed or 
Aalvaged ships. Most nations a1·e ruled 
by a matriarch cleric of at least 14th 
level, who issues commands from her 
flagshlp, typically a refitted man·o·wai: 
or even a monarch-class armada. 

The development of spacefarin_g drow 
nations has been hampered only by the 
dark elves' extl·eme sensitivity to ligh.t. 
As a result. drow ships never have win· 
dows. However, most spelljammers 
requJre deckside troops to operate weap­
Ont'Y and maneuver ships in combat. At 
first drow crews cloaked their decks in 
magical darkness. While this made . 
maneuvering easy, it still wasn't poss1-
l>le for drow artillerists to aim range 
weapons; they we1·e effectively blinded. 

At. first, drow nations overcame that 
obstacle by refitting ships captw·ed by 
piracy with opaque crystal domes to 
cover weapon emplacements. A small 
slit in the domes, similar to a telescope 
observatory, allowed free vertical range 
of deck weaponry. However, once the 
drow had made a smaU advancement 
lnto space, they were contacted_ by _lhe 
Arcane. This Arcane intervention lS 
relatively recent and accounts f('lr a 
sudden increase in spacefaring dark 
elves in some spheres, especially Realm-
space. . 

The Arcane have made two maJOr 
contributions to spacefaring drow. They 
specifically designed the da01selfl~ class 
of ships (whose wi~gs_could.be easily 
maneuvered from inside) with drow 
needs in mind. ln addition, t.he Arcane 
developed a special glassteel spell that 

AN ARTIST'S ERRAND 

makes a solid metal object look hkt? 
metal from one side, but partiall) trans· 
parent when viewed from the uther side. 

The Arcane have sold the dt•ow counl­
less helmets with solid metal visors 
equipped with t.he special tinted glas­
steel Inside their ships, the drow can 
remove their helmets or lifl their visors. 
On deck with the visors--Oown, the drow 
have not'.mal (human) vision (alt.hough 
wearing the helmets with the visor 
down gives everything a yellow or am­
ber appearance) and are complet.ely 
unhampered by normal or mag1C'al 
light. Drow crews outfitted with these 
viso1·ed helmets don't need crysi:al 
domes over the topdecks and weapon 
emplacements. 

These visored helmets have been 
given the inoffensive name helmets of 
light-seeing by the Arcane, who. sell 
them to any interested buyers for 400 
gp each. The helmets' relativ~ly ~ow 
pri~ can be attributed to their d1rt­
cheap method of manufactw·e. The 
visors are the only part of the helmet 
that is magical; these are pt•epat·ed 50 
aL a time and later attached to normal 
helmets. The Arcane are happy to buy 
·•used" helmets gained by PCs during 
the course of the adventurtl for the fair 
price of 125 gp each. Smru·~ PCs should 
realize tbat the helmets will be clean.ed 
up and resold by the Arcane t.o ru'.ow m 
other spheres. 

Finally, a note about drow armo_r. 
weapons, and clothing in spac;e. Smee 
even the slightest ray of sunlight. can 
disenchant drow equipment, space­
faring d:row rarely have specia}IY en­
chanted armor. weapons, or poison. 
Still when drow have secw·ed a new 
lair ~r a large warship, certain warriors 
may be outfitted with traditional cloak, 
boots, and weaponry. 

'lb keep theh' equipment enchanted, 
drow nations typically caiTy unholy 
relics ofLoltb from their cities in the 
Underdark. Wilhin a limited range of 
the relic, the radiations of the drov. 
underworld perpetually rejuvenate the 
magical ab ill ties of drow armor. weap· 
ona, clothing, 11nd poison. Since the 
number of d1·ow relics is understandably 
limited, the Arcane have developed a 
variant ohhc deadbox lsee DRAGON 
issue #159). called a darkbox, which 
pl'eserves the magical a_bililies of drow 
equipment st.ored therein. 

Th keep players on their loes and to 
avoid giving too much away, the DM 
may replace the dark elve!I lo this ad 
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ve~ture wit.h albino elves. These space­
fanng elves call themselves lbe .Elrohar 
and share the light-sensitive and maglc­
intensive natw·e of the dark elves. 

Th e Black Wid ow Nation 

C~sette has been at least pat·Lially de· 
ceived. The true name ofhel' elven 
merchant lover is not Alton, but rather 
Tanthalyn Rrostai-r. A drow fighter and 
mage, 'T'ant.balyn was sent to the Pi1·tel 
system by the Black Widow Nation to 
scout the sphere's defenses and prepai·e 
a oew stronghold for his consort and 
commander, Aunne Dalael. According 
to the drnw plan, once the Pirtel system 
was scouted and a stronghold estab­
lished, Aunrae would arrive with the 
remainder of' the nation's small fleet 
and Loget,he1· sbe and Tanthalyn wouid 
expand theii- operations against. the 
elven nl'!vy. 

Aftea· some scouting in the astci·oid 
belt in his modified elven man-of-war, 
Sunless Scather, Tanthalyn discovered o. 
ruined stronghold quite by accident. 
After cast ing wall$ of stone to shore up 
the stronghold's defenses, he named the 
castle 01<1!.h Kulggen (meaning "Shield 
of Darknrss" in the deep drow lan-

12 Issue No. 45 

guagel and left part of his large crew to 
explore the fort1·ess. He then departed 
to spy on Sk:yport"s defenses. 
~here, using his magical hat of dis­

gULses to pose as an elven merchant 
named Alton, he met Cosette. Attracted 
by her exotic beauty and charm, Tan­
thalyn allowed himself to be temporari­
ly diverted from his spy mission. After 
their short tryst had burned itself out 
<which didn't take long: Cosette was too 
preoccupied with her art to pay much 
attention to a relationship of any kjnd), 
the dark elf casually took a memento 
from the reigar's belongings. Little did 
he know that. he had stolen a priceless 
reigai· demi-artifacl. 

.ln his arrogance, Tunthalyn left be­
hind a token as well, an adamantite 
ring forged in his homeland, the under­
dark city Rilauven at the heart of Turi! 
in Realmspace. Fot· its weight in ada­
mantite alone, the ring is worth 250 gp. 
1t bas no magical p1·ope1•ties and hence 
is not affected by exposure to sunlight. 
Deep drow runes have been carved into 
the ring. inscribing Thnthalvn' favorite 
proverb: Khaless nau us1S m~ild taga 
doss/an ("Trust no one mol'e than your­
self'). 

While returning to Oloth Kulggen. 
Tanthalyn had a few days to study the 
beaut.iful necklace in detail. Drow ~we 
highly adept at magic, and he began to 
suspect the necklace's power. A quiclt 
d_etert magic spell confirmed his suspi­
c10n: the necklace was actually a power­
ful magical item. Like all wizards 
confronted with an item of wtk.nown 
powers, Tunthalyn set Lo the task of 
idenflfying the necklace. Four days 
later, he learned that his romantic me­
mento was actually a talisman of the 
spheres. 

Since the Black Widow Nation cu.r­
r1:m tly operates clandestinely in Realm. 
space, and it requires over five weeks' 
tTavel in the Flow Lo reach the Pirlel 
system, the talisman seemed to p1·ovide 
a unique opportunity to step up the 
drow's plans by transporting their fleet 
from Realmspace to the Pirtel system 
up to 10 weeks ahead of schedule. 
Aunrae would be pleased. Tu.nthalyn 
1·etumed to his castle and gathered his 
crew for the voyage to the edge of the 
crystal sphere, where the necklace could 
open the gate. 

By then, Cosette bad noticed t.hat. her 
necklace was missing. She searched her 
esthetic franticaJly until she discovered 
Tunthalyn's ring and guessed t..hat her 
treacherous drow lover had stolen the 
invaluable talisman. Within m.inutes, 
Cosette hatched a plan to magically 
track the drow using the ring Tanthulyn 
bad condescendingly left for her. 

If th e P Cs Accept the Mission 

Co~ette has contrived a way to tcmpo­
ran ly enchant Tanthalyn's adamanlit.e 
ring so that it glows when carried in the 
path of its previous 0Wl1e1-. If worn the 
ring throbs when the wearer's band is 
pointed in the direction ofThnthalyn's 
trail. A recent h·ail causes the ring to 
throb w~th more intensity and glow 
more brightly than an older trail. 

Powered by a ltmited wish spell Ccast 
from a ring), this divinatory enchant.· 
menl lasts fo1· lwo weeks (01· until it is 
dispelled: it. is cast at 14th levell. 'l'he 
ring cannot lead the wearnr directly 
toward Tanthalyu's current location <it 
ia, after all, a limited wish); it can only 
help the wearer follow the track ofiLs 
former owner. The PCs sbould have 
litl.le trouble following Tanthalyn 's path 
as long as ~he enchantment lasts. 

Afte1· convincing the PCs to accept 
her errand. Cosette gives them a rep-



ltcn of the stolen m.•cklace. Tantha­
lyn's newly enchanted ring. and a 
copy of Pirtelspace's star charts, if the 
PCs don't have them already. The DM 
~hould photocopy and distribute lhe 
Players' Map on page 12. 
ll should take no more lhao a day to 

purchase Cor t1·ansferl armaments and 
supplies for whatever ship the adven­
turers decide t.o takl:'. Although the PCs 
might be templed to take theil' own 
:;hip, there are definite advantages to 
using the Astral Empress (along with 
uisadvantages described in more detail 
later I. Since the PCs are pursuing an 
elven man-o-war. 1,hey might not want 
lheir own ship to enter battlo and l'isk 
expensive repait·s Cwhich Cosette has 
ah·eady said she will not cover I. More 
important. the Astral Empres.~ does not 
re4uire a spell-caster at the helm. which 
frees a party priest or mage to memo­
rize spells thal mighl prove handy in a 
ship-to-ship encounter. Finally, the 
AM rat Empress is ripe with role-playing 
opportunities that offer a refreshing 
change of pace from the PCs' usual 
sh ipboard environment. 

If the PCs take Lhe Astral Empress, 
Goselle can an-ange for the PCs to 
qmckly hire marines; the ship's gnom­
ish crew is suflic1ent to maneuver the 
i.hip and has been paid fol' the rest of 
the year by Coset.te. Preparations are 
speedily completc:rl, nnd the PCs can 
depart Skyporl within 24 hours of ac­
cepting Cosette's p1·oposal. 

The Astral Empress 

JJ' the PCs aJ·e belween ships (or are 
reluctant to risk their own vessel). Cos­
etle offers tempol'ary use of the Astral 
Empress. a ship she won in a card game 
early last week. Her opponent wr.s gam­
bling on cteclit, and when he could not 
pay her after be lost, she took posses­
sion of his ship 

By the time Cosette's attendants 
reached the skydocks to confiscate their 
mistress' new pl'ize, the ship·s prev\Ous 
captam had stripped her of anything 
remotely valuable and transportable. 
Cosette has been too preoccupied with 
her art to iurange i;elling the ct·a.ft lo 
the At·cane (a majr>r Wldertaking in 
itselO bul 1s glad thal ihe ship will be 
put to good use. 

When the PCs mt.Ike their way to the 
dockH t.o inspect thefr bon·owed ship, 
rend the following to the players: 

For a second your heart jumps at the 
sighl of the sleek squidship in Berth 
Six, but lhen you remember that the 
A~tral Empress is docked in Berth 
Seven. There, a weathered and beat­
en tradesman tugs recalcitranlly at 
her mooring lines. The rigging is 
torn and the pink, fleshy sails are 
patched but still riddled with holes. 
Several large holes in the ship's sides 
have been poorly repaired with shod­
dily nailed plauks. 

Then you notice a large converted 
waterwheel protruding from the port 
side of the ahcastle. Large paddles 
have been nailed into each flat rnng 
of the wheel. making it look like 
some grotesque flower. The light blue 
paint covering I his bizarre cootrap­
tio11 bas begun to fleck, lending the 
wheel a frecklucl appearance. You 
notice another st.range detail: 6" 
wide vel'tical metal tubes stick up 5' 
above the aft deck. 

Soon, a small white-haired human­
oid in blue coveralls climbs out. of a 
hatch and calls t,o you from the quar­
ter deck in a high-pitched. excited 
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t(')ne. "So you are the Empres.s's new 
masters! Come aboard, come aboard! 
My name is Flick, the mat.e, at your 
service! Did you by a11y chance think 
to purchase giant hamstel' pellets?" 

Cosette has given you a ship run by 
gnomes! 

The Asiral Empre.~s is a tradesman 
with a gnomish helm installed m the 
aft.castle (Wldem~th the metal tubes. or 
"exhaust ports" as t.he gnomes tefer to 
them~ ·'She may not look pretty;' Flick is 
the first to admit, ''but she's got it where 
it counts?' The ship has been sf ripped of 
all her weapons. fwnishings. and cal'go­
everything excepl the hehn, which is a 
permanent fixture of the ship. 

Astral Empre1111 (gnomish t.-a<lesmanl: 
Hull Points 25; AR 5; MC D; SH 2 or as 
for spelljammer; Saves As Thick Wood: 
Cargo: 13 tons: Armament: l medium 
ballista and 1 light catapult. 

Flick keeps the other 10 gnomec; of the 
crew <Rick, Nick, Bick, Mick, Crick, 
Lick, Stick, Tick, Slick <Stick's brother), 
and Vick) in line and on track; t.hey a.re 
enough to maneuvet· lhe ship, cook. 

DUNGEON 13 



AN ARTlsrs ERRAND 

clean, and make the necessary tand 
frequent!) repairs to the helm. Flick 
makes it. very clear lo the PCs that I.he 
gnomes do not fight. If the Astral Em 
press is grappled and boarded, the 
gnomes will flee to their quarters and 
hjde there until the fighting is over. 

In addition to his duties as chief engi· 
neer and first mate, Flick has some 
small lalent (very, very small) as a navi· 
gal.or. lfnone of the PCs has navigation 
nonweapon proficiency, Flick will gladly 
offer to take over this chore. PCs who 
rely on Flick to get them where they 
need lo go are in fo1· a disappointment., 
since his navigation ability score is only 
10. They are much better off hiring a 
human navigator (for 60 gp 

Crew Tri>ubleR 

Traveling on board the A~tral Empress 
should not be an 1•x1iul"ience the PCs will 
$00n forget. Althottr,h the gnomish crew 
orii,>inally served a human captain, and 
their eccentriciti~ have definitely mel 
lowed with age Cone can t~U they have 
spent considerable time around humans, 
as they aJmost always talk slowly in the 
PCs· presence1. Flick and his crew are 
still gnomes. and lhat means trouble lof n 
benign sort, at lea.qt). 

Some hints are p1·esented in this sec­
tion for the DM to muke lhe PCs' space 
voyage memorabl., All are pw·ely op· 
tiom1I and mttrclv 1tdd t<> therole­
pl;;iying fun ofth"c adventw·e. The DM is 
encouraged to th.ink up futther enter· 
lalning escapades Lo enliven the PCs' 
titnu on hoard lhe Astral Bmpress. 

I. Stuck Doos·s. Opening the dQors on 
hoard lbe Emprl!:<s is counter-intuitive. 
Moi;t portals pop forward Cor backward\ 
on an elaborate tram tlf geats and pul 
leys, then swing fJarnllel \vith the bulk· 
head in an appare1ltly random 
dil·ection. Like mos~ thmgs of gnomish 
manufacture, th1: clc>ors break down at 
the most annoying '-'nd inconvenient. 
times Cthe door to the toilet is particu· 
la.rly prone to gel.ting .stuck>. 

ll takes a crew of 2 5 gnomes to fix n 
dMr "but they spenrl at left.St one turn 
arguing among themselves about the 
beist way to accomplish the repafrs 
(which take only a few minutes). ThU. 
annoyance can become quite a problem 
if it happens durmg a ('ombat siluation! 

2. Gnome Lifestyles. Gnomes do not 
live. e.at. and sleep on regular schedules. 
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a month), who will have an ability score 
of 15. The navigation nonweapon profi· 
ciency described on page 61 of the Play· 
er's Handboak can be adapted for use in 
wildspace. DMs can also consult The 
Complete Spacefarer's Handbook, page 
64, for information on the Navigation 
CWildspace) nonweapon proficiency. 

Gnome crewmen (11): AL NG; AC 
10; MV 6; HD l; hp 1-8; THACO 19; NKI' 
1; Dmg by weapon type; ML 12; dagger; 
MM/159-161. 

Despite their similar names. only two 
of the gnomes are closely related, the 
rest being cousins. All the gnomes look 
very similar, so that there will be nu· 
merous name mix.ups during the first 
days of their acquaintance with the PCs 

Among tbemselveli>, they chatter in high­
pitched, rapid sentences that grate on a 
human's delicate ea.rs after a few days. At 
any given lime, about a third of the crew 
is sleeping, in apparently random places 
all over the ship. PCs will find gnomes 
curled up on deck. snoozing on the bridge, 
napping in the companionways. blocking 
the stairs-everywhere. in fact, exc,ept 1n 
Lhe quarters where I.hey are supposed to 
sleep! 

3. Gn omish Engines. The PCs can 
hear loud metallic noises {the sound of 
gears grinding. shafts rotating in 
ungreased beanngs, ringing bells. 
dissonant gongs. etc.I filtering up 
from the engine room at all hours of 
day watch and night watch, making 
sleep for th.e PCs aJl but impossible 
during the fir st few days. 

4. Giant Space Hamsters. OM of 
the PCs wakes to find a bear-sized 
furry white hamster with a whukered 
pink nose sniffing through the party'i; 
gear, perJ1aps munching on a good bnw 
or other important cloth or wooden 
object. The infet·nal racket from the 
engine room masked the enormous 
hamster's entrance (somehow, Ne lly 
and Tinker are the only members of 
the crew that can ee.aily open the 
gnomish doors. which gets them intrJ 
no end of trouble), Within minutes, t1 

gnomish search detai l shows up, apol· 
ogizirlg for any damage the hamster 
might have caused. lf any PCs an: 
foo1ish enough to attack the inquisi· 
t.ive hamster. they will have a gnom· 
ish mutiny on their hands! 

( .. No I'm not Rick, I'm Vh•k. Rick bas 
hazel eyes:"\ This k.ind of polite con-ec· 
tion will go on for a while. The gnomes 
don't mind; it's happened far too many 
times in the past. 

Most of the Astral Empress's design 
can be ascertained from the standard 
tradesman deck plan (see the 
SPELLJAMMER boxed set). but one of 
the three rooms in the ste1·ncastle (area 
12 on the boxed set tradesman mapl bas 
been converted to an engine routn, filled 
with a monstrosity of rotating shafts. 
belt drives, whistles, pinwheels. and 
gears joined at improbable angles. This 
huge contraption is somehow miracu­
lously attached to two enormous run­
ning wheels powered by two giant space 
hamsters. Area 10 has been taken by 
the gnomish crew, while cu·ea 11 serves 
as a nest for NeJly and Tinker, the two 
giant hamsters. It seems that no one 
but a gnome can fall asleep to the sound 
of giant hamsters running in the tread­
wheels. 

Giant space bamste1·s (2): CNT ani­
mal; AL N; AC 8; MV 9; HD 4; hp 21, 
17; THACO 17: llAT l; Dmg 2-8; SD 
immune to disease; SZ L <9'l: ML 6; 
MC7. 

On the bridge (area l on the cargo 
deck), a 5'-diameter steering wheel is 
mounted in the center of the room. A 
lever embedded in a nearby pedestal 
indicates four possible speeds fo1· the 
tradesman: Full Forward, Half For­
ward, Standstill, and Reverse. The 
wheel maneuvers I.he craft, and the 
lever on Lhe pedestal sets the desired 
speed CSR 2. SR 1. SR 0, or SR - H If a 
spell-casting helmsman grasps the 
wheel, he can spelljam as if he were 
seated in a minor helm. In fact, the 
wheel is actually connected to a minor 
helm, located in the heart of the con­
traption in the engine room. Any PC 
with engineering proficiency (PH, page 
58) can disassemble the helm in 2-8 
weeks, with an 80% chance of destroy­
ing the helm in the process. 

At periods of high engine stress, there 
is a 20% cumulative chance that the 
helm temporarily malfunctions (check 
each time the shlp lands or takes off. 
changes course, or changes speed). 
That's where the levers, the giant ham· 
sters, and the devices on the bridge 
become necessary. They form a second­
ary ·propulsion system (SR 2) in case the 
main helm malfunctions. While lhe 
secondary propulsion system is active. it 
takes a team of 2-8 gnomes 1-4 turns to 



get the malfunctioning minor helm 
operating again. 

The real adv ant.age of the gnomish 
helm is that it can reach spel1jamming 
speeds without the need for a spell­
casting helmsman, using the secondary 
pt•opulsion system (if one doesn't mind a 
SR of2 in a combat situation). Since a 
7t.h· or_8th·level spell-caster could hope 
Lo_attam onlr a SR of3 by using thtl 
mmor helm installed in ~he ship, it 
makes sense to put a gnome at the helm 
and save the wizard's or priest's spells 
for encounters. 

Departure from Skyport 

Once the PCs have made all of their 
preparations, read or paraphrase the 
following tO the players: 

You have never seen shipping conb·ac­
l-0rs move so quickly. Y-Ow· weapons and 
most supplies were delivered to the 
Astra/, Empress's berth within three 
hours, though it did take them the rest. 
of the day i.O come up with two months' 
supply of giant hamster pellets. 

As you watch the gnomish crew 
scu~tling about making final prepa­
rat10ns to get under way, you notice a 
cool, almost professional demeanor in 
the way lhe gnomes go about their 
duties. The crew appears well train· 
e~, but you can never tell how they 
will react the first time a catapult 
shot crosses your bow. 

The J?OOr condition of lhe rigging 
a.nd sails were at first cause for 
alarm, but suppliers JUsl delivered 
two brand-new complete sets, eourt.e· 
sy of Cosette. Flick, the gnomish first 
m_ate, assures you that his gnomes 
will have no trouble replacing the 
torn sails and rigging a few days out 
in space, lung before you reach the 
asteroid belt and maneuve1·ability 
becomes paramount. A spare set will 
be kept in the hold, an case the new 
set. is damaged in combat. 

At last. Lhe replacement rigging 
sail cloth. and hamster pellets ar~ 
loaded aboard and stowed. The 
gnomes cast off the mc1ormg lines 
with practiced ease as the Astral 
Empress pulls gracefully out of the 
docks on "hamster power;' as Flick 
3!f ect.ionntely refers to the propul· 
s1on ren~ere~ by that frightening 
contraption m the engine room. You 
follow the gnome to the bridge 
where he takes the helm from Bick. 

Once you have cleared the harbor, 
Flick eases lhe throttle to the Full 
Forward position. You can faintly 
hear the tumbling of the treadmills 
echoing up the companionway from 
the engine room as the hamsters 
start running at a fevered pace. In 
several minutes you have escaped 
Archin's gravity well. and the Astral 
Empress s11rges forward from tactical 
to spelljamming speed. 

"Engine room, aye,'' Nick <or is il 
Rick?) reports from the doorway. 
"Nelly's running fine. Engine's 
holding up grnat too. Should be 
smooth sailing." The grease­
covered ~ome smiles and slips oul 
of the bndge back to his station in 
the engine room. 

''See?" Flick is beaming, pat.ting 
the great steering wheel like it was 
one of those impossible giant ham­
sters in the engine room. "l told you 
she bad it where it counts!" 

. Once a P~ has donned Tunthalyn 's 
nng, b·acking the drow to Oloth Ku1g­
g~n s~oul_d be relatively easy. Using the 
rmg, it will take only a few minutes at 
spe!lj~ing speed to find Tanthalyn's 
trail, which leads directly tnward Guin 
mir's Band, a sparse asteroid belt near 
Skyport. 

'I'he trip to the asteroitl belt should 
take four days if the navigator relies on 
the 1·ing for direction. Huwever, three 
days after the PCs embark from Sky­
~rt, Thnthalyn completes his prepara· 
I.ions and leaves Guinmir·'s Band for the 
edge of the cryi;;tal sphere, where he can 
create a gate to Realmspace using Cos­
ette's necklace. 

As a result. lhe PCs should arrive at 
Oloth Kulggen one day afl.er Tantha· 
lyn's departure. The DM should keep 
t.nck of how much time the party 
spends in tl·ansit and at the stronghold. 
The enchantments placed on the ring 
last for only 14 days after t.he depa.l't.ure 
from Skyport (hut the DM should never 
let lhe PCs know exactly how much 
time the enchantment has left). Make 
~he accounting of time very public, t-0 
mfuse the PCs with a sense of urgency, 
For every hour the PCs waste, they 
should feel that the mysterious elven 
captain is getting closer to reaching 
some secret go:ll. 
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"Castle Oft the Port Bowl" 

The pest few days in space wit.h the 
gno~es have convinced you that they 
are indeed a capable Cifboist.erous 
and eccentric) Jot.. They t·eplaced the 
worn rigging and sails two davs out 
ofpo:t. and spenl the remai~ time 
making some much-needed repai1·s 
on the interior bulkheads. 

You have watched the ever· 
widening band of asteroids with 
suspicion. In your past experience, 
only recluses. monsters. and pirates 
make their homes in such places. 

When you approached within sev­
eral miles of tht! first asteroid. the 
AslrC1l.Empres;s lurched slightly as 
the ~h1p slowed from spelljamming to 
tactical speed. Novigating through 
an asteroid belt ii;; slow business. 

"Castle, sixty degrees up from the 
port bow!"' Nick yells from at.op the 
foremast. 

St1·aining your eyes, you can just 
make out some fortifications built on 
an asteroid, maybe three or four 
m~es away. Alton's r1ng u; glowing 
~n~htl?' and throbbing strongly, 
mdtcatmg that. he must. have entered 
the stronghold quite recently. There 
is no sign of an elven man·o-war 
nearby, however. 

lf the PCs decide to bypass the strong­
hold and use the enchanted ring to 
search for a trail leading away from the 
castle, the ring t.hrobs most sl rangly 
when pointed at. the castle_ lf t hev com· 
pletely circle the ~a1;;tle, _howeve1~· t.hey 
can discover a taul lead10g a.way from 
the doc~s (area 1 of the castle). Locating 
t?e trail. howevel'. puts the pnrly in 
sight of Oloth Kulggen's defenders. If 
the PCs are spotted, or if they decide to 
investigate the strnnghold. read or 
paraphrase the following to the players: 

As you tw·n the bow of lht• t\iitraf 
Empress toward the castle. you no· 
tice lhat part of the st:ructu1·e lies in 
ruins. while soml' of the fortress 
appears to be new construction. You 
are still perhaps three miles away 
when you notice a flurry of activity 
on the top of some of the ca.st le build­
ings. Gray covct·s are being thrown 
off catapults and ballistae, which are 
be~ng loaded and pointed at your 
sh1p. As you call for bat.Lie sLations, a 
sleek black da.mseUly ship lifts off 

DUNGEON 15 



AN ARTIST'S ERRAND 

The Elamshin 
Damselfly (Drow Modified) 
1 square=5' 

A Top Deck 

F 

Main Deck 

@ Weapon s Deck 

from an inner courtyard. 
A small turret. has been mounted 

between the wings of the damselfly, 
and you can see a team of three war­
riors loading a medium calapult as 
the ship slowly approaches. It is not 
rushing you, but doesn't seem too 
fr·iendly either. 

When fast. sighted, Oloth Kulggen is 
15 hexes from the PCs' ship (one hex is 
roughly 500 yards on the tactical move· 
ment map that accompanies the 
SPELLJAMMER boxed set). With her 
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new rigging and sai1s, the Astral Em­
press has a maneuverability class ofC 
(topped out), 20 hull points, and a SR of 
2 if piloted by a gnome (or as per helms­
man using a minor helm, but. remember 
it. has a 20% cumulative chance ofmal· 
functiorung each time a coW'se or speed 
change is implemented). 

Since it looks like fighting is about to 
break out, only the three gnomes neces­
sary to man the sails remain on deck. 
The rest (including Flick) suddenly find 
themselves occupied with dulies on the 
bridge or in the engine room. If the 
Astral Empress is boarded, I.he three 

gnomes on deck quickly get below, leav­
ing the defense of the ship to the PCs 
and any warriors they might have 
hired. 

Tanthalyn left two officers behind at 
Oloth Kulggen to guard it until his 
eventual return. One of them, a rela­
tively inexpel"ienced fight.er/priest 
named Drisinil Dalael, sits at. lhe helm 
of the damselfly approaching the PCs' 
ship. Like all spelljammers, she has lost 
her memorized spells, including I.hose 
that a11 drow learn. With her crew of 
nine drow, she hopes to be able to scare 
off what she perceives as a snoopy 
tradesman. 

The damselny, named the Ela.mshin 
(which can be taken to mean '"the will 
ofLolth" in deep drowl, has an SR of 1. 
The ship is equipped with a minor helm, 
a hidden medium ballista, and a medi­
um catapult in its tmret. She flies four 
hexes away from Oloth Kulggen and 
attempts to lure the PCs into approach­
ing within range of the three light cata­
pults (five hex range) and three medium 
ballistae (four hex range) mounted on 
top of the castle (see encounter key for 
Oloth Kulggen, ai·eas 18 and 19). If the 
PCs make no move to attack, Drisinil 
loses her patience and rushes the Astral 
Empress, attempting to board with her 
entire crew of nine drow warriors. The 
drow will fight to t.he deat.h. 

Against the Elamshln 

The damselfly has been stripped down 
to make room for the extra armament 
and tw-ret, so there isn't much room on 
board for anything else. Tant.halyn 
brought the Elamshin along on the 
expedition as a remote fighter, for extra 
f"u·epower in a pinch (an encounter with 
an elven man-o-war, for instance). Hav­
ing spied on I.he limited elven navy 
operations in this sphere, he feels much 
less paranoid and has left the fighter 
behind to defend his stronghold. 

Unless otherwise stated. all drow 
warriors aboard the damselfly have the 
following statistics: 

Drow waniors (9): AL CE; AC 4; MV 
12; F2; hp sec Elamshin areas A-G; 
THACO 19; II Kr 1; Dmg by weapon 
type; MR 54o/C-; ML 14; XP 650; MM/112-
113; chain mail, shield, long sword, 
hand crossbows (no sleep poison), six 
crossbow bolis, helmet of light seeing 
(see "Dark Elves in Space"). Spells 
(each usable once per day): dancing 
lights, darkness, faerie fire. 



Elu1m;hin (drow damselfly>: HuJI 
Points 10; AR 8; MC C; SR l ; Cargo; o, 
Saves As Thin Wood; Armament: l 
medium baJljst.a and l medium caLa­
pult. 

A brief descrlplit111 of the damselny is 
given below in the event that the PCs 
capture the ship. 

A. Medium Catapult Turre t . The 
t.urrt!t and medium catapult are operat­
ed by three drow warriors CAC 0 while 
inside turret; hp 14. 13, 8}. These war­
riors are trained to target au shots 
against enemy weapon emplacements. 
With the catapult, they have a THACO 
of l 4, but theu· called shots ajjainst the 
PCi:.' catapults and ballistae suffer -4 
atlllck penalties. Because of the turret, 
the catapult has a full 360° ru·c of fire. 
A chest near the turret containr:. 12 
rnunds fo1· the catapult. 

B. Gangway. This narl·ow walkway 
along the spine of the ship has no hand 
t•ails and terrninat<lS in met.al hat.ches 
near the head and tat! of the damselny. 
One hatch near the turret. CBI ) is nor· 
mally barred from t.he inside and leads 
to area C. The other hatch (B2) leads to 
area F, but it ha!i been padlocked shut 
from the outside. 

C. Battle Deck. This is the largest 
chrunber of t he damselfly. Four drow 
(hp 16, 14, 12, 11 l are busy mane uver· 
mg tlle ship accol'ding to the helms­
man's commands; they also operate the 
turret above. Nine hammocks, berths 
for the crew, are tied lo the roof. A 
hot.ch in the noor leads to the weapons 
deck <area Gl. 

Drisinil sits in the damselfly's minor 
helm, located neiir the front of the bat· 
tle deck. One of Aunrae's younger 
d1n1ghters, Drisinil lea rned cruelty and 
deceit for the greater glory of Loi th at 
an !!arly age. Headstrong and impa· 
t tent, she was furious when Tanthalyn 
ruis1gned her to guard duty on this h<>r­
ing barren rock. She craves the battle 
and bloodletting she has been denied 
dllring the long months of secrecy on 
her mother's spying mission. While 
D1·1sinil is very cn~er t<1 prove herself in 
huLtle, her impatience and violent tem­
por may be her undoing. 

Drisinil Dalael; AL CE; AC 4, MV 
12; 1?41C4; hp 24; 'rHACO 17; #A.'l' 1; 
Dmg by spell or weapon type; SD +2 on 
saves vs. sp"Clls; S 16 1 +O, + ll I 15· MR 
58'1r; ML 14: XP 975; chain m~il. b;1<.'k· 

lel', long sword. Because she is spelljam­
ming, she has no spells. 

Ddsinil wears a helm.el of light-seeing 
bul keeps its visor up below decks. Jn a 
small pouch at her side, she carries an 
adamanlite spider unholy symbol 
<worth 1,000 gpJ and keys to areas E 
and F. 

D. Gatley. This small area looks like 
iL rnust be a galley, but it appears as 
though no meal~ huve been prepared 
here recently. The sheh·es are bereft. of 
supplies, and the small panb·y is empty. 
All foodstuffs have been transferred to 
Lhe ki tchen in Oloth Kulggen (area 91. 

E. Quarters. This tinv room seems 
more like an emply c:lo~t than livit1g 
space. During long space flights, Ori­
sinil claims this room as her quarters. 
Now I.he room is bai·e except for a 
slrange black painting on the metal 
interior oflhe hull tthe picture depicts 
the b lack profile of a woman riding a 
lat·ge spider, waving a wand or rod 
above her head menacingly1.1b allevi· 
ate her boredom, Drisinil painted this 
mural during her long jow·ney from 
Realmspace. The r esulL was just what 
she felt the room needed: a touch of 
home. To the PCs, the painting makes 
the small r-0om seem cold and much 
smaller than it actually is. 

I>'. Hold. The hold is empty. The ra. 
lions and supplies once stored here have 
been moved to lhe storage hall beneath 
the castle (area 22>. AU armaments 
stored here have been assembled on the 
castle's l'Oof <areas 18 and 19). 

G. Lower Weapon 's Deck. Drow 
gunners will open the hatch onlv when 
they approach wit hin medium ballista 
n1nge (fmu- hexes), attempting to mis· 
lead lhe PCs into thinking that. th<' 
damselfly has only oue weapon. The 
medium bailista is operated by two 
drow warrior~ IAC 0 while pl'otccted 
by U1e enclosed deck; hp 8, 7>. A storage 
chest beside the ballista contains 12 
javelin·sized projectiles. 

Th.is team of well-trained warriors 
will fire on PCs or import.ant looking 
NPCs llike henchmen). With the ballis· 
ta, they have a THACO of13 (3-18 hp 
damage). However. the narrow hnLch 
Hffords only a 120° urc of fire lo the 
fronL of the damsell1y. 
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Even if the PCs capture or dest1·oy the 
Elomshin , they still have to worry 
ubout artillery lirt! from areas 18 and 19 
of the castle. Tbey can either eliminate 
the threat by closing and fighting the 
drow on the roof (and pl'obably dninag. 
i11g the A.~tral Elflpress i11 the process). 
<1r Lhey can land on lhe underside of Lhe 
}\i;teroid, where lhe artillery cannot 
1·cach them, and storm the installation_ 
The e ncounter kev that. follows has been 
set up assuming that the PCs adopt the 
more straigbtfol"ward mode of entry. 

S hrewd PCs with nccess to some mi­
nor magic may be <1ble to blLtff their 
woy into the castle ifthey capture the 
Elamshin relatively intact. If the ship­
tn-13 hip battle took place four or five 
hexes away from the castle. it is mi · 
likely that the guards on t.he rnof could 
discern the oulcome of the battle unless 
the PCs announce their victory by 
storming the cast le <one hex = 500 
yurds, approximately one third of a 
mile>. 

With some careful propping up of 
d1·ow corpses in the damselfly 's t.urrel, o 
change se.lf or ulter .~elf spell, or poly· 
nwrphingsome party membtirs. the 
party might make it as fru· as the court­
.v1nd <area 21 without being fu·cd upon. 
Of course, how long the charade lnsts 
depends on the resourcefulness of the 
purty, since not many PCs are likely to 
speak deep drow without an ac~·t-nt 
<unless they have tongues spells rt'adyl. 

lf the party manages to bluff its way 
m past the barred double doors at area 
:.!, they will be escorted to area l l to 
make a full report t.o Szon:h'in, Orisinil's 
superior officer. While ordinary d1·ow 
w:m·iors are too cowed by priestesses Lo 
<1uestion a PC impersonating Dr1sinil, 
they are much less easily duped by PCs 
impersonating drow warrim·s. If lhe 
party. by shrewd nct.ing and role. 
playing, does bluff its wav into t11·ea ti 
their free ride is over, since Szordrin ' 
will quickly realize that he is dealing 
with impostors. Instead of dealing with 
sevcl'ai small groups of drow. t.he PCs 
rnny have to deal with all 20 draw at 
once! 

If the damselfly was destroyed m its 
hat.tie with the Astral Empress, t.he PCs 
will have to t.ake the haTd and painful 
way in, detailed below in the encounter 
key for the caslle. The only ways into 
Ololh Kulggen ar e through the double 
doors in area 3, down the spiral stairs 
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from the roofCsee areas 18 and 19l or 
t~e hatllements<areu 12), m· by dispel · 
hng the walls of stone in urea 10. 

Thent are no random encountei·s in 
Oloth Kulggen unless the party man· 
ages Lo sneak in without raising an 
alarm. If lhis is the case, there is a 1-in-
6 chance each tm·o of rnnning into a 
pah·ol .of four ru·ow warriors (use sta­
tistics provided with the Elamshin). 

Firi.t Level 

t. Docks. This crnmbling stone dock 
wa:; recently repaired by Tauthalyn 
usi11g several 1ual l of storl(l spells. Croft 
moori rig here and PCs in lhe ru:ea are 
both vulnerable to lire from catapults 
and bullistae in FU'f'ltS 18 and 19. There 
is plenty of room here to moor an elven 
rnan·o-war. 

UsIDg the enchuntcd ring, the PCs 
can follow Thntbalyn's tl'ail. which 
leads directly from the docks. across the 
courtyard (area 2), int-0 the main guard 
room <area 3), and up the stairs to areas 
15, 16, and 17. The t.niil then reverses 
itself. eventually leading back t.o these 
docks. from which the drow presumablv 
departed in his mun-o-war · 

2. Courtyard. 

The gate house and ~ections of the 
out1•r walls have fallen into ruin. It's 
impossible to tell whether the piles of 
rubble that mark the remains of the 
fortification result l'rom age, warfare, 
or impact with other nsteroids. 
Across the courtyard from the main 
entry, you can sec tht: crumbling 
rnmains of a gt·eat hall. A large pile 
of l'ubble is all Lbat remains of what 
must have been the castle's massivf' 
c1rcular keep at the farthest corner of 
the castle. The piles of rubble are 
quite dry and smell dusty. 

ln stark contrast with these ruined 
sections, you notice immediately lh<il 
the cotu-tyard has been completely 
cleared to allow space for the damsel 
11y Lo land. In add1tio11. two wings of 
the castle look recently repaired witb 
~t~ct1ons of old stone. Crumbling 
towers have been shored up. and 
windows and an·ow slits have been 
filled wit.h smooth st.one. Most of the 
walls are patched with small sections 
of new stone. A long, sttaight wall 
running along the inside of the keep 
oppo~;te the entrance looks like it 
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was made completely from the newer, 
smooth stone. 

The only apparent entry to the 
main building, other than from the 
roof, is a set of massive double doors 
that. face into the courtyard. 

All this repair work has been per­
formed by Tanthalyn using wall oj'stonr 
spells. So many of these spells have 
been woven into original stonework 
that the exterior walls cannot be 
breached by 1·epeatedly casting clitip,•l 
magic spells (though spells like 
p_asswall ~.re still effective). The excep­
tion to this rule is the wall and ceiling 
of the enclosed corridor (see description 
for area 10). 

PCs in this area are exposed to ballis­
tae bolts fired by drow warriors in Lhe 
towers (area 19). 

No light sources of any kind shine 
inside Oloth K ulggen unless speciflcully 
stated otherwise. PCs fighting in dark· 
~ess without infravision (or blindfight. 
mg nonweapon p1·oficiencyl are subject 
to a -4 attack roll penalty. All drow 
encountered in this adventw·e have t.he 
blind-fighting proficiency and suffer 
only a -2 penalty to attack rolls. 

Furthermore, unless otherwise speci· 
fied, interior walls. ceilings, and f1oora 
have been repaired with the smuc>t.h 
st.one surfaces characteristic of wall of 
stone spells. 

3. Gu ard Room. The stout woodt•n 
doors are doubly barred from Lhe inside. 
In preparation for a.n assault, five drow 
have equipped Lhemselves from the 
armory (area 7). 

D row warriors (5J: AL CE; AC :l; MV 
12: F2: hp 16, 13. 12, 10, 9; THACO 19; 
#NI 1: Dmg by weapon type; SD 75'4 
invisibility in dark surroundings Cdrow 
cloaks and bootsl; MR 54%; ML 14; XP 
650; druw chain mail+ 1, drow shii•/.d 
+I. drow long sword + 1, hand cross· 
bow, six bolts lipped with sleep pois<>n. 
Spelis: darkness. faerie fire, dancing 
lights each once per day. 

As soon as the PCs make it through the 
door. two warriors cast darknes.s spells on 
the party while the other three lit·e 
poison-tipped holts at obvious speU­
casters. Because of their concealing 
cloaks, the drow surprise the PCs on a 
roll of 1-7 with Lhcir first barrage of holts 
and spells. The d1•0\\ fight to the death. 

4. B arracks. This austere room con­
tains a trestle table with stools, and 10 
uncomfortable-looking cots.. There is 
nothing else here to interest the PCs. 

5. Woodsh op. 

This wol'lo·oom contains woodwol'k­
ing Lools and worktables. Stools, 
chairs, benches, barrels, tables, and 
bed frames-all in various stoges of 
completion-are scattered about the 
chamber, and the floor 1s dusted \\"1th 

wood chips and sawdust.. A lO'·high 
pile of seasoned oak planks has been 
stacked in the far corner of the room. 

Rather lhao transporting furniture 
from sphere to sphere., Tanthalyn 
bought two tons of oak in Skyport when 
he was posing as Alton t.be elven lum· 
be1· merchaJlt, and ordered his crew to 
build the furniture for the castle after 
their alTival. Many of the drow warriors 
have some carpentry skill; they've used 
up one ton of oak planks. 

Drow furnitm·e is simple. stm·dv. and 
functional. but not particulcirlv valu· 
able !certainly not woi-th the cal'go 
space it would take up in the hold of the 
AstrQ/ Empress). Motivated PCs could 
probably soil the remaining ton of oak 
planks lo u lumber merchatll in Skyµort 
for 3?0 gp. If the PCs round up all the 
furruture 1n the entire c...'l.stlt!, they 
might sell it m Skypon for aoo !.'P as 
well, bul it would take up 10 tons worth 
of spact• in th~ hold. 

6. Drill Hall . 

This chambet· is obviously a lruining 
room... Wooden targets with concen­
tric black circles painted on them 
hang against. the outside w,111 Many 
targets are riddled with hand cross· 
bow bolls. Although there are no 
hand Ct'011sbows in the ro<Hn, o wood­
en box Jillod with bolts rests beside 
lhe rar door. 

A weapons rack containing 10 long 
swords lines the long wall bet ween 
the doors, and 31 small bucklers 
have been stacked in a comet< of the 
room. 1'he chamber is clear of furni­
tw-e, but a black square. 10' on u 
side, has been painted on the noor in 
the center of the room. The 11m(loth 
stone t1oor of this weap011s practice 
area 1s 11et·ked with black drups of 
dried blood. 



None of the weapons are magical; the 
box beside t.be door contains 40 bolts. 

7. Secret Armory. 

This small, secret chamber al first 
appears bare, but then your 1 ight 
sources illuminate more of the room 
and reveal two large trunks. The 
tru.nks measure roughly 3' x 3' x 6' 
and are made from a lusterless black 
metal that seems to drink up light. 

Each trunk must weigh a ton! Fow· 
10'-long black metal rods are stacked 
upright in a fai· corner of the room. 
These rods look like they would fit 
into cylindrical rings along the out· 
side of the trunks. 

Each trunk has a strange lock 
etched with spiderlike arabesques. 

These two trunks are darkboxes. Fash 
ioned from adamant.ite in the drow 
homeland (rare, but decidedly less rare 
than unholy relics conseerated by 
Lolth), these boxes are large. extremely 
heavy <200 lbs. empty), and practically 
indestructible (aJJ saving throws at +6). 
Similar Lo deadboxes, the trunks ai·e 
afrtight; detection magic cannot pierce 
them to divine the natw·e of !.heir con­
tents. In addition, their interior is per­
petually shrouded in darkness. so theil' 
contents are obscured. If drow equip­
ment is stored in a darkbox for one 
week after every week of use. it will 
retain its magical powers indefinitely. 

The darkboxes are each protected by a 
powerful Cand invisible) cl.row way­
marker rune, fully described in FOR2 
1'he Drow of lhe Underdark, pages 103-
104. These invisible glyphs have consid· 
erable power, and flash with pale blue 
light when triggered. The runes are set 
off by a living creature at.tempting t.o 
open the trunks and can be repeatedly 
discharged throughout their long life­
time (another 14 years) or until they are 
successfully disabled. · 

Attempts lo remove a rune with dispel 
magic, remnue traps, or erase spe!Js, or 
with or thief skill, have only a l-in-6 
chance of success, a 2-in-6 chance of 
deactivating the l'Une for 1-2 rounds, 
and a 3-in·6 chance of triggering it. The 
glyphs will not harm any drow of the 
Black Widow Nation bearing a black 
adamanllte spider (the unholy symbol of 
Lolth). A nondrow wizard, employing an 
alter self or polymorph spell to take on 
drow form, can fool both these runes 
provided the wizard is carryin~ an ada-

Oloth Kulggen 
First Level 

mantite unholy symbol. PCs depending 
on illusory effects such as a change self 
spell or a hat of disgui$e will trigger a 
glyph despite the presence or absence of 
an unholy symbol. 

The first box is warded with a rune of 
blindness. If this glyph is activated, a 
power word blind spell affects the target 
creature only. A saving throw vs. spells 
is allowed at a - 3 penalty. If the saving 
th1·ow is successful. the blindness lasts 
for only 1-4 rounds, during which t.ime 
the blinded being attacks and saves at 
-4. loses all damage bonuses, and suf­
fers a four-point armor class penalty. If 
the saving throw fails, the affected 
being is permanently blinded-with 
combat effects just noted-unt.il a dispel 
magic, remove curse, or cure blindness 
spell is successfully applied against 
16th-level magic. After each activation, 
the glyph takes fow· full rounds to re­
charge, during which the darkbox might 
be opened and its contents dumped out. 
If the box is smashed, or if a successful 
dispel magic (vs. 16th-level magic) is 
employed, the darkbox loses its restor­
ative powers forever. 

The fast box contains 10 drow cloaks, 
10 pail's of d1•ow boots. 10 drow long 
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1 square= 10' 

swords + 1, Drisinil's drow long sword 
+3, and a small unlocked wooden coffer. 
Unless a hidden stud along the bottom 
or the coffer is pressed when its Lid is 
lifted. 12 spring-loaded needles will fire 
from t.he inside (1'HACO 18, 1 hp dam· 
age each plus poison). The needles are 
coated with dl·ow sleep poison. Appro· 
priately, 38 packets of this dt·ow poison 
are stored inside the coffer. Each packe~ . 
when mixed with water, will coat six 
bolts or arrowheads, two dagger blades, 
or one swot·d blade. The poison evapo­
rates if not used within an hour after 
applicalloo lo a metal surface (drow 
hand crossbow bolts do not have this 
problem, since the bolts are ho!Jow and 
the poison is poured inside. where it is 
not as likely to evaporate). For details 
on bow drow handle and store poison. 
refer to the drow entry in the Monstr<mR 
Manual. 

The second trunk is warded by an 
invisible shocking grasp glyph, which 
will flash and discharge for ld8+16 hp 
electrical damage Cno save). This glyph 
takes only a single round to recharge 
after being activated. 'fhe second trunk 
is closed (but not Jocked) and contains 
l 0 suits of drow chain mail +I , 10 dro111 
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bucklers + 1, Dlisinil's drow chain mail 
+~.and her drtJm l1111~kler +2 as well. 

If the PCs empty the second trunk (ind 
feel around inside. they have a l·in-10 
chance each round of finding-the catch 
that. releases the secret bottom of the 
darkbox. Since the box LS perpetually 
fillecl with da.rlw.ess and 1nvulnerable to 
detection by magical moans. locating 
this secret compartment will be a shock. 
ing process, considering bow difficult 
d1·ow glyphs are to disarm. The rune 
discharges every o~her round until 
successfully removed. 

Cnside the secret compartment, nested 
ln s bed of sawdust, are six potions of 
extra·healing in crystnl vials. The saw· 
dust not only helps cui>hion the bottles 
from breaking in sudden falls or shocks 
but ulJJo prevents them from clinking 
against the metal sides otthe trunk and 
revealing theil' presence. 

8. Dining Hull. 

This cw·ious1y shaped hall is filled 
with three long, bare t.i·estle t.ables 
flanked by simple oHk benches. The 
room is over t.wo stonos tall, its 
stone.vaulted ceiling rising 30' above 
the floor. 

In one con1er, a st.one spiral stail'case 
1·1aes 15' to a deserted balcony Lhat 
looks out over the dining hall. You can 
just make out t.wo closed doors that 
open onoo the balcon.y. The spiral stai1· 
case continues lo rise past the balcony 
and likely leads to the roof. 

The door to the Lower is inscribed 
wilh a prominent rune, painted with 
bluck paste and fl ecked with blood·red 
powdet-ed gems. This glyph takes the 
torm of a pair of female drow lips, 
puckered as if about to blow a kiss. 
Eight spider legs radiate from the lips. 
giving t.he rune a cu·e\a.lar frame. 

Thi:! door leading lo area 11 is milocked 
hut warded by a drow ~acred glyph lsec.: 
area 11 fo1· details l. 

9. Kitchen. 

Y()ur eyes tell you that this high­
r1•ilinged room is a kitchen. but yow· 
nose begs Lo diffe1·. The chamber is 
dominated by a worktable in its cenwr 
and a huge fireplace against one wall. 
Some of the largest rand smelliest) 
white mushrooms you have ever seen 
htw~ been piled on the worktable. A 
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few have been cut into slices in an 
open bowl. Yow· nose oonfi.nns that the 
bowl is the source of the pungent 
smell, which reminds you of chopped 
onions and freshly cut garlic. 

A black iron cauldron is simmeririg 
over red coals in the fireplace . From 
t.he aromatic vapor issuing from 
under the lid, you guess the absent. 
chef is making a soup or stew using 
some of those pungent sliced mush · 
rooms. Several pots, bowls. and cook· 
ing implements have been stacked on 
the mantle antl hang from hooks 011 

the wall above the fireplace. 
The outer wall is partially covered 

by a Large stack of small 3" · and 4 '' • 
diameter pine logs. no doubt intend· 
ed for cooking fires. ln a corner 
between two doo1·s, a wide spiral 
staircase winds down into darkness 
An oak barrel s t ands at the lop of 
stairs. 

The kilchen is currently deserted. 
since the drow on duty were called to 
the roof to help defend the castle whc·n 
the PCs' ship was sighted. The rather 
unpleasant smelling stew (to uncultured 
sul'face dweller11) is very spicy and quite 
nourishing. The banel by 1,he stairs is 
filled with clear. cool water and has u 
heavily tarnished silver ladle (wol'th 50 
gp once it has boen polished upl t.ied to 
ii. by a leather lhnng. 

lO. Narrow Cor r idor. Since Tantha­
lyn was short on time, he could not 
reconstruct the castle's 1·uined great 
hall to connect the kitchen with the 
fru·thest barracks wwer. Pressed for 
time, he instead used a few wall o{ slu111! 
spells to ct·eated an enclosed con·idor 
linking the two structures. Unlike lhe 
rest of the castle walls. the ceiling and 
interior wall of this corridor are relu 
tively thin (only 2' thick) and com· 
plelely made of magical stone. 
Successfully casting a dispel magii> spell 
!against 9th·level magic) on this section 
of corridor will create a breach that 
provides ea$)' access to the castle int.eri· 
or without smashing dow11 the double 
doors leading to area 3. 

11. Temple to Lolth. The door to this 
room is prot.ect.etl by an extremely pow· 
erful drow sac\'ed glyph (see The Drow 
of the U11derdark. pages 104·l05l. Un 
like the way.marker runes in areu 7. 
this sacred glvph is nsible and will 

discharge whenever anyone but a pnest 
or prieste!'s of Lolth tries to pass 
through the portal. A priestess of {,olt.h 
c;;tn temporarily negate the glyph <to 
allow drow b'ttards lo enter the temple, 
for instance) by whispering tho word 
Quarualslwress (the drow t.ille for 
Lolth). 

If this glyph is activated. 8<18 bolts of 
black energy leap forth. striking al all 
nondrow in u 40' 1·adius of the door with 
a THACO of 1:3. When these shadow 
flares stnke, t.hey immediately solidify 
into obsidian spears, inflicting 8 hp 
damage each. After each activation, the 
glyph takes eight full rounds to re· 
charge, during which time t.he door can 
be passed and the small temple safely 
entered. 

The in tenor of the tower is pitch black 
because it contains six ovedapping 
sphei·es of magical darkness. 

This chamber bas been converted Lo a 
small chapel dedicated to Lolth, the 
spider goddess of the dark e lves. Five 
drow wnt'l'iors and a warrior/priest are 
prepm·ecl ln defend this sanctum with 
their lives. Since the drow in this room 
never leavt! the castle, they have 
readied r.hemselves with equipment 
from the ru·mory (area 7). 

The warriors are using Lhefr cloaks to 
hide in the darkness along the perime· 
ter of the chamber. with their hand 
crossbows lnaded. They wait until all 
the PCs are in the room and then open 
fu·e with poison·tipped bolts (surprise on 
1-7). If th1• drow are rushed, three war· 
riors wi ll Lry to hold off the PCs while 
the other t.wo fire poison·tipped bolts at 
obvious spell.casters. 

Drow warrio1·s 15): AL C~: AC 2: MY 
12; F2; hp 20, 18, 16. 14, 12; 'I'HACO 19; 
II AT l ; Dmg by weapon type; SA bolts 
tipped with sleep poison; SO 90<k invisi· 
bility in dark surroundings (drow cloaks 
and boots): MR 54%: ML 14: XP 650: 
drow chain mail + 1, drow shield + 1. 
drow long sworcl. hand crossbow, six 
bolts tipped with sleep·poison. Spells: 
darkness, {aerie fire., dancing light~ 
(each usable once per day). 

The warl'iortpriest Szordrin 1s alsn 
hiding in the magical darkness, lvu1tat· 
ing 40' above the floor just beneatl1 the 
domed stone ceiling. Once battle has 
been joined by the drnw warriors below. 
Szordrin calla for help at the top of his 
lungs, hoping lo alert the drnw in areas 
3, 18, and 19. It takes 14 rounds for 
help to arrive from lhe roof areas. one 
round longer from area 3. 



Szordrin Filifar : AL CE; AC -3; MV 
12; F6/C6; hp 43; THACO 15 <12 with 
mace); #NT 1; Dmg by spell or weapon 
type; SD +2 on saves vs. spells; 0 15, C 
15, W 16, Ch 16: MR 62%; ML 14; XP 
4,000; drow chain mail +3. drow buck­
/1•r +.'i, six javelins (coated with !ileep 
poison) in large quiver, drow a<lamantite 
mace +3. 

Spells \innate}; darlmess, fm1rie fire, 
tlund11g lights, leuitule, know alignment. 
tli>led magic, di.<;pt•I mngic, suggestion, 
dl!lcct (re, dairvoyunce (each usahle once 
per day). 

Spells <bestowed): bless, commcwd, 
cur11 light wounds. protection from good. 
sw1d1~flr.Y; aid, h(lfd person, resi~;t fire, 
stlenc11 15' radius: blindness, pro.yf•r. 

S201·dnn uses his javelins and range 
spells before closmg to me lee with his 
mace. 

Szordrin also carries an ndamant.ite 
spicier unholy symbol, worth 1,500 gp. 
Unlike the unholy symbols of most 
uther drnw, this one is hollow. If lhe 
globular head of the spider is twisted off 
like a bottle top. the spider opens to 
reveal a kev that unlocks the obsidian 
chest at the shrine's altar (detailed later 
in this section). 

Since Aunrae has always doubted 
TunLhalyn 's loyally, the matriarch sent 
Szordrin along to keep watch on the 
antics of the adventurous captain. 
Siorclrin is Auru·ae's secret love1· as weJI 
as her fellow priest. so she has failh in 
l11s unwavedng loyalty to her and the 
atack Widow Nation. Tanthalyn knows 
all about the priest's affair with his 
niate, and can'l stand the sight of him. 
'l'tmthalyn assigned Szo1·drin the gla· 
morless task of holding the stronghold 
unUl Tanthalyn's triumphant ,·eturn 
with Aunrae and lbe fleet. 

If the PCs capture the priest anti use 
""ESP spell lo interrogation him shout 
Tunlhalyn !or Alton; he is familim' wit.h 
his captain's alias), the word "Alast.riel" 
briefly crosses t.he drow's mind. A PC 
with navigation proficiency can make 
un ability check to 1·ecognize Alastriel 
llR a star in the Mystic Sword constella­
tion, a common navigation marker for 
thol:le traveling in Pirtelspace. 

If the priest is successfully charmed, 
he will tell the party as much as the 
01\l cares to rf'vcsl from the " Dark 
Elves in Space" 11nd the •·Black Widow 
Nation" sedioni;. He knows lhat Tun­
t.halyn has gone to Alastriel with a 
powerful magical item to summon the 
rest cif the nat1on·s fleet and will gladly 

wll tlus to the PCs. Whether or not to 
reveal information like the existence of 
t be secret armory ta.rea 7) with its ward­
ed darkboxes is up to the OM. 

Along the wall opposite the door, on a 
semicircular raised dais, rests a beauti· 
fully crafted folding screen. (ts frame is 
carved from ebony. The platinum. 
embroidered silk panels depict Lolth as 
n beautiful drow queen, rewarding 
faithful servants and punjshing faith­
ll"ss or unworthy dark elves by convert­
ing them to driders. This masterpiece of 
drow religious art would be worth 5.000 
e'P to a collector of such objects (a sage, 
or an artist, like Cosette). 

A small adamantite icon of Lolth 
stands on an obsidian chest before the 
dais. The idol radiates evil, and magical 
darkness in a 15' radius. Intact, the idol 
would bring perhaps 2,500 gp. Tf the 
idol is damaged (or purified), its value 
drops to 1.000 E.'P· 

The polished obsidian chest {itself 
worth 1,000 gpJ Ls not magically ward­
ed. but it is sealed with a masterful lock 
< -25% chance to a rogue's attempts to 
pick). Only Szordrin has the key. Inside, 
the PCs can find three adamantite 
Lubes. One contains a scroll of wizard 
spells al the 16th level of ability: en­
lrancP maneuvPrability, telt!port ( x 2), 
und disable helm. The second tube con­
tait1s a scroll of clerical spells written at 
the 14th level of ability: rat'l!e dead. cure 
rritical woun.d.v, and wind walk. The 
third tube contains a sc1·0JI inscribed 
with a protedmn from lightn111!{ spell. 

Second Level 

12. Ba ttle ments. Tanthalyn has not 
yet had time to fix the crumbling battle­
ments, and hence has sealed off all 
access to them. All doors leading from 
the castle to the battlements have been 
w1i11rd locl?Pd 19th level), As for the 
battlements themselves, the crenella· 
~ions have been breached in numerous 
places, and the wall walks are choked 
with rubble, 1·estricting movement to 
three.quarters normal speed. 

The drow of Oloth Kulggen currently 
use Lhe castle roof as their weapons 
platform. and PCs picking their way 
across the battlements have a 75% 
chance otbeing spotted by guards at 
ru·eas 18 and 19 and fired on with ballis-
1.ne and long bows. 
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13. Bare Chamber. The freshly resur· 
faced walls. 11oor. and ceiling make even 
the slightest. noises echo and reverber· 
ate t.hroughout I.his empty chamber. 
'ranthalyn has set this space aside for 
an officer's lounge, but tbe furniture 
rcurrently under construction in area 51 
has nol yet been completed. 

One door is unlocked; it leads onto a 
balcony ovel'looking the dining hall 
(area 8). The door that leads out to Lhe 
battlements has been wizard lac:k.:<i <9th 
level>. The door to ~he corridor is ulso 
unlocked. 

14. Office1·'s Quarte r s. 

This austere chamber reminds you 
more of a prison cell than t.he pri\•ale 
quarters of a drow officers that you 
suspect il actually is. Unlike that of 
n cell, this door can be bolted from 
the inside. 'I'he chamber contains a 
bed, a small table, a chair, and a 
chest. The fw·nishings are of decided· 
ly better craftsmanship than can be 
found elsewhere in the caslle, hut are 
nevertheless quite Spartan. 

The chests of the two square rooms are 
empty, while those in the two narrow 
l'OOms tcurr~n~ly inhabited by S1.0rdrin 
and DrisiniU each contain black cloth-
1 ng, scrolls of deep drow liturgical writ­
ings, and a pouch with 10-60 pp. 

15. Briefing Room. 

Incredibly austere like all of (he 
other rooms you have entered so far, 
this chambe;· is furnished wit.h only a 
Lrnstle table sunounded by six 
chairs. At the lop of the stairs, an 
oak plank covered with stra.nge black 
letlermg leans against a few of the 
chairs. 

Before be lefl, Tanthalyn uaed t his 
area as a briefing room and officer's 
dining hall. This wing of the castle was 
to be the captain's private apartments. 
but he has not yet transferred all of his 

· belongings from his quarters aboard the 
Sunless Sca,lht!r. To set a precedent 
during his departw·e. Tantbalyn has 
declared this wing of the castle off lim­
its, t.o be entered only when bringing 
food for the captain's pet phase spider, 
Bautha (a deep drow name, meaning 
"Dodger"). The phase spider (in Ethere­
ul form) is lurking in this room when 
the PCs first enter. 
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The writing on the oak plank read~ <in 
deep drowJ: Sarn.I Chiera /il cahullin 
lueth vucmti hart! A comprehend lan­
guages spell can translate this to read: 
"'Bewure! Prepare the food and retw·n 
below!" Once a week. the drow bring 
one oft.he rothe from area 21 and leave 
il t.ied to the table for the phase spider. 
If the PCs spend more than one round 
in this room, there is a cumulative 25% 
cbanco per round that the phase spider 
will attack one of them from behind. 

Bautba, runt phase spider: INT low; 
AL N; AC 7; MV 6, web 15; HD 4 +4: hp 
25; THACO 15; #Kr l; Dxng 1-6; SA 
poison (type F, save or diel; SD can 
phase in and out of Ethereal plane; SZ 
H ( 11' diameter); ML 13; XP 1 ,400; MM/ 
326-327 CSpider, Phase). 

Baut.ha was the runt of a lit.I.er of 
phase spiders belonging to Aunrue, I.he 
Matriarch of the Black Widow Nat.ion. 
Although he may be small compared to 
his bt·others and sisters, Bautha mea­
sures 11' in diameter. Because of his 
smaller size, Bautha has a Jess potent 
poison thao his larger cousins but gets a 
-4 I instead of -3) bonus to his initia· 
tive. lfhe beats the PCs' initiative roll 
by more than 4, Bautha phases out to 

22 Issue No. 45 

-

l square= 10' 

12. 

14 
Open 
to area 

111111 3 
14 

the Ethereal plane before he can be 
attacked. Bautha is smart enough to 
phase in behind opponents, thus giving 
him a +4 attack bonus (against a 
shielclless AC). He has no compunctions 
about attackil1g drow. lf wounded to 10 
bp or less, Bautha phases out to the 
Ethereal plane and doesn't return un­
less his webs and lair (a1·ea 17) are 
disturbed. 

Tantbalyn has given bis favorite pet a 
leather collar with a wrought gold me­
dallion (worth 500 gpl proclaiming the 
phase spider's name. 

Carrying a monster of thls size on a 
space voyage of any length presents one 
serious obstacle. Although spiders don't 
need to eat often, they need freshly 
killed prey when they do get. hungry. 
Tanthalyn keeps a supply of livestock 
available so that. his favorite pet doesn' t 
stru·t preying on the crew. The drow 
seem to take Tanthalyn's pet in stride 
(those from the Black Widow Nat.ion 
were brought up near a nest of phase 
spiders) and are ext.ra cru·eful to feed 
Bautha exactly on schedule. 

The only exit to this room. a door in 
the wall opposite the stairs, has been 
wizard locked (9th level}. 

16. State1·oom. If the PCs have not 
yet encountered Bautha, the phase 
spider attacks the party as soon ns they 
open the unlocked door to t.his room. 

Refer to area 14 for a description of 
this chamber. Tunthalyn used this ro(lm 
as his temporary quarters prior to his 
departure. Since all his belongings 
remain on board the man-o-war. there is 
nothing of value to be found here. 

17. Laboratory. The tower door to 
this t·oom is wizard locked (9th level), 
but the corridor door swings open easily. 

'Th.nthalyn has transfened all of his 
laborntory equipment from the Su.n.le.t;.<; 
Scather. St.ill packed in 10 wooden 
crates (about. 1 ton of cargo space aboard 
a spelljammerl marked in deep drow. 
the materials here are enough to equip 
a smaJI laboratory. Intact, they can be 
sold to an alchemist for 1,500 gp (some 
of Lhe drow glassware is exotic and 
commands a hlgher price than might be 
expected). However, all alchemical com· 
ponents and notes are still aboard lht· 
Sunless Scather. 

The ceiling of the room is thickly 
mat.Led with the webs in which the 
phase spider, Bautha, makes his home. 
Suspended in six web sacks along lhe 
ceiling is a t.otal of 7 ,256 sp, which 'Tun· 
thaJyn gave his pet to play with, and a 
collection of tothe bonei:;. 

Third Level 

18. Castle Roof. The castle roof is 
accessible by spil'al stairs leading up 
from two of the guard towers. Three 
light catapults are set up on t.he :.LoM 
t'oof, each manned by one drow wa1·· 
rior <see the Elamshin section for com· 
plete st.atislics). When firing the 
catapults, tbe drow target the PCs' ship 
with a THACO of 13. They fire on indi· 
vidual party members w1th their long 
bows if the P Cs approach too closoly for 
the catapults to be effective. 

The roof is too small to safely land a 
damselfly 01· any other vessel large1· 
than a mosquito ship. Anyone attempt· 
ing to do so will crash (see the Co11cnr­
dance <>( Arl'IIne Space, pages 65·66). 

19. Tower Tops. A medium ballisto 
has been i>et up on each of the tower 
tops. The ballistae are each manned by 
two drow wan·iors (see the Elamslii11 
section for complete statistics). The 
drow lire on any visible PCs or 



important-looking NPCs, whether they 
are aboard ship or walking around 
outside the castle. When Ii ring t.he 
ballistae, they have a THACO of 13. 

Dungeon Level 

20. Water Room. Cool water can 
always he found in the 20'-deep well at 
Lhe center of the room, thanks to a per­
manent c:reu.te water enchantment 
placed tm a stone mol'tared into its base. 
A rope and bucket sitting next to the 
well can pull up a refreshing drink for 
the ent.ire pru·ty (waler aboard ship 
develops a stale, oaky taste a few days 
out from port). 

Curious PCs will find a plain brnwn 
bottle at the bottom of tbe well. This is 
a t·ed herring, tossed in here negligently 
by one of the drow. A detect magic spell 
will reveal a well stone, not the bottle, 
to be magical. If the stone is pried loose. 
it produces 20 gallons of watel' every 24 
hours. The stone is pressure sensitive, 
so that. it stops producing if immersed in 
over l O' of water; therefore, iL can neve1· 
cause a well lo overflow. The stone can 
be sold for 2,400 gp to a ship captain 
interested in ensuring a permanent 
water supply for long journeys; it. pro· 
vides enough water for a crew of 30 and 
saves considerable cargo space. 

21. Future Ban-acks. 

This large underground vaulL ap­
pears only part.ially renovated by the 
magical processes that have trans­
formed the ruins above. The walls 
ai·e crumbling in places, but the 
rubble that once covered the floor 
has been swept inLo piltls in Lhe cor· 
ners ofthe room. 

Tantbalyn has plans Lo Lun1 this 
chamber into a barracks hall for up to 
100 drow upon his return with Aunrae 
and the fleet of the Black Widow Na­
tion. He did not have Lhe t ime before he 
left to reinforce the walls and ceiling, so 
they are especially susceptible to the 
effects of a horn of blt1.Stirig or a shout 
spell, for instance. 

22. Food Stores. 

This appears to be a store room. 
Barrels and crates have been piled 
up in one corner, and seven 10'-long 
troughs fill the Temaining available 
space. Some of the troughs are filled 
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with l"ich black loam, while others 
have been covered by towering 
growlhs of great white mushrooms. 

The crates a1·e mostly filled with drow 
iron rations C<iried fungi. very unappe· 
tizing to sur face dwellers> and the t·oom 
is currently being used to make some 
more. Manw·e from the rothe in area 23 
is added to the loam in the troughs. The 
organic waste is a primary nutrient for 
the white mushrooms Cltltivated by the 
drow. The mushrooms aJ"e an acquired 
taste but highly nutritious. and grow 
extremely quickly Ca new crop every 
three days). About t.hree quar ters of the 
mushrooms ru;e promptly consumed by 
the drow and the rothe; what remains is 
dt•ied for iron Tations. Seven barrels 
cuntain wine, to be imbibed only on 
special occasions <like Tanthalyn 5 tr i· 
umphant retw"ll with Aunrae). 

23. Roth e Room. 

The pungent stench of manure hits 
you as you enter !.his room. The 10 
shaggy herd animals housed here 
remind you vaguely of brown water 

buffalo. The animals stare at you 
with liquid, vucant eyes and go about 
their usual business of shambling 
around and softly lowing to eat'h 
other. 

These creatures are rotbe, subterranean 
herd animals tended by dwarves FLnd 
other subterranean races. They are very 
stupid and can he easily herded about 
by the PCs. if they desire (getting them 
up the stairs is much more difficull 
than getting them down). Since rothe 
are extremely rare in wildspace, they 
could be sold to an interested dwarf for 
150 gp a head. 

Alastriel 

Once the party has reached Oloth Kulg­
gen and dealt with the drow t here, one 
way or another, I.he enchanted ring 
indicates that 'T'anthalyn's t rail leads 
dfrectly from Lhe castle's docks (area lJ 
towru·d Alastriel, a bright star in the 
outer crystal shell. 

It should take the PCs about two 
weeks to reach Alastriel. and most of 
the journey is bitter cold. Five days 
from Oloth Kulggen, the breath of the 
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crew begins to mist, and 10 days from 
the drow stronghold the galley cook has 
to knock through ice to get at tbe water 
stores. During the voyage, the party can 
heal themselves, catch up on spell re· 
search, and plan strategy to deal with 
the man-o-war. Tf the PCs are aboard 
the Astral Empress, the DM has plenty 
of time to stage more escapades with 
the gnomish crew, as suggested in the 
"Crew Troubles" sidebar. 

Fourteen days after the PCs left Sky· 
port, the enchantments on Tanthalyn's 
ring ex'}>ire. At some point during the 
party's journey to Alastriel, the person 
wearing the ring feels its magic fade and 
die. For the remainder of the adventw·e, 
the party members must rely on their 
own intuition and resources to locate 
Tanthalyn and Cosette's necklace. 

Read or paraphrase the following to the 
players as the PCs approach Alastriel: 

During the past two weeks, you have 
watched blue swirling arabesques, 
inscribed on the inside of Pirtel's crys­
tal sphere, grow large1· as you ap­
proach your destination. The density of 
the glowing swirls increases as you get 
closer to Alastriel, which groundlings 
on Archin call a star. With your knowl­
edge of spelljamming in Pirtelspace, 
you recognize Alastriel for what she 
truly is, a permanent. portal leading 
into the Flow. The swirling blue runes 
on the inside of the shell mark the 
presence of t.hese portals, gujding 
space travelers to an easy exit from 
Pirtelspace. 

The journey has been frigid but 
quiet, allowing your pru·ty to recover 
from the battle at the asteroid 
stronghold. A few days ago, a few 
degrees off Alastriel, you noticed the 
birth of n small, bluish patch of light, 
a nebula, perhaps. Barely noticeable 
at first because of Alastriel's near­
blinding proximity, the nebula has 
grown in both size and intensity over 
the past three days. Curiously, this 
phenomena is not recorded on any 
star charts in your possession. You 
are certain that you have never 
heard any other spelljammers in 
Skyport describe its existence before. 

lf the PCs continue to Alastriel, they 
will find a portal leading into the Flow 
and little else. If they change com·se to 
investigate the strange, gi·owing nebu­
la, read or paraphrase the fo11owing to 
the players: 
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As you draw close1; you realize that 
the nebula is actually a spectacular 
whirlpool of blue Light, its outer tentac­
ular arms stretching perhaps a mile in 
diamete1·. The whirlpool swirls lazily 
about. a small dark vortex. 

Then you notice the man-o-war. 
There she is, hanging maybe 10,000 
yards back from the blue swirling 
spectacle. The man-o-war is painted 
nat black and traced with sun-yellow 
lines. She reminds you vaguely of a 
black hornet. 

When first sighted, the Sunless 
Scather is motionless, 16 hexes away 
from the Astral Empress. Equipped with 
a major helm, the man-o-war can go 
from full stop to an SR of 3 (maximum 
speed) in one turn. 

If the PCs were delayed more than 
one day in reaching AJastriel, read or 
paraphrase the following additional 
paragraph: 

As you draw closet·, you l'ealize that 
the wnirlpool's vortex is much la1·ger 
than you estimated from farther 
away. About 100 yards across, I.he 
vortex looks like a window into an­
other sphere, probably a gate. And it 
is growing. If men-o-war didn't have 
such large wingspans, you suspect. 
that the captain would have long 
since gone through the gate, taking 
Cosette's necklace with him. 

If the party gained information from 
inten-ogating the drow in Oloth Kulg­
gen, the PCs can infer that they are 
probably up against a drow captain 
with at. least. one or two officers. Since 
the ma.ximum crew of a man-o-war is 
60, and the PCs have probably met 30 
drow so far, they can safely bet that 
they won't be up against more than 30 
drow on board the ship. The battle 
should be tough but not impossible 
unless all 30 are encountered al once­
unlikely given the close confines of a 
ship. 

When the heroes finally do catch up to 
the man-o-war, they have three options. 
First, they can take the straightforwru·d 
approach and attack (this would be a 
rather suicidal move in the Astral Em­
press unless they have backup from 
heavily armed ships; the gnomish crew 
is likely to mutiny at the prospect). 
Another option is to sneak on board the 
Sunless Scather in magical disguise by 

approaching in the Elamshin, if the 
party captured the damselfly relatively 
intacL. Finally, the powerful sc1·0Us from 
area 11 of Olot.h Kulggen open a whole 
range of possibilities, including teleport­
ing a strike team over to the man-o-war. 

Cosette didn't hire Lhe party to kill 
the entire complement of the man·o-war 
but. rat.her enlisted their aid to recover 
her necklace. How the party solves that 
open-ended problem is the crux of the 
adventure. 'Thnthalyn and his crew are 
lethal opponents thal the PCs should 
just barely be able to vanquish if it 
comes down lo a test of arms and magic. 
The DM should read through the Sun­
less Scather's encounter key several 
times to get. a good feel for the ship, 
officers, and crew. 

Sunless S<:ather Cdrow man-o-war): 
Hull Points 60; AR 7: MC C; SR 3; Car· 
go: 30 tons; Armament: 3 medium bal· 
listae, 1 medium catapult, 1 jet.tison, 
dark shot, fire shot. 

A word of caution about ship-to-ship 
teleportation: Even if the heroes use 
magical means to scry on the man-o­
war, use the ' 'seen casually" category to 
determine t.he probability of arriving 
on-target. Since thefr destination is a 
rather thin ship, even a failed "Low" 
resul~ probably means that the party 
arrives below t.he man-o-war rather 
than in a bulkhead. Don't use a failed 
teleport roll as an excuse to kill off the 
entire party. 

The Location of Cosette's Necklace 

Not long ago (1-4 daysJ, Thnthalyn ar· 
rived and used the necklace to open a 
gate to Realmspace, where the Black 
Widow Nation currently resides. Only 
recently has the gate grown large 
enough to admit a ship, so Tanthalyn 
has sent. a flitter through the gate to 
scout ahead and detel'mine its safety. 
The scout retumed a few hours ago Lo 
relate that the gate indeed leads to 
Realmspace <he could tell by the distinc­
tive rune patterns inscribed on the 
inside of Realm.space's crystal sphere). 
At the rate lhe gate is growing, Tantha· 
lyn hopes he will be able to take the 
Swiless Scather through in two or three 
days. 

The power of the necklace has been 
expended (at least temporarily), so the 
captain is currently sloring the valu­
able item in his secret treasure room 
(area 188) aboard the Sunless Scather. 



The C1·ew 

The placement. of crew on boru:d the ship 
depends on whether the man·o-wru· has 
been called to battle stations by t.he 
watch on the castle <leek (see area I). 
Throughout the ship, drow warriors 
have been assigned nonmagical equip­
ment (except. for their helmel,s oflighl­
seein.g) because of their frequent 
exposure to Alastriel's bright light 
above decks. All drow crew members 
have roughly the same s tatistics. given 
below: 

Drow warriors (30): AL CE; AC 4; 
MV 12; F2; THACO 19; HAT l; Dmg by 
weapon lype; MR 54%; ML 14; XP 420; 
MM/112-113; chain mail, buckler, hel· 
mel of light-seeing, long sword. Spells: 
darkness, faerie fire, dancing lights 
(each usable once per day). 

Location of crew: The man-o-war has 
two states of alertness, one gong (all 
cleat) status, and two gongs (bat.tie 
stations). Tbe location of I.he 30 drow 
warriors aboard ship varies depending 
on the alert status. Refer to the man·O· 
war desc1·iption below. 

In addition to the crew, three officers 
and Captain Tantbalyn serve on boai·d 
the Sunless Sca.ther. Since the PCs' 
approach to the ship is an open-ended 
problem wit.h countless possible solu­
tions, the officers' statist.ics are given in 
this section rather than in specific areas 
of the ship. Before the final shlp-to-sbip 
encounter. the DM should establish the 
whereabouts of each officer using their 
descriptions as a guide. Some officers 
and Tanthalyn will move about the shlp 
if combat occurs, casting spells and 
fighting (if necessary) to prevent board­
ing actions. 

The junior officer on board is P t·rind 
Rrostarr, younger bl'other ofThnthalyn 
and helmsman of the Sunless Scather. 
He also serves as Tanthalyn's appren· 
tice, helping his brother with experi­
ments in the laboratory (area 18). 
Under the influence of his older broth­
er's adventw·ous behavior, Prrind's 
loyalty to the Black Widow Nation has 
begun Lo waver. Lately, Prrind has been 
entertaining thoughts of striking out 
across lhe universe on his own, free 
from obligations to his clan and heri­
tage. If caught in a desperate situation, 
he might surrender to the PCs and 
agree to serve the party temporarily if 
they let him live. 

P r rind Rrostarr: AL CE (N): AC O; 

MV 12: F5/W6; hp 26; THACO 16; # A_T 
5/2 (long sword and short sword); Dmg 
by weapon type; SD + 2 on saves vs. 
spells, 75% invisibility in dark StU" 

roundings (ch·ow cloaks and boots); S 18/ 
85 ( +2, +4), D 17. I 16: MR 62%; ML 
14; XP 3,000; chain mail +2. long 
sword + 2. short. sword + 2; Spells: see 
below. 

Because he spends all his time below 
deck, Prrind wears ch·ow armor, cloak, 
and boots; he also wields drow swords. 
He disdains the use of a buckler, prefer­
ring to fight two-handed because of his 
considerable Dexterity. In a belt pouch, 
Pnind keeps iron bands of Bila.rro, 
which he will hurl aL enemy spelt­
casters who are out of sword-reach. 

Since the man·o-war might need to 
move at any time, Prrind is always 
found in his quarters (at or near Lhe 
helm) in area 12. 

All dear; Ifsm·prised in his quarters 
while the Sun,lcss Scather is stationary, 
Prriud has the following innate spells: 
darkness, faerie fire, dancing lights, 
levitate, know alignment, detect magic 
each usable once per day). He has mem­
orized the following spells: affect normal 
fires, burning hands. magic missile, 
sleep: mirror image, stinking cloud, 
uampv·ic touch ( x 2). 

Battle Statwns: Prrind will be seated 
on the helm and have no spells. 

Da rkeyes serves as third in command 
aboard the man-o-war. Her shipboard 
responsibilities include coordinating 
damage control teams and acting as 
secondary helmsman in case anything 
happens to Prrind. If the drow know 
thaL there are intruders loose aboard 
the Sunless Scather. Darkeyes is sent to 
hunt them down and eliminate them. 

Darkeyes is the half-drow daughter of 
Aunrae (the matriarch of the Black 
Widow Nation) and an evil human 
mage named Erilath Afinstre. Early in 
her youth, Darkeyes offended her moth­
er by refusing to join the priesthood like 
aU of Aunrae's other daughters; 
Dark.eyes preferred to study necroman· 
cy like her father. Aunrae has sent her 
on this dangerous mission, hoping 
Darkeyes' time in space (coupled with 
daily theology lessons from the man-o­
war's priests) will instill new reverence 
in her for the service of Loi th. 

Dal'keyes DaJael-Afinstre (half.clrnw 
necromancer): AL NE; AC 5 or 9; MV 
12; W7; hp 27; THACO 18; #Kr l ; Dmg 
by spell or weapon type; SD stoneskirt 
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spell <blocks ld4 +3 attacks). armor 
spell; S 10, D 15, C 16, I 17. W 15, Ch 
11; MR 32%; ML 12; XP 5,000; da~ger, 
wand of negation (88 charges), potion of 
extra-healing. 

Spells (innate): darkness, faene fire. 
dancing lights (each once per day). 

Spells (memorized): affect normal fires 
( x 2), hurnin.g hands, magic missile, 
sleep; blindness, Melfs acid arrow ( x 2) 
spectral hand: lightni.ng bolt. vampiric 
touch ( X 2J; hestow curse, enervation. 
If wounded in battle for more than 15 

hp damage (the limit of her arrno,. 
spell), Darkeyes will cast a shield spell 
to protect herself and then quaff her 
potion. If she is wounded a second lime, 
to 10 hp or less, she will bestow a curse 
of stupidity (Intelligence reduced to 3 
for nine turns) on the most powerful 
spell-caster on t.he group, using a spec­
tral hand to reach the intended target. 

All Clear: Darkeyes will be in area 11, 
studying her spell books. 

Battle Stations: She can be encoun­
tered anywhere on t.he ship, at the DM's 
discl'etion. If she has no damage-control 
duties, or if intruders are aboard ship, 
she will most likely be found on the 
bridge (area 4), where she can cast 
spells at nearby ships or at i11truders on 
the foredeck. 

As first officer of the Sunless Scather. 
the drow priestess Chessintr a Luen 
takes orders from no one but Tanthalyn, 
and even then she contests his every 
decision. She was sent by Aunrae to 
keep watch on Thnthalyn, but after 
spending several months in isolation 
with the handsome captain, she has 
begun hatching plans to bind him with 
l'an liki, a drnw mating ritual. 

Chessint.ra plans on killing Aunrae 
and claiming Thnthalyn as her mate by 
rite of conquest. It would be wrong to 
say that Chessinit'a loves Tant.halyn. 
Love is an emotion rarely felt by drow. 
Rather, she covets him and has made 
her feelings known to him in many 
nuanced conversations and subtle, inti­
mate gestures of their hand language. 
Despite all her advances, Tanthalyn has 
not reciprocated. 

Cbessint ra Luen : AL CE: AC - l; 
MV 12; C9; hp 48; THACO 16; HAT l; 
Dmg by spell or weapon type; SD + 2 on 
saves vs. spells, 75% invisibility in dark 
surroundings (drow cloaks and boots); D 
17, 115, W 17, Ch 17; MR 68%; ML 14; 
XP 8,000; chain mail +3. draw ada· 
man tile mace +4. adarnantite spider 
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unholy symbol (worth 1,000 gpJ. Be 
cause Chessintra spends all of her time 
bclow deck, she wears drow armor, 
cloak, and boots. 

Spells (innate): darkness. faerh• fin'. 
dant•ing fights, levitate, know rll11J111111mt, 
<letect magic. dispel magic. :wggestinn, 
dl'tect lw, C'luiruoyance (each once per 
day). 

Spells <bestowed): bless. command. 
f'uri• l11d1t wounds< x 2), protection from 
good. ,1Jonct11ary; aid ( x 2), hnld person 
( x 2J • .r11lt>r11•e 15' radius, withdraw; be­
stow c:ur.~e. blindness, prayer, prole,·twn 
from fire; C1're serious wounds, prote<.:· 
t1on ft·om lightning; flame strike. 

(;hessinL.-a wears a cloak of nral•h ni· 
du. She will use this item to fill Lhe 
companionways and stairs with web11 1f 
it seem1:1 likely that the man-of.war will 
be boarded. On a very close pass (or 
allampl ta ram), she casts a flame stnl;e 
spell against an opposing sh.ip (never on 
board lhe Sunless Scather, since the 
mttn·o-wnr is not frre-pl·oofl. 

All Clear: Chessintra has an equal 
drnnc~ to he found on the bridge (area 4) 
or meditating in her cabin. 

Battle St11lions: Chessintra's bat.tle 
station is on the bridge (area 4). 

A charismatic Jover, poel. and spy, 
Tantbalyn is rare among drow: he 
doesn't. thnve on spreading misery and 
pain but. rather on adventut·e and ex­
citement. He has an extremely chaotic· 
neutrnl approach to life, much to the 
chagrin of his consort. Aunrae. who 
intends Lo apread the worship of Lollh 
from sphere to sphere, regardless of un.v 
races that stand in her way. Thnthalyn 
has no such lofty ambitions but. con 
tinues his allegiance Lo the Black Wid­
ow Nation for lack of any viable 
allernutive. 

Thnthal)•n's position as consort t.o 
Aum·a.e is one of status and conven· 
ience. Had he not risen so high in her 
regard, she wonld never have sent him 
on missions-he sees them as 
adventures-away from lhe stifling 
atmosphe1·e in the Black Widow Na­
tion's mm1arch ship. Thnthalyn knows 
very woll the limits of his freedom . ln 
magic1tl disguise on spying missio11s, he 
has indulged in countless affairs <Coset­
te is far from being the first >. He is, 
however, not fool enough t.o je<1pardize 
bis ~tanding with Aunrae by encourng­
ing his firsl officer's romantic advances. 

'I'clnthalyn Rrostarr (drow captuin): 
AL CN; AC 1 or -3; MV 12; F8/W9: hp 
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54; THACO 13 (base), 8 twith long 
sword), 11 (with hand crossbow, see 
below); #.Kr 3/2; Dmg by spell or weapon 
type; SD + 2 on saves vs. spells; S 17 
f+l, +1), D 18, C 15, l 17, W 10, Ch 18; 
MR 68%; ML 14; XP 11.000: chain mail, 
hand crossbow, 10 bolts. drow buckler 
+3, drow long sword +4. 

Spells (innate): darkness, faerie fire, 
dancing lights, leuitot(', know alignment, 
detect magic (each once per day~. 

Spells {mem01·izedl: riffect normal fires, 
grease, magic: missile< x 2): inui.sibility, 
mirror image, web; blu11l, fireball, light­
ning bolt; dimension dom; ir.e storm; 
cone of cold. 

Below deck, 'Thn~hnlyn typically car­
ries a drow buckler and sword awaI"ded 
him by Aunrae. He leaves these items 
on t.he bridge <are8 4 ) if he ventw·es out 
to repel a boarding attempt with spells. 
He always carries two polions of exlra­
healing. 

Thnthalyn wears a hat of disguise, 
which bas allowed hun to slip easily 
into humanoid societies on spying mis­
sions. His most common disguises in­
clude Alton, a dashing elven lumber 
merchant (this is his favorite, the one 
he employed during his liaison wjth 
Cosette); 'lbglios, a hrawny human mer­
cenary; and Chip, a disheveled human 
child (when he wants t.o make a play for 
sympathy). 

On one of his many adventures, Tun· 
thalyn gained a ring of human influ· 
enc:e. The ring's magic and his own 
natw·al talent foi· poetry have helped 
Tanthalyn earn a notorious reputation 
as an irresistible lover {in his various 
magical disguises) iu many spaceports. 

Around his neck, Tanthalyn wears a 
necklace bearing an adamantite spider 
inscribed with a rune. The spider 
strongly radiates alteration magic. If a 
read magic spell is employed, the rune 
can be deciphe1·ed to mean "Unweave." 
If lhe rune is pronounced. the figurine 
transforms into n small spell book. The 
inside cover of the book bears a11other 
magical n.u1e: "Weave!' When this word 
is spoken, the book becomes a spider 
again. While the book is in spider form, 
it gains all the saving I.brow bonuses of 
adamantjte {save vs. all attack forms as 
hard metal, with a +4 bonus). The spell 
book is completely full . It contains all of 
the spells Tant.hslyn has memorized 
plus: detect magic, ldentify, read magie, 
sleep. spider di111b. w12ard lock; invisi­
bility 10' radius; duirm mons«!r. /jre 
trap: wall of stone. 

Tanthalyn is a crafty opponent, but he 
1s most intent on saving his own l ife­
that sentimental notion about going 
down with one's ship is a load of bunk. 
as far as he i.s concerned. If encountered 
alone, he wi ll use his ring to charm 
party members. Tanthalyn then en · 
treats the L·harmed PCs to defend him 
while he goes for help. If badly wound· 
eel, he will use his potions of exira­
healing. If he is out-classed. he will cast 
a d1111N1:mm door spell to retreat to area 
18. where be will prepare h.is last 111.and. 

All Clear: Thnthalyn will be in area 8, 
either writing in his log or composing 
poetry. 

Rattli· St(ltion.s: When battle l'ages, 
'l'nnUrnlyn can be anywhere on the ship. 
rtt t.he DM's discretion. If his ~hip has 
not been boarded, he remains on rhe 
bridge (area 4). 

The Sunless Scather 

Castle Deck 

1. Flight Deck. This is a crowded 
place. A vt>ice tube to the bridge (area 4) 

und ~' large gong are attached to lhe 
wall at t.he fore of the flil:{hl deck. Once 
an unidentified ship is sighted, a mem· 
ber of the watch informs the bridge and 
hits the gong once to notify lht: rest of 
the Cl'e\\ . If the ship appears hoslile 
(We:ipons loaded and ready, for in· 
stance I, the gong is struck again. This 
second gong is a call to battle stations. 

If the approaching ship does not ap· 
peal' hostile Cifthe party is using t.ht• 
captuted Elam shin), the gong is struck 
only once, signifying all clear stat.us. 
SooD afterward, the watch sends 011t a 
llltter manned by a single (unarmed) 
tlrnw to guide the ship to moorini: d111 

tance When not in use. the Oitter is 
secu1·ed lot.be aft of the flight deck. 'fhe 
tlitler is powered by nonmagical t•n 
gines and has a SR of L 

Flitter: Hull Points I: AR 8: MC B: 
SR l ; Cargo: 1 ton; Saves As Ceramic; 
Armament: none. 

'!'here is a docking apparatus on lht• 
wing lhat is starboard of the nighL deck. 
If the PCs approach in the captured 
drow damselfly, they are est:orted to the 
docking harness by the 11ittcr. Two or 
tlwee drow wa1Tio1·s throw oul mool'inq 
lim•s and attempt to lash the damself1y 
to the wing. How close the party can 
approach depends on the PCs' disguises 
and acting ability. If the part.y can use 
magi<' tn impersonate drow <after 1wf{. 
polymorplung. etc.l, lhey are wordlessly 



escorted to area 8 to brief the captain in 
his chambel·. 

A large ballista bas been mounted in 
the center of the flight deck. While it 
impedes movement. on deck, it adds con­
siderably to the ship's firepower. Tuntha· 
lyn feels the cramped deck conditions are 
~01~ it. The ballista's range of fire is 
liIDlted, however. to a 180° arc to the aft. 
of the ship because of the obstructing 
catapult tw·~et (area 2) and wings. Ballis· 
La crews typically target leader types on 
the decks of enemy shlps ('Tunthalyn 
prefers not to damage ships too much if 
he can help it). If no PCs or important 
NPCs are visible on deck, the ballista 
crew will target anyone operating enemy 
weapon emplacements. 

Regardless of alert status nine drow 
warriors always st.and watc'h on deck. If 
the ship is on all clear status, two drow 
stand watch while the rest perform 
~ypical ship maintenance duties: wash­
ing and polishing everything in sight, 
splicing spiderweb rope. etc. Once battle 
stations are sounded, the drow stay on 
deck to maneuver wings and rigging 
put out fires, and shoot at PCs aboard 
nearby ships with the heavy ballista 
(THACO 16, Dmg 3-30). 

2. Tun·et. This turret contains a medi­
um catapult + 1, a voice tube leading to 
the bridge (area 4), and two unlocked 
trunks. The first contains 12 rocks, while 
the second contains eight canisters of 
mage. shot, different types of magical shot 
used 1 n catapults or jettiso;ns. 

'l'wo canisters are red and contain oil 
O/'impac:t. These munitions are used 
only when the man-o-war is up against 
more than one sbip at a ~ime, more to 
even the odds than anything else. Thn­
thalyn likes to capture ships (and their 
treasures) intact for addition to the 
nation's fleet. 
~ix black canisters contain oil of mid· 

mght darkness, a magical oil related to 
essence of darkness (see The Complete 
Thiefs Handbonk. page 104J. This form 
?f mage shot shatters on impact (caus­
in.g 1.4 hp damage to creatures standing 
w1thm 5., but.n? hull damage), spraying 
the magical 011 ma 15' radius. All cov­
ered sw·faces (and creatw·es) will radi­
ate magical darkness in a 15' radius for 
2-5 turns. 

All Clear: This station is unmanned. 
Battle Stations: The catapult is operat­

ed by three dt·ow waniors CAC O be­
cause of the tunet. THACO 13 with 
catapult) who will normally target the 

PCs' ship ~i~h dark shot before using 
regular nnssiles. If the PCs have more 
than one ship, the bridge orde1·s fire 
shot used against one of them. The 
bridge crew below can turn the turret, to 
fire in any direction (see area 4). 

B a ttle Deck 

3. F oredeck . This area is almost as 
crowded as the flight deck. since it is 
fitted with a light jettison.. Small nets 
lashed beneath the gunwales and se­
curely shut witb drawstrings contain 
rope and grapples for boarding at­
tempts. Near the bow, a small hatch 
l~ads down to the weapons pit (area 10). 
Six rounds of ammunition for the jetti­
son are stored in a large trunk located 
in front of the hatch. 

The aft portion of the deck ends in a 
sloping, domed wall m.ade of tinted 
glassteel. Anyone on the bridge (area 4) 
can clearly see events on the foredeck 
through the tinted glassteel wall. The 
window appears to be a domed black 
metal surface from tbe foredeck. A voice 
t ube near the aft starboard railing con­
veys orders from the bridge. 

All boarding actions after ramming 
are attempted from this deck. If the 
~oarding at~empt goes badly, an officer 
from the bridge can easily even the odds 
with a lightning boll or two from behind 
the tinted glassteel wall. 

All Clear: This st.ation is unmanned. 
Battle Stations: The jettison is operat· 

ed by three d row warriors (THACO 13 
with jettison, Dmg 1-6). Because of the 
!nt~rposing catapult and wings, the 
Jettison can fire on ships only in the 
forward 180° field. 

~o illumination of any kind lights the 
ship below decks, and the only windows 
are the tittled glassteel window on the 
bridge and the retractable dome eyes on 
the weapons deck (area 10). All inter iors 
are covered with flat black paint that 
absorbs light, reducing the area of effect 
of light sources by one half. 

4. Br idge. All battle and maneuver­
ing orders are given from this room. 
Four drow can pusb a turnstile in the 
middle of the room to turn the turret 
(area 2) above. Voice tubes run from the 
bridge to all major weapon emplace­
ments (areas 1, 2, 3, 10, and 16) and to 
the helm (area 12). The large tinted 
glassteel window gives a clear view of 
the front of the ship. 
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All Clear: 'I\vo drow wruTiors stay 
here to convey messages and to stand 
watch. There is a 50% chance of finding 
Chessintra here. 

Battle Stations: Six drow wru·riors stay 
here to run messages and operate the 
catapult turret. There is a 100% chance 
of finding Chessintra here. Dar key es 
and Tanthalyn will probably (75% 
chance each) be here as well. 

5. Armory. This small closet contains 
extra am.munition for the ballista and 
catapult on the flight deck. 

6. Storage. Ropes, grapples, and 
spare parts al'e stored here for the flit­
ter on the flight deck. 

7. Chessintra's Cabin. The door to 
tbfa room is unlocked but clearly pro· 
tected by a sacred glyph (refer to the 
description of the warded door in " Oloth 
~ulggen" section, area 11 ). The glyph 
discharges whenever anyone but a 
priest or priestess of Loi th t ries to pass 
through the portal into Chessintra's 
cabin. When activated, the glyph in· 
vok_es a hold monster spell on the tr ig· 
genng creatw-e only. A saving throw is 
allowed at a -3 penalty. If the throw is 
failed, the victim is held for seven 
rounds. If the throw is successful. the 
victim is slowed for one round. This 
glyph takes three rounds to recharge 
before it can be triggered again. During 
these three rounds, the priestess's cabin 
can be entered safely. 

Like most priestesses of Lolth, Ches­
sint ra has very Spartan livmg quarters~ 
a table. with liturgical writings strewn 
across it, a bed, a chair, and a chesl 
containing some provocative weblike 
undergarments. Beneath the clothes is 
a locked steel coffer.containing 187 pp, 
two moon~tone earrmgs worth 500 gp 
for the pau-, and two pouches containing 
gem dust (useil by Chessintra to en· 
chant sacred glyphs). 

A small shrine to the spider deitv has 
been built into one corner of the r~om. 
The black granite idol of Lolth has been 
cru·ried directly from the Underdark of 
Turi!, and its radiations can restore the 
effect of drow armor, weapons, and 
clothing within a 100' radius. The idol 
fills the room with a malignant mauve 
glow and strongly radiates evil. 

All Clear: 50% chance to find Chessin· 
tra here, meditating in front of the idol. 

Battle Stations: Unoccupied_ 
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The Sunless Scather 
Man-o-War (Drow Modified) 
1 square=5' 

Castle Deck 

o ~ ( ffl<1 •I Battle Deck 

8. Tanthalyn's Cabin. The door to 
this room is wizard locked (9th level). 

Unlike most drow apartments you 
have seen, these are posh and well 
appointed. Star charts cover the 
starboard wall, and a beautifully 
crafted writing desk stands near the 
door. Two large, transparent display 
cases have been set into the forward 
wall One case contains breathtaking 
pieces of art, while the other holds 
interesting weapons and a shield. A 
large bed a:nd two end tables fill the 
port half of the chamber. 
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Main Deck 

Side View 

The star charts are written in deep 
drow and detail the projected positions 
of the Black Widow Nation's fleet hi 
Realmspace for the next few months. 
These would be extremely valuable to 
the elven navy, which would purchase 
the charts for 5,000 gp once their origi­
nality was authenticated. 

The desk contains vellum, ink, and 
writing papers along with the ship's log. 
The latter details the course of the Sun­
less Scather since her departure from 
Realmspace and is written in deep 
drow. The details of the ship's wildspace 
encounters are left to the DM. The log 

and encounters are good places to drop 
hints for future adventures or informa­
tion from the "For the OM" section. 

The desk's lower drawer is wizard 
locked (9th level). Inside are packets of 
scented love letters and scrolls of Tan. 
tbalyn's deep drow poetry. The letters 
lie on top of three silk handkerchiefs 
(worth 50 gp each) and a small coffer 
containing sample fragrances from his 
most memorable lovers: 17 crystal vials 
of perfume (worth 100400 gp each). 
'Tunthalyn also keeps a philtre of loue 
and a philtre of persuasiveness in the 
drawer for especially difficult (and de­
sirable) conquests. 

The aft wall is covered by two huge 
glassteel display cases, containing trea­
sures from Tanthalyn's various roman­
tic and military exploits. The cases are 
wizard locked (9th level). 

The firsL case contains a masterful 
portrait of a beautiful huma:n woman in 
her early twenties. The inlaid gold 
frame bears the name "Emelia." Eme­
lia, a noblewoman from Waterdeep, was 
Tunthalyn's first conquest as the spy­
lover of the Black Widow Nation. The 
picture and frame together are worth 
over 2,000 gp. The same case contains a 
black lace garter with a diamond pen­
dant from the Duchess of Nemours 
(worth 2,500 gp) and a mauve silk robe 
stitched with platinum thread, last 
worn by Lady Anne de 'Ibrquenay 
(worth 900 gp). A large vacant space in 
lhe case could accommodate Cosette's 
necklace, but the necklace is not to be 
found here. 

The second case displays the weapons 
and armor ofTanthalyn's most memora­
ble opponents, including a dagger of 
venom +3 ofdrow manufacture, with a 
spider worked into the pommel. taken 
from Aunrae's former consort; a large 
shield + 1 taken from a paladin; a kuo­
toan mithril garrotte; and a golden 
scimitar (worth 250 gp). 

By far the most valuable item in the 
second case is a gemsword named 
Blitzbrand, taken from the man-o-war's 
former captain. Since the blade is neu­
tral good (Intelligence 14, Ego 12), it 
would never allow 'fanthatyn to touch 
it. Because the blue-steel blade is beau­
tiful, Tantha1yn decided lo mount it in 
his collection. The blade has two sap­
phires embedded in its hilt. Each gem 
contains two 7-HD lightning bolts. The 
sword can be recharged to hold three 
lightning bolts in each gem. bul that 
requires consultation with a sage and 



could involve another adventw·e. The 
blade speaks elvish and Common and 
can detect magic and evil in a 10' radius. 

.4./l Clear: 100% chance of finding 
TanthaJyn here, writing in his log. 

Battle Stations: Empty. 

9. Companionway. This narrow pas­
sage is used to ti·ansfer equipment from 
the storage lockers to the flight deck. 

All Clear: Uninhabited, but a 25% 
chance per turn of encountering four 
drow warriors going to the flight deck. 

Batlle Stations: Two ckow warriors al'e 
on station here to deliver munitions and 
firefighting equipmen t to the decks 
above and below. 

Main Deck 

10. Weapon's Pit and Barrncks. 
This area is large enough to house 20 
cl.row, with room left over for two medi­
um ballistae behind reti·actable trans­
parent dome eyes. A barrel containing a 
dozen javelinlike projectiles stands 
beside each ballista. Near Lhe door, a 
voice tube leads up to the bridge (area 4) 
The hatch near the bow leads up to the 
foredeck {area 3). 

ALI Clear: Seven draw are lounging 
around the bunks. The domes are closed 
and the bal!istae are not loaded. 

Batile Stations: The domes are open. 
The ballistae are operated by four drow 
(AC 0 because of the enclosed deck. 
THACO 13 with ballista, Dmg 3-18}, 
who fll'e on PCs and important-looking 
NPCs on board enemy ships. 

11. Darkeyes' Quartet's. 

Someone with a bad sense of style 
has decided to decorate this room 
with black velvet and taffeta. The 
velvet hangs in drapes along the 
walls, while a hideous taffeta canopy 
broods over the small bed. Four ped­
estals, at the comers of the room, 
hold four !lkulls, each with a black 
candle stuck on top of it. A desk 
strewn with papers stands against 
the forward wall; the small shelf 
above il is packed with at least a 
dozen thin tomes. 

The books are all standard texts that 
could be used to research necromantic 
spells of first or second level. These slim 
volumes could be sold to an interested 
mage for 2.000 gp total. The notes on 
t.he desk contain the recipe fo1· a potion 
of undead control. In a secret drawel' of 

the desk, Darke.yes bas hidden a pouch 
containing 58 gp and five opals worth 
100 gp each. 

On a shelf near her bed (hidden by the 
velvet drapes), Darkeyes keeps a potion of 
spectre control and her spell book, which 
contains the spells she has memorized 
plus: arm01; detect magic, read magic: 
scare; dispel magic; stcneskin. There is 
nothing else here to interest the PCs, 
unless they collect tacky furnishings. 

All Clear: 100% chance of finding 
Darkeyes here, poring over the notes on 
her desk. 

Battle Stations: Uninhabited. 

12. Helm. After a call to battle sta­
tions has been issued, the door to this 
room is barred from the inside. 

The ship's major helm is located here, 
in the helmsman's spartan quarters. 
The helm is backed up against the aft 
wall; a bed and chest sit against the 
forward wall. A voice tube by the door 
leads up to the bridge (area 4). 

The chest is locked (the key is bjdden 
unde1• the seat cushion of the helm) and 
contains some clothing, a drow dagger 
+2, and Prrind Rrostarr's spell book, 
which contains affect normal fires, ar· 
mor, burning hands, charm person, 
detect magic, identify, magic missile, 
read magic, sleep; mirror image, stink­
ing cloud, web; fireball, uampiric touch. 

All Clear: 100% chance of finding 
Prrind here. 

Battle Stations: 100% chance of find­
ing Pl-rind here. along with two drow 
warriors. If anything goes wrong at the 
helm during combat (like spelljanuner 
shock), the warriors go to fetch Darkey­
es, the secondary helmsman. It takes 
one combat turn to install her as the 
new helmsman, if the helm has not 
been magically disabled. 

13. Galley. Food for the crew is pre­
pared here. When the ship is not on 
alert, four drow warriors can be found 
here, engaged in kitchen duties or eat­
ing the same smelly mushroom stew 
encountered in the kitchens of Oloth 
Kulggen. During a caJI to battle sta­
tions, the galley is deserted. 

14. Crew Berths. Up to 40 drow can 
sleep in these two Spartan chambers 
(when the Sunless Scather bas a full 
complement), but now only eight ckow 
warriors share the space. Dmlng a call to 
battle stations, the berths are deserted. 
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15. Companionway. Anyone search­
ing the walls of this nanow passage 
have normal chances of detecting a 
secret door in the port wall, opposite the 
entrance to the hold (area 17). 

16. Jettison. A medjumjettison has 
been set up in the tail of the Sunless 
Scather. A chest beside the jettison 
contains six rounds of ammunition, and 
a voice tube near the companionway 
leads to the bridge.. 

All Clear: The tail hatch is closed. and 
the stat.ion is not manned. . 

Battle Stations: The tail hatch is open, 
and the jettison is manned by three 
drow warriors (THACO 14, Dmg 2-12). 

17. Storage. This area contains lum· 
ber for cooking fires, 18 large barrels of 
water, 10 casks of light-absorbing t1at 
black paint (enough to cover a large 
ship), crates of iron rations, and 12 
troughs for cultivating the large white 
mushrooms that are a staple of space­
faring drow cuisine. The hold smells 
rather foul because of the two rot he 
penned in one corner (their manure 
provides compost for the mushrooms). 

This storage area does not take up the 
ent-ire bold of the man·o-war, but there 
are no apparent entrances to the other 
section, 

18. Secret Lab. 

The secret door from the companion· 
way leads into a room with a curved 
waJJ and sloped ceiling, Empty book­
shelves line the forward wall, and 
two bare worktables stand in the 
center of the room. Four large wood­
en boxes stand beside the door. 

One wooden box contains enough 
basic material components to stock a 
small laboratory (all of the laboratory 
equipment has already been moved out 
to area 17 in Oloth Kulggen). Further­
more, at the bottom of the box. the PCs 
can discover enough bottled troll blood 
to make 10 potions of extra-healing. 

The three remaining boxes contain lab 
notes that describe how to make the two 
kinds of mage shot found in area 2 and 
how to make potions of extra-healing. 
They also contain enough tomes to round 
out a library for researching spells up to 
fifth level. The box with material compo­
nents can be sold to an alchemist for 
1,000 gp; the tomes and lab notes could 
fetch 5,000 gp from a mage interested in 
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spell research. 
Secret doors are bidden in lhe fore 

and aft bulkheads of the chamber. 

l SA. Escape Launch. 

The space beyond the secret door in 
the an bulkhead reveaJs a small 
Oilter. its hinged wings folded back 
so I~ could be squished into the nar· 
row confines of this cell. The flitter is 
crouched on a curious cat.apultlike 
ch-vice. You notice also that the outer 
hull here has a horizontal seam and 
two sets of hinges along its top and 
bot.tom. Standing at the secret door, 
you cannot see what is inside the 
Oilier 01· behind it. 

The secret door is fitted with a spy 
hole and a voice tube leading from the 
desel'led laboratory. 

The Oitter obscures two levers from 
view. One lever is clearly attached to 
the exterior hull, and opens a wide 
emergency hatch. large enough for the 
collapsed llitter to fit th1·ough. The 
second lever is attached to a catapult 
underneath the flitter, If this lever is 
pulled, I.he collapsed flitter is launched 
Lh1·ee hexes away from the man·o·war. 
The catapult works only while the outer 
cioors are open, a safety featuni de· 
signed by the Arcane, who don't install 
shnddy workmanship fa their cus· 
tome1'1>' ships. 

The t1itLe1· itself is fitted with a minor 
helm. A chest in the tiny storage space 
is unlocked and contains a month's 
supply of water and irnn rations for one 
person. The chest also contains a scroll 
inscribed with seven spells, al l at 9th 
level: uwu;ib1,lity 10' radius, lightning 
boll ( >< 2), magic: missile ( >< 2), mirror­
unagt>. dimension door. 

IfTttnlhalyn is badly wounded in his 
encounters with the PCs and bas used up 
all of his potions. he will use his dimen­
sion door spel1 to come hern to prepare his 
last stand. He recovers the SCl'Oll from lhe 
fljtter and waits fol' the PCs to find Lbe 
secret lab. The secret door's spy hole and 
the voice t.ube give him ample warning of 
impending discovery and also provide him 
with a clear line of sight to the laboratory 
entrance. 

ln lhe meantime. Ta.nthalyn hides in 
the nitter and memorizes spells from 
his spell book (this requires 21-30 min· 
utea pe1· spell level>, choosing offensive 
spells over defensive ones. When the• 
PCs enter the room. he fills area 18 

30 Issue No. 45 

with two lightning bolts from the scroll. 
Since lighlning boll is a ranged spell, it 
can be cast while the secret door is 
closed as long as Tanthalyn still has a 
clear line of sight lb.rough the spy hole. 
If the bolts don't wipe out the party, he 
casts a mirror image spell from the 
scroll, opens the secret door, and uses 
the magic missiles from the scroll, plus 
any spells he memorized while waiting. 
If the party still appears strong tor if 

Thnthalyn is wounded further), be hops 
into the flitter, reaches out to pull the 
two levers, and escapes into wildspace. 
Before seating Mmself on the helm, he 
casts the invisibility JO' radius on him· 
self from the scroll. 'rhen, shrouded by 
inuisibilit_v. he attempts to make good 
his escape, abandoning the man-0-war 
and tbe necklace to the PCs. The flitter 
bas maneuverah1lity class E until il:S 
wings are unfurled. 

18B. Treasure Room. As soon as the 
forward secret door is opened, a raven­
ous troll leaps out and attacks, gaining 
a +2 bonus to surprise and initiative 
because of his ravening hunger and 
ferocity. He breaks the chain confining 
him to the closet and at.tacks the party 
singlemindedly until slain. 

Bloodletter, charmecJ trt1Jl: INT low; 
AL CE; AC 4; MV 12: HD 6 + 6; hp 46; 
THACO 13; //AT 3; Dmg ld4+4/ld4 +41 
1d8+4: SA can attack multiple oppo­
nents; SD regeneration; 1v1L 14: XP 
1,400; MM/349. 

This unfortu11ate creatw·e has been 
chained to the wall by 'Ihnthalyn for 
longer than iL can remember. Since il is 
charmed, it respects and admil·es the 
dark elven mage, even I.hough Tantha­
lyn perioclically drain~ it of blood to 
make his potions of exlra·healing. Blood­
letter is sick and tired of eating mush· 
rooms and will leap at the chance to 
munch on tasty PCs. 

The secret room it.self smells like a 
sweaty troll. On the flooti the PCs can find 
a darkbox. It is unlocked but warded by a 
modified drow way-market' rune, detailed 
in area 7. This invisible rune is inscribed 
on the inside of the trunk lid Wld will be 
activated if a nondt·ow opens the trunk. 
When the rune is triggered, it discharges a 
lightning boll at the nearest living non­
drow within 20' of the darkbw:. inflicting 
8d6 hp damage (save for hall. The rune 
takes three r'Ounds ~ 1-echal-ge. during 
which time the trunk contents can be 
dumped out and examined. The trunk 
contains 200 pp, 2,874 gp. and a small 

chest containing five gems worth 500 gp 
each, Lwo sets of drow cloak and boob•, one 
suit of drow chain mail +3, and the object 
oft he PCs' quest, Cosette's necklace. 

The darkbo.-r prevents the PCs from 
locating the necklace in the ship by 
magical means. Spells like cfrl<•d magic 
and locate object cannot pierce the ward 
ing enchantments on the dorldm.T. 
Spells like augury and divination, how­
ever, should provide clues to tht! neck· 
lace's whereabouts. 

Returning Cosette's Necklace 

Once the PCs have the necklace, I.hey 
must journey back to Skypo1t to return 
it to Cor.ielte. When the heroes arrive at 
Skyporl. Cosette greets them at the 
docks, tipped off to their arrival by 
friends in Skyport's navy. Read or para· 
phrase the following to the players: 

Cosette is even more stunning than 
before, a treat fo1· eyes that have 
seen nothing but stars and bloodshed 
for many days. Her garments are 
shining with a dark green magical 
light that matches lier hair. 

"It's so good of you to come back. I 
knew you were more polite than 
most. D.id you find my necklace?" 

lf the PCs have not retrieved her 
necklace. Cosette has a fit, berating the 
PCs in several languages. Her helots 
and lnkshu glower at the party. Jfthe 
PCs dare to remain in her presence 
without uttering abject apologies, Coset· 
le tells them what she thinks of their 
repulation. She demands to know where 
they lost the trail. then asks them lo 
leave. She immediately goes Lo hfrl• 
more competent adventurers. 

If the PCs hand ove1· Cosette's neck· 
lace, read the following: 

Cosette beams. lt isn't clear whethe1· 
she is happier to see you or lhe neck· 
lace, but she motions you closer, 
eager to hear more of your news. 

"Come, we must speak logethcr," 
says Cosette. "I'll introduce you to 
the city notables this evening. Yo11 
must tell me wbat happened to Al· 
ton: was it. a poetic death?" 

Cosette ism a remarkably generous 
and expansive mood. She gives the 
party a whirlwind tour ofSkyport's 
finest restaw·ants and sights. and sends 
some of her servitors to fetch the heroes' 
rewards. She fends off any request to 



visit bet· house, saying that it. is being 
prepared for the reception that evening 

For their outstanding service, Cost!lte 
presents each PC with 2,500 gp and 
gives the plat.in um replica of her neck­
lace lwort.b 3,000 gpl lo lhe party as a 
lrinket to remember her by. When her 
servants return, Cosette aiso lets the 
adventurers choose from among the 
following items in he1· collect.ion lone 
item per PC): a wh1wl ltwh p1.~tol + 1 
that never misfires: boot8 of st,.idi11g 
and springing; elue11 chain muU + 1 
sized for a human; a nng of' limited 
wishes (with two Wtl'he.'> remaining); a 
pair of glasses of reading magic: and 
comprehending languages; and a paint­
ing set with fo\1r pots of Nofzur's mar· 
velow; pigments. 

That. evening, Cosette th1·C1ws a pa1·ty 
in their honor, inviting all lhe city's 
high society for introduction to I.he PCs. 
The reputation of the PCs will soar, and 
they will undoubtedly he approached by 
more than one noble patron with other 
small "en-ands" for them lo perforn\. In 
addition, the Admiral ofSkyporf's navy 
will want to discuss the threat of an 
impending drow invasion with the PCs, 
perhaps seeking to enlist. them to scout. 
out the Black Widow Nation's ope1·a· 
tions in Realmspace. 

Concluding the Adventure 
The vortex near Pirtetspace's crystal 
shell leads lo a spot. 100 miles inside 
Realmspace's crystal shell. The vorLex 
will continue to grow for f'ive more days 
lwhen it will be sevel'al hundred yards 
across) and then coll apse anc1 disappear 
over the course of the next week. 

Some PCs, tempted by the necklace's 
power and value, mighL be tempted to Oy 
thrnugh the vortex to Realmspace and 
"forget" to return the necklace to its 
rightfuJ owner. 1f t.his occtu·s, Cosette will 
b.fre another group of adventurers and 
bounty hunters Cas nasty as the OM cares 
to make them) lo hunt down and retrieve 
the reigar's prope1·ty and kill as many of 
the PCs as possible. Cosette doesn't really 
care if the PCs aU die, only that they 
learn not to cross a reigar. 

Unless the PCs have wiped out the 
crew of the Sunles1> Stalhl!r and slain 
Tanthalyn, the pal'ty mjght. meet up 
with vengeful spacefru·ing drow in the 
futw·e. If the dark elf sw·vives, Tantha­
lyn could make a powerful long-term 
enemy of the PCs, especiaJly after he 
makes his way back to Aunrae. Depend· 

ing on t he DM's desires, Aunrae could 
either send Tanthalyn back to Skyporl 
to avenge the honor of lhe nation, or 
decide to cut her losses and start inves­
t igating other spheres for exp ansion. 
If a PC wants to keep the Astral Em­

press, Cosett.e wi11 agree to sell her (as 
is. helm and gnomish crew included I for 
the bargain price of 10.000 gp. Alterna• 
t.ively, Cosette will gamble for the ship, 
but p1aying cards with a r eigar is some­
thing to avoid <Cosette has a gambling 
proficiency of 18). The terms for this 
wage1· a re left up to the DM. For in­
stance. Cosette might insist that the 
party perform another errand for her if 
they lose the wager. 
If the DM wants to make spacefaring 

drow a permanent fixture of the cam­
paign, many adventures can be de­
signed around the premise of the Black 
Widow Nation struggling to gain a 
foothold in neighboring crystal spheres. 
When the party is strong enough. they 
may even lead an assault against. 
Aunrae and the Black Widow Nation's 
fleet. in Realmspace. These adventures 
are 1eft to the DM: they fall beyond the 
scope of this module. 

For more information about drnw m 
space. and for an example of a dl·ow­
outfitted elven monarch-class armada 
that cou1d serve as Aunrae's command 
ship, see SJA2 Skulls and Crossbows. 
For more information on drow runes, 
magical items, and spells. refer to FOR2 
Drow of the Und~rdark. 

Introducing so much drnw equipment. 
into a campaign can unbalance play. 
However~ the PCs shouldn't know t.hat. 
the drow equipment's quasi·maglcul 
powers a re linked to the darkboxf!t>. By 
the time they figw·e this out, any drow 
equipment and poison nol properly 
stored will have become useless. Al · 
though some players might know 
enough to shield drow equipmenl from 
the sun, that does not mean I.hat the 
PCs know as much! If desired. a judi­
cious DM can divest the PCs of all but a 
little drow equipment by means of suit· 
able "accidents .. involving ~unlight 
during the months following their ad­
ventw·e with the dark elves. 

Provided the party purges Oloth Kulg­
geo of all drow, the asteroid su·onghold 
could become an excellent secret base for 
the PCs. Excel1ent, perhaps, \lntil the 
d.row (or some other nasty spacefarers like 
the neogi) seek to reclaim it. n 

AN ARTIST'S ERRAND 

CAUTION: 
HAZARDOUS 

WAIST. 

Excess fat increases 
your chances of high 
blood pressure and 
diabetes. Which increase 
your risk of heart 
disease. Good reasons 
to start a waist disposal 
program today. 

You can help prevent 
heart disease and stroke. 
We can tell you how. 
Call 1-800-AHA-USAl. 

American Heart A 
Association V 

This 5pace proylde(i as a publle seivloe 
.t1993, Amencan Heart Asseciatlon 
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Some bargains are too good 
to pass up. 

BY JOHN BAICHTAL 

Ar1work by Ken Kosowlcz 

"All Things Nice" 1s an AD&Dt;: Side'l'rek adventure for a party of 4-6 player 
characters of levels 2-4 (about 15 total levels). This module is set in the Forgott.en 
Realms, but. it cau be placed anywhere along a trade road in the DM's campaig-n. 

Player's Background 

l t is summer on the vast plains between the cities of the Sword Coast, and ror a 
week you have braved the heat and Lhe !lies. to say nothing of lhe goblins, in 
search of advent.urn. You arrive al a c1·ossroad al the same time as a pair of 
wagons, each pulled by fow· draft horses. You pause to eye your fellow lravelers. 
A.s I.hey approach, you can see there are two people on the seat of each wagon. 

A woman on I.he first wagon waves cheerfully at you as she brings I.he creaking 
vehicle to a stop. Other than her whip, she seems to be unarmed, perhaps a 
mercl1anL Tu her l'ight .sits a weasel-faced man with a sajlor's queue. From this 
angle, you see a naked broad sword strapped Lo his back. The second wagon is 
driven by an elf, accompanied by a man with a red cylindrical hat and black 
waxed moustache. The foursome wipe lravel sweat from their brows weanly, 
climb down from the wagons, and slart malcing camp. 
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ALL. 
The woman takes the opport.unjty 

lO swagger ovet; leaving lhe heavy 
work lo her associates. She appears 
to be m her late thlrties, and strands 
of silver have already begun lo show 
in her deep brown hair. Her face is 
tanned, and she seems rather t.hin, 
though you can't tell for sure because 
she wears a travel-stained smock 
t:hat conceals her frame. Her dt•iving 
whip, which you can now see has a 
silver handle, is slung on one nip. 
Wom and patched breeches and tall 
boots complete the picture. 

"Greetings. fellow travelers!" the 
woman says. " I am Leishan. a mer· 
chant. out ofTrihoar, with a shipment 
of rare valuables and unusual arma­
ments that might appeal to you. The 
sun is setting, so 11erhaps we s hould 
all camp here for the night and I 
could :ihow you some of my wares." 

For the DUNGEON MASTER'" 

Leishan is a thief, a warrior, and a mer· 
chant spec1alizmg in the sale of counter· 
feit objets d'art and substandard 
weapons LO credulous peasants, igno· 
rant traders, and gullible adventurers. 

Leishan has thieves' guiJd contacts in 
no fewer than 15 towns and cities. From 
this nuge corps of dishonest artiRtS, a 
steady supply of fake jewels, fo1·ged 
"masterpiece" paintings, counterfeit 
coins, and beautiful but poor-quality 
weapons is distributed to all who can 
pay. Leishan's victims are usually too 
sheepish to go lo the authoritie11 once 
they discover t.hey've been cheated. 
Even if someone does complain, 
Leishan's trade route is so long, I.he 
incident has been long forgotten by the 
time she ret.w·ns to lhe ru·ea. 

lfthe PCs accept Leishan's invitation 
to look over he1· wares, read the follow­
ing lo the players: 

The merchant, Leishan, Lakes you to 
the 11rst wagon. One side has hcen 
folded down to reveal a glittering 
array of armor, weapons, and Jewels: 
a suit of armor constructed of sea 
shells <"Fully functional, and only 
250 gp," beams Leishanl, a golden 
helm of elven design (100 gp), a mail 
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coat of silver and brass (2,500 gp), an 
elf-sized suit of green leather armor 
stamped with golden runes (30 gp), a 
mighty adamantine helm (2,000 gp), a 
complete suit of black iron plate mail 
worked with skull designs (4,000 gp), 
and a pair of shields decorated with 
silver and gold (50 gp each). 

The chain mail, helmet, and plate 
mail detect as magical, justifying 
Leishan's high prices. The ilems a.re 
magical, but not really useful-the 
illusionist Kephac (Lhe human from Lhe 
second wagon) has cast Nysltll'.c; rnag1cal 
aw·a on them. 

Leisban: AL N: AC 7; MV 12; T3/F5 
(dual.classed); hp 36; THACO 16; #Kr by 
weapon type; Drng by weapon type; S 
17, D 17, C 12, 116, W 16, Ch 14; ML 
15; XP 975; PP 55, OL 20, FT 5, MS 55, 
HS 45. DN 15, CW 70, RL 30: amulet of 
proof against detection and loca,tion. 
boots of jumping (as the 1·ing). potion of 
speed. The lining of her trousers con­
ceals 10 amethysts worth 100 gp each. 
A belt pouch under her smock holds 10 
pp and 40 glass gems. 

Leisban is proficient in the scimitar 
(specialized), knife, darts, quarterstaff, 
whip, and mancatcher. Leishan has a 
whip, knife. and three darts on her 
person. The scimita1~ quarterstaff, and 
maucatcher are in the second wagon. 

Leishan is 37 years old, a veteran of 
the slums ofhe1· home city, Watel'deep. 
After developing into a moderately 
skillful thief, she was lucky enough to 
gam admission to a local fighters' 
school. where she excelled. Leishan has 
been a pirate, a bodyguard, a cat­
burglar, a bounly hunter, a con artist, 
and a met·cenary. Currently, she has 
been a "merchant" for several years 
and is beginning to tire of the traveling 
llfe. Within a year or Lwo she'll abandon 
Lhe operation (perhaps sooner, if a cer­
tain adventuring party disrupt.s things). 

Read the following when t.he PCs have 
concluded their business with Leishan. 

The elf who joins you as you finish 
yow· dealings with Leishan is a strik­
ing individual with stark white lrnir 
and ice-blue eyes, just under 5' t.all. 

Thin even for an elf, he nevertheless 
is probably stronger than he looks. 

Clavius (as he introduces himself) 
shows you an array of swords and 
othet· weapons from a display on the 
othe1· side of the first wagon. Blades of 
every description are displayed, wiLh a 
fine selection of maces, axes. and ham· 
mers as well. The prices are about 10% 
lower than what you'd expect. Clavius 
says that Leishan is an.xious to tw·n 
over her stock after a slow year. 

If the party asks fo1· magical equip· 
menL, Clavius proudly shows the PCs a 
velvet case containing a gleaming sa­
bre, long sword, and broad sword. Of 
course, there is nothing magical about 
these weapons except t.he Nystul's magi­
cal aura cast on t:.hem. 

Clavius: AL N; AC 6; MV 12; T4; hp 
21: THACO 19: #AT l; Dmg by weapon 
type; S 12, D 18, C 13, I 14, W 14, Ch 15; 
ML 15; XP 420; PP 65, OL 50, FT 10, MS 
65, HS 60. DN 20, CW 70. RL 30; dagger 
+ 1. The lhiefbas a pouch containing 30 
sp and l 6 miscellaneous forged docu­
ments: admission passes, identification 
papers and so on. Clavius's long sword is 
in the second wagon. 

There are offers for Cla vius's head in 
20 towns; any PC who has an interest in 
bounty hunting has a percenLage 
chance equal to his Intelligence of rec­
ognizing the elf as a known felon. 

Afle:r the swords are put away, an­
other of the merchants unloads over 
a score of paintings by various fa. 
mous artists, rangiJ1g in price from 
10 gp to 900 gp. Introduced as 
Treblun Gonologon, he is in his early 
thirties. From the seaman's q\leue to 
the tattoos decorating his arms and 
the ring through his ear, you can tell 
that he was once a sailor. 

Treblun Gonologon: AL N; AC 8 (2 
when armored); MV 12; F4; hp 38: 
TH A CO 17 ( 12 with broad sword); #NJ' 31 
2; Dmg by weapon lype; S 17, D 16, C 16, 
I 14, W 13, Ch 13; ML 13: XP 270; broad 
sword + 3 (specialized), potion of fly mg, 
dagger. jewelled earring (45 gp), pouch of 
50 sp; chain mail in second wagon. 

Treblun is a fugitive, but not from the 

law. He is fleeing from the pirates of a 
nearby port. Eighteen months ago. he 
was fishing with five other buccaneers­
one of them a captain-when they saw a 
wrecked ship barely 201 below them, 
buried in the sandy bottom. To a man. 
they realized that. if only one person 
were to explore this ship. the treasure 
would be that much greater. Knives and 
dirks appeared in gnarled hands, 
and bright red stained the waves. 
Treblun was the only survivot· of this 
brutal pirate logic. 

To Treblun's delight, the loot seemed 
to be wotth five deaths. On the first 
clive he found a chest with many jewels 
as well as a couple of potions that, upon 
testing, were revealed to grant the 
drinker the ability to fly. He also recov­
ered a great broad sword, which the 
pirate carries to this day. 

Bnt Treblun's greed was his undoing. 
He was so anxious to loot the ship that 
he clidn 't realize how much of a stir the 
disappearance of a pirate captain and 
four of his crewmen would cause-and 
Treblun was the last person to be seen 
with them. Only with the aid of one of 
his potions of flying clid Treblun escape 
when the dead rniders' friends came for 
him in a nearby Lavern. 

In a year he had drunk his money 
away and joined up with Leishan as 
extra muscle. One day he hopes to re­
turn and loot the rest of Lhe sunken ship 
(if no one else has discovered it in the 
meantime), but !'or now he remains in 
hiding. He is worth 2,000 gp dead or 
alive to certain gentlemen in hls home 
port, Baldur's Gate. 

It is unlikely that any of the PCs will 
recognize Gonologon unless they have 
spent much time among pirates or hang 
out in buccaneer haunts. 

When the PCs have finished examin· 
ing the artwork, they are approached by 
t.he man in the odd red hat. 

Kephac, the man with l,he red fez , 
fingers his display of jewels proudly. 
From a quick glance. t,here appear to 
be two or lhree score pieces, mainly 
gold studded with garnet, amber, 
topaz, and diamond. The prices seem 

Continued on page 49 
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RUDWILLA'S 
STEW 
BY CHRISTOPHER PERKINS 

In Mulcrow, food-not 
music-soothes the 
savage beast. 

Artwork by Steve Schwortt 
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Chris writes: "'Rudwillo 's Stew' was one 
of those adventures that practically 
wrote itself. The original manuscript ran 
44 single-spaced pages. With a little 
magic, the final draft was reduced to 27 
pages! Gone were the xuarts and Jojo, 
the hungry ogre. Needless to say, I miss 
them already." 

"Rudwilla's Stew" is an AD&D · adven· 
ture designed for 4-8 player characters 
of levels 1-2 (about nine total levels), 
although fewer PCs of higher level will 
find the module equally challenging. 
The adventure is best. played with a 
predominantly good-alit,rned party con­
taining a mixture of races and classes. 

The adventw·e takes place in lhe 
Duchy of Mulcrow, but the DM may 
change the names of people and places 
to fit his or her own campaign. A partial 
map of Mulcrow is provided for the 
DM's reference. Marked on the map al·e 
the four places that the PCs must visit 
or explore to complete I.his adventure. 
These locations are indicated with the 
letters A lo D and are fully described in 
the following sections. 

For the DUNGEON MASTER'• 
Tbe adventure begins in I.he town of 
Griffondale (area A) where the PCs 
encount.er Jelmark, an emissary of the 
Duke ofMulcrow. Jelmark hires the 
party to help the witch Rudwilla pre· 
pare a special stew for a cantankerous 
bugbear chief who Jives in the Rock­
forge Mountains. Bruggh the bugbear 
demands the stew once a year on his 
birthday. Although the duke would 
have his citizens believe I.hat his diplo­
macy and resolve have enforced the 
tenuous bugbear truce, annual deliv­
eries of the stew have kept the peace in 
Mulcrow for live years. 

The stew is Duke Grenwald's dirty 
little secret, and he does not want. any­
one of importance (other than his most 
loyal councilors) to know about it, lest 
this secret be used against him. The 
party is chosen for this mission instead 
of the duke's more skilled diplomats and 
knights, because the PCs are less in­
clined to exploit the duke's secret, and 
they are easier lo discredit or threaten 
if they dare. 

At Jelmark's request, I.he PCs visit 
Rudwilla in her secluded hovel (area B). 
From there they are sent on an errand to 
retrieve three int,rredients needed for her 
stew: black gret.chen (a rare moss), witch-



root (or mandrake root), and troll warts. 
Rudwi!Ja knows an alchemist named 
Nell us Alakart. who may have the neces­
sary ingredients stored in his small keep 
(area C). Unknown to Rudwilla, an old 
nemesis (and witch) named Hezra Black­
tootb bas la.ken over Ala.kart's keep for 
her own foul purposes. 

Banished from Mulcrow for attempL­
ing to seduce the duke with a love po­
t.ion, Hezra has returned with her 
half-ore sons to mUJ"der Rudwilla and 
steal the stew·s recipe so that she alone 
can govern the fate of the duchy. Her 
nefarious scheme is still in the planning 
stages, and she will not respond favor­
ably to the arrival of emissaries from 
Rudwilla's hovel. 

The stew cannot be prepared without 
the proper ingredients. Once Lhe PCs 
defeat Hezra and retrieve the ingredi­
ents, RudwiUa can prepare a cauldron 
of her infamous stew_ The PCs must 
then deliver the slew to the bugbear 
lair (area D ) in time for Bruggh's birth­
day celebration. With luck, Bruggh will 
find lbe stew to his satisfaction and 
remain at peace with the settlements of 
Mulcrow for yet another year. 

While visiting the bugbear lair, the 
PCs must contend with Crud. a blood­
thirsty bugbear shaman who feels that 
war with the humans is necessa1-y to 
please the deities of the bugbear pan­
theon. Crnd will attempt to poison the 
stew, thus forcing his chief to attack the 
"treacherous humans." 

Griffondale (Area A) 

Griffondale is a pastoral community of 
1,000 inhabitants. surrounded by for­
ests and hms. 'I'be common folk live in 
cozy wooden cottages built up and down 
tree-lined avenues. 

The party arrives in Griffondale and 
finds accommodations in the Tell-Tale 
Tavern, a reputable establishment. 
During t.heil' stay, the PCs may visit the 
local weaponsmith and armorer to re­
place damaged equipment, the local 
provisions shop to restock their dwin­
dling supplies, and even sign up for the 
town's upcoming archery contest (first 
prize is a new long bow and a dozen 
llight. arrows). 

After spending a day or two in Grif­
fondale, the PCs finally meet Jelma1·k, 
the duke's fat emissary, who presents 
them with the quest. 

The streets of Griffondale are teem­
ing with friendly folk. Above the 
regular chatter, you can bear the 
boasts of men daring each other to 
enter the town's annual archery 
contest. Not to be outdone, the wom­
en share local gossip with anyone 
willing to turn an ear, 

As you wander from shop to shop, 
refitting yourselves for your next 
adventuxe, a rotund man with a 
beard steps out of the crowd and 
signals you to stop. Despite his girth, 
he moves through the other towns· 
folk like a spring breeze and plants 
himself firmly in your path. 

' 'Good m01Tow, hearty souls:' he 
says politely. "My name is Jelmark, an 
emissary of Duke Grenwald. May I 
trouble you for a brief while?'' Gently, 
he ushers you into a quiet alley be­
tween "Sir Tuade's Smithy" and "The 
Weaver of Wonders" clothing shop. 

"I have been searching for the likes 
of you all morning. I need a brave 
pai-ty of adventurers t.o complete ... 
well, to complete a rather important 
quest for the Duchy. Can I buy you 
something to eat? The local tavern 
offers quite a delicious variety:· 

Jelmark is under pressure lo find a 
competent and trustworthy group of 
adventurers as quickly as possible. The 
PCs wiU fmd him somewhat hasty, as 
Duke Grenwald is not one to displease. 
Jelmark will tell them more about the 
quest during their meal or, if the PCs 
refuse bis invitation, in some secluded 
place. 

Jelmark: AL LG; AC 10; MV 9; 0-
level human; hp 6; THACO 20; llAT 1; 
Dmg by weapon type; S 14, D 11. C 15, l 
15, W 12, Ch 14; ML 9: dagge1; purse 
containing 50 gp. Jelmark will use some 
of this money to pay for the party's 
meal, then give the rest Lo Lhe PCs for 
''emergency expenses." 

Jelmark gazes enviously at the vari­
ous delicacies laid out before you, 
then frowns at his bulging stomach. 
With a sigh, he begins to tell you 
about the quest. 

"About six years ago, bloody skir­
mishes with the bugbears of Rock­
forge escalated to a six-month war 
that claimed more than half of 
Mulcrow's militia. However, the 
strength of Duke Grenwald's un­
yielding r esolve drove the bugbears 
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back into their caves beneath the 
Rockforge Mountains to the east, 
whe1·e they remained for several 
more months. 

"Fearing another bugbear incm'­
sion, a senile old hag named Rudwil­
la concocted a stew for the bugbear 
chieftain, as a gift of homage from 
his f-riendly human neighbors. The 
duke was ... well, he was outraged 
at first. But Rudwilla's gesture of 
goodwill was so well received that 
Bruggh, the bugbear chief, decided 
not to attack Mulcrow that yeai-. 

''Eventually, Bruggh acquired a 
taste for the stew and demanded it 
every year.just in time for his birth­
day celebration. The bugbears have 
not attacked us since, much to my 
astonishment. 

"Do not mention a word of this to 
anyone, but Rudwilla's stew is all 
that keeps the bugbears out of 
Mulcrow, and the time for delivery is 
once again drawing near. I have 
contacted Rudwilla and discovered, 
to my trepidation, that she is lacking 
several ingredients needed to make 
the stew this year. Apparently these 
are not your run-of-the-mill ingredi­
ents. Anyway, I have assured her, on 
behalf of Duke G1•enwald1 that I will 
help her replenish her stock. That is 
why I need your assistance. 

"I need you to jou1·ney to Rudwil­
la's hovel. located several miles up 
the north road. She will tell you 
what ingredients she needs and 
where to find I.hem. Apparently she 
has grown too frail to make the j'ow·­
ney he1·self. Once the ingredients 
have been found and the stew pre­
pared. 1 would ask that you deliver 
the stew to Lhe bugbear lair beneath 
Rock:forge, It is my understanding 
that the bugbears will behave them­
selves for the duration of yoill' stay. 

''A fair degree of diplomacy is re­
quired for this quest. Please keep in 
mind that the very future of Mulcrow 
could be resting on yow· shoulders. If 
you fail, we could be looking at a re­
newed humanoid con.flict, and losses 
would sw·ely be great. I am permitted 
to pay you 11000 gold pieces for your 
efforts, if you are successful." 

Jelmark gives the PCs the rest of the 
day to decide whether or not to accept 
the quest. Later that night, he comes to 
the Tell-Tale Tavern to deliver a special 
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Duchy of Mulcrow 
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scroll to the party. This scroll, marked 
with the duke's official seal, is a state­
ment proclaiming that ''The bearers of 
this testament are hereafter regarded 
as emissaries of Grenwald, Duke of 
Mulcrow, and shall be afforded the 
courtesy of any ducal servant until such 
time as this commission is nullified, 
upon the duke's command." 

Jelmark expects the party to depart 
for Rudwj}Ja's hovel by morning and not 
to mention the specifics of their quest to 
anyone. The PCs are required to outfit 
themselves for the journey that lies 
ahead and may use Jelmark's pouch of 
money to help purchase provisions. PCs 
in need of horses can buy them at the 
local livery stable (consult the Player's 
Handbook, page 68. for prices) or rent 
them for a week at one-third the pur­
chase price. 

If the PCs leave Gtiffondale right away, 
they will miss the town archery contest. If 
they choose to stick around for the con­
test, Jelmark will gently remind them 
that "You are now servants of the duke, 
and contest rules specifically state that no 
ducal soldier, representative, or servant 
may participate in public contests while 
i;o employed." 
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Rudwillo's Hovel (Area B) 

Rudwilla's dwelling is an ugly, 
domed structuTe devoid of windows. 
decorations. and charm. Its walls of 
cut black stone are particularly un­
friendly, as aJ'e the poignant words 
that are etched into the oak entrance 
doors. They read, ''Go away!" The 
doors are open slightly. 

Formerly a shrine dedicated to some 
debased god, this domed structure now 
serves as home to Rudwilla Grumb, a 
withered crone feared by most of the 
locals for her witchcraft. and eccentrici­
ty. Very few people know that she alone 
has kept the peace between Mulcrow 
and the bugbears for half a decade; she 
can hardly believe it herselfl 

The oak doors appear to be the only 
entrance, and the unwelcoming mes­
sage scrawled into them was intended 
for bothersome merchants, beggars, and 
relatives. PCs searching for another 
entrance have a 1-in-10 chance of spot· 
ting a 2' -wide cil'cular hole cut into the 
domed roof. This chimney is directly 
above the iron cauldron in area B2. 

Anyone app1·oaching within 5' oftbe 
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entrance doors will smell a pungent 
odor and hear sullen moans emanating 
from within <see area Bl for details). 

Bl. Unwanted Visitors. 

Beyond the wooden doors is a 20'. 
long unlit corridor with foul' dusty 
alcoves. Standing within each alcove 
is a stone pedestal strung with cob­
webs, and mounted atop each pedes­
tal is a stone head. Arched doors 
made of heavy oak are set into the 
far wall, and standing in front of the 
doors are two foul-smelling creatures 
wrapped in filthy bandages. 

The stone heads are carved in one 
piece with the pedestals and cannot be 
removed without breaking lhem off at 
the neck (treat as AC 3 with 10 hp 
each). The heads bear the likenesses of 
Rudwilla's last four husbands and have 
nameplates set into their pedestals: 
Tum, Bob, Ftank, and Tim. 

The heads are not the cause of the 
mysterious sounds and odor that the 
PCs detected outside the hovel. 'I\vo 
adherers cul'rently occupy this corridor. 
These sticky, mummylike creatures 



wei·e stalking small game in the forest 
when they spotted Cora, Rudwilla's 
assistant, picking berries from a nearby 
bush. The adherers sw·prised Cora, but 
somehow she managed to elude their 
sticky clutches as they chased her all 
the way back to the hovel. 

The wizard locked doors to area B2 
effectively keep the adherers at bay. 
Rudwilla and Cora, trapped within the 
hovel, hope the adherers will become 
frustrated and depart soon. 

Adherers (2): INT semi; AL LE; AC 
3; MV 9; HD 4; hp 17, 12; THACO 17; 
#Kr 1; Drug 1-3; SA adhesion; SD edged 
and blunt weapons cause half damage, 
immune t.o 1st-level spells and normal 
missiles, susceptible to fire; SZ M; ML 
12; XP 650: MC14. These creatures are 
not undead and cannot be tW'ned. 
If one adherer is slain, the other must 

make a successful morale check or flee . 
Once the PCs have dispatched the 
adherer threat, Rudwilla emerges from 
her hovel with a pot of boiling water to 
separate weapons (and possibly the PCs 
themselves) from the dead creatures. A 
single application of boiling water 
causes 1 hp damage to exposed flesh. 
Once the PCs and thei1· weapons are 
unglued. Rudwilla thanks them hearti­
ly and invites them into area B2 for 
'·something a little more appetizing~' 

B2. Inner Sanctum. 

This circular chamber is illuminated 
by four torches placed along the 
walls. Various spicy aromas linger in 
the air. A hole, presumably a chim­
ney, is cul into the domed ceiling 30' 
above the earthen floor 

Most of the furnishings are placed 
a1'ound the room's circumference: a 
pair of beds with straw mattresses, 
three wooden chests, two cluttered 
tables, a tall wooden cabinet, and a 
pile of wood. In the middle of the 
chamber sits a fat black cauldron 
atop a mound of' rocks, straw and 
kindling. Four smaller iron caul­
drons are scattered nearby. 

This chamber is occupied by Rudwilla 
and her young assistant, Cora. Rudwilla 
found Cora abandoned in the woods 
behind her hovel and has raised the 
child practically from birth. Usually 
perched upon Rudwilla's shoulder is her 
pet. freml!n, Naswig. When the PCs 
enter for the first time, Naswig is hid· 
ing inside one of the small caulch'ons. 

Rudwilla Grumb, human transmu­
ter: AL NG; AC 10; MV 9 (due to age); 
W7; hp 15; THACO 18; #Kr 1; Dmg by 
spell or weapon type; S 13, D 14, C 12, I 
18, W 15, Ch 12; ML 10; dagger, wand 
of magic missiles (24 charges, command 
word "Ooley" for one missile or "Ooley­
pooley" for two), ring of animal friend· 
ship (left hand), ring of feather falling 
(right hand). Spells: color spray, conjure 
spell component*, fire burst*, metamor­
phose liquids*, unseen servant; irrita­
tion, Maximilian's earthen grasp*, 
mirror image, wizard lock; blink. 
tongues, wizard sight*; polymorph other, 
solid fog. Rudwilla's and Cora's spells 
marked with asterisks (*)are from the 
Tome of Magic. 
If forced into combat. Rudwilla casts a 

mirror image spell on herself, uses her 
Maximilian's earthen grasp spell to seize 
the most powe1ful fighter, and casts her 
irritation spell on any spell-casters in the 
area. She then uses her wand of magic 
missiles to dispose of any opponents not 
too busy scratching themselves. 

Rudwilla is a lanky, long-faced woman 
with tangled silvel' hair and large white 
teeth. She is not nearly as frail or absent­
minded as she initially seems, and her 
humor and vitality have not dwindled 
with the passing of years. She is good.­
natured toward polite visitors and goes 
out of her way to entertain her guests. 

Jfthe PCs claim to be emissaries sent 
by Jelmark, she requests proof 
(Jelmark's scroll will suffice, although 
she will scrutinize it for several min· 
utes). After asking a bunch of pointless 
questions ("What's your favorite color? 
Do you speak bullywug? Have you ever 
tried axebeak's feet and fried co1·n?") 
Rudwilla will begin telling the PCs 
what she requires from them. 

Rudwilla walks gracelessly over to 
one of the cluttered tables and begins 
rifling through its contents. "lfwe 
are going to whip up this stew for 
ChiefUgghamugga, or whatever his 
name is, we'll need some ingredients. 
I usually keep all the ingredients 
around here somewhere, but my 
stock seems to have been depleted. 
Ah, here it is!' 

She returns from the table with a 
scrap of paper in her hand. "Here's 
your shopping list. I can't prepare 
the stew without these three ingredi­
ents, so I need you to get them for 
me, if you don't mind." 
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"An old friend of minei an alchemist 
actually, keeps everything you could 
imagine in that old keep by the l'iver. 
His name is Nellus Alakart. He's a hit 
old and stuffy, and believe me, he's got 
more than a few marbles rolling 
around loose. I once sent him a dinner 
invitation, and he returned it to me 
with the reply, 'Sony, I've already 
eaten: Silly little man, but a peaceful 
sort. He should have all the ingredi­
ents I require. If not, you'll have t.o 
find them somewhere else, I suppose. 

"The first ingredient is black gret­
chen moss, which grows best in damp 
areas. I also need some witchroot; 
powdered will do. but I prefer whole 
roots. Third, the stew needs some troll 
warts. Lots of them, actually. 'I'hey 
look rather like large, hairy peas. 

"One more thing:· Rudwil1a adds 
oiThandedly. "The bugbear chieftain 
celebrates his birthday in four days. 
It takes one day to prepru·e and deliv­
er the stew, so you have only three 
days to find my ingredients." 

Rudwilla provides a roughly drawn 
map ofMuJcrow (on the back of the 
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shopping list) for the PCs' benefit. 
Marked on the map are the appToxi­
mate locations of Griffondale. Rudwil· 
la's hovel and the Keep ofEwerwell. 
The bugbear lair is not indicated. 

Rudwilla can desc1·ibe the ingredi· 
en ts iJ1 more detail but sees little need 
to do so (she presumes that Nellus is 
familiar with them). If the PCs ask 
how much of the ingredients to bring 
back, Rudwilla says simply ''All you 
can carry. Who knows how much long· 
er I ' ll have to do this!" 

Cora, apprentice transmuter: AL LG; 
AC 8; MV 12; Wl; hp 3; THACO 20; NKf' 
1; Dmg by spell or weapon type; S 9, D 
16. C 12, 116, W 13, Ch 15; ML 8; dag­
ger. Spell: m.etaniorphose liquids*. u"· 
seen .9eruant. 

Cora is 14 years old and completely 
devoted to her magical studies and to 
Rudwilla. Isolation from the outside 
world bas made ber very shy, and she 
rarely speaks in the presence of compa· 
ny (she tidies up the tables and fumbles 
aboutl. She occasionally accomparues 
Rudwilla into town for supplies and 
secretly longs for a kindred spirit and 
friend . Cora is slowly recuperating from 
her terrifying encounter with the 
adherers, but she will never venture 
into the woods by he1·self again. 

Naswig, fremlin: lNT average; AL 
CN; AC 6; MV 6, fly 12 <B>: HD 3 + 6; hp 
12; THACO 17; IAT l; Dmg 1-4; SD +l 
or better weapon to IU t; SZ T (1' tal lJ: 
ML 5; XP 270: MM/174 (gi·emlin). 

Naswig generally does as he pleases. 
Rudwilla feeds t.he fremlin well, but he 
becomes very annoyed when she tries to 
tickle him (he lapses into embarrassing 
fits of laughter). If his mistress and 
Cora are attacked. he defends them 
until wounded, at which time he hides 
in one oftbe cauldrons or escapes 
through the chimney hole. After seeing 
the adherers catch his mistress off 
l:,1'ttard, he decided not lo fight them, and 
I.ht! Jltt.le fremlin ls feeling rather guilty 
about. it. 

1'he two beds belong to Rudwilla and 
Cora. The tables are cluttered with 
dishes. clay pots, utensils, glass con· 
lainers, and sacks of foodstuffs pur· 
chased in Griffondale. Leaning 
against one table is Rudwilla's trusty 
but l'agged broom of' flying, posing as a 
mere cleaning instrument. 

The wooden cabinet contains three 
dusty gray cloaks, a <lull green robe, a 
blue robe with silver st.ripes (40 gp), a 
robe of useful item.s. eight pairs of leath· 
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er shoes, a twisted wooden walking 
stick, and a wide-brimmed hat adorned 
with crumpled griffon feathers. A shelf 
occupying the top portion of the cabinet 
is filleid with jars of herbs and spices 
(pagee; 220-221 of the lst edition 
Dungeon Masters Guide have a list of 
examples). The three chests are un· 
locked and contain the foUowing: 

Che:st 111 : a box of wheat biscuits, 24 
labeled jars of spell and stew compa. 
nents,, a small sack of roots and onions 
rwhich Rudwilla likes to eat raw), and 
four fat recipe books (worth up to 25 gp 
each). 

Chest #2: ajar of leeches (.for cul'ing 
ailme·nts), a dusty book titled Cooking 
With Snails, six torches, three flasks of 
oil. a jjar oflard. a jar of cooking grease. 
a ceramic cookie jar f'illed wit.h rock· 
hard muffins (one ofRudwilla's fail· 
ures), a tin coffer of tea leaves, three 
smoking pipes. and a clumsy wooden 
apple-peeler (built by gnomes). 

Che.st 113: six potions (copper dragon 
contrc1l, diminuli-On. growth, polymorph 
self, n:z.inbow hues, and uentriloqw.sm) 
and Rudwilla's spell book. The book 
contaims all the spells Rudwilla has 
memo1r i.zed plus 1·8 additional fLrst· and 
second-level spells and 1-4 additional 
third- and fourth.level spells. 

The Keep of Ewerwell (Area C) 

Abo'llt one mile east of the trade road 
stands a neglected two-story building 
of ivy.covered stone surrounded by a 
10' -wide moat. A bridge of rotted 
plan.ks spans the moat, leading to a 
pair of oaken doors. The doors hang 
agape on loose and rusted hinges. 

Thfafortification, built by the duke's 
cousin Rustin Ewerwell, was abandoned 
six: m1onths after the last bugbear incur· 
sion icnto Mulcrow. During this incur· 
sion, 1~he keep was besieged and overrun 
by humanoids several times. Small 
garrisons manned the keep for severul 
months aftet·ward, but the last garrison 
grew so bored that they petitioned Duke 
Grenwald for a new placeme.nt. Even in 
the shadow of a renewed humanoid 
conflict, the importance of the keep has 
all but withered away. 

The Keep of Ewerwell was, until 1·e. 
cently, the home of the alchemist Nell us 
Alakart. A quiet man, Nellus spent his 
waking hours hard at work in his chem. 
istry 'lab perfecting a philtre of persua­
sfoent~s. Even at the ripe old age of 72, 

it seemed Nellus had women on his 
mind. Actually, Nellus intended to mar· 
ket. the potion. His real goal was to 
repair the old keep and provide himself 
facilities and equipment appropriate for 
an alchemist of his ability. 

Nellus had (allen asleep at his work· 
table the night Hezra Blacktooth and 
her sons arrived. Hezra's sons seized the 
alchemist and t.ossed him out a second· 
sto1·y window into the moat, where he 
quickly became food for the giant leech­
es lurking within (see ru·ea C2>. 

After discarding Nell us, Hezra sat 
down to plan the futUl'e with her four 
hat~ful sons: Theorn, Orlec, Lormax, 
and Sequius. Hezra and her sons had 
been driven out ofMulcrow t.hree years 
ago after Hezra tried to seduce Duke 
Grenwald with a love potion. Despite 
the duke's warning to stay away, they 
returned to Mulcrow to continue their 
evil ways. They selected lho Keep of 
Ewerwell as their temporary lair until 
Heu·a, the cruel yet loving mother. can 
concoct some nefarious scheme to pro· 
vide her sons with the lavish rewards 
they deserve. 

Hezra and Rudwilla are old adversar­
ies (they·ve fought over lovers and spell 
books for years). Hezra knows that 
Rudwilla's slew is all that keeps the 
bugbears of Rockforge out of Mulcrow. 
At the very least, she wants to foil any 
delivery of the infamous stew, just to 
see Duke Grenwald sweat. She would 
rather obtain the secret recipe, dispose 
of Rudwilla. and take her place as 
Mulcrow's benefactor. With the recipe in 
Hezra's clutches and Rudwilla out of the 
way, Duke Grenwald would be forced to 
pay most. generously for delive1·iea of 
the stew to continue. 
If the PCs arrive at the keep dul'ing 

daylight hours. only Hezra and Sequius, 
her youngest son, are present <Hezra 
will typically be found in an~a C5, Se-­
qmus in area C8). Hezra's three eldest 
sons are ont hunting in the woods to the 
west and are not expected to return 
until nightfall. IHhe PCs arrive after 
sunset, all members of the Blacktooth 
clan are home. 

There are several entrances into the 
keep. Tbose unwilling to take the most 
obvious route (area Cl) may ent.er 
through a hole in the side wall (area 
C6), through a secret door in the back 
wall (the secret door may be detected 
normally), or through any oft.he second­
floor ·windows. 



Ground Floor 

Cl. Old Brid ge. 

An unpleasant stench rises from the 
10'-deep moat that surrounds the old 
keep. The stagnant water is covered 
with a skin of green algae that 
smells of death and decay. The bridge 
that spans the moat consists of sev­
eral rotted planks that have grown 
soft with dampness. 

Hezra has cast a magic mouth on the 
bridge; it is activated whenever anyone 
other than hetself or her sons sets foot 
on the planking. 'l'he mouth says the 
following words in a female voice: ''Be­
gone, ye petty th.ieves, lest your heads 
be sluffed with leaves and left to stare 
upon my wall. 1 have no time for guests, 
al ALL!" Anyone triggering the rnagic 
mouth alerts Hezra and her sons that 
they have visitors. 'l'he Blacktooth clan 
will use the Lime to conceal themselves 
and prepare for intruders. 

Despite its appearance, the wooden 
bridge is fairly secure and can support 
up to 400 lbs. without breaking (al· 
though it does sag under even one per­
son ·s weight!. The bridge is not secw·ed 
to the ground and may be moved or 
dl'agged away by PCs with a combined 
Strength of 27. If Hezra and her sons 
are expecting unwanted visitors, they 
prop the bridge against. the keep wall to 
prevent anyone from crossing the moat. 

'l'he wat.er in the moat is only 5' deep. 
Any PC immersed in the moat (willingly 
or unwilling) will be attacked by a giant 
leech, whlch automatically gains surprise. 
(See area C2 for giant leech statistics.) 

C2. Slimy Waters. 

Thward the back of the keep, the 
rn<>at widens to form a 25'-wide p(lol. 
The stagnant water i.s covered with a 
skin of greenish-black scum. 

The water in this pool is 10' deep, and 
lying at the bottom of the pool is the 
skeleton of a brigand slain at Ewerwell 
years ago. The dead brigand wears a 
suit ofrusted chain mail and a helmet.. 
Clutched in one bony hand is a broad 
sword + 1 half bUJ·ied in silt. Adventur· 
ers searching the pool have a l-in-10 
chance each round of finding the skele­
ton and sword. Anyone immersed in the 
water for more than one round will also 
be attacked by 1-2 giant leeches. 

Leech, giant <14): INT non: AL N: AC 
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9; MV 3, swim 3; HD 1; hp 5 each: 
TRACO 19; NAT l; Dmg 14; SA drain 
blood (1 hp per round); SZ S (2' long); ML 
7; XP 65; MM/219. The 1eech'a bit.e has a 
50% chance of infecting the victim with a 
fatal disease (death in ld4+1 weeks 
unless a cure disease spell is cast}. 

immersed in the slimy moat, about 
20' west of the stagnant pool, is Nellus 
Alakart's body (marked by an X on the 
map). The alchemist.'s corpse is visible 
to PCs standing within 10' of it, as well 
as PCs peering into the moat from the 
second-story windows. A giant leech is 
still attached to the blood-drained body. 

C3. Keep E n trance. 

This dirty chamber has an earthen 
f1oor strewn with the remains of 
several broken pieces of furniture. 
Cobwebs decorate the ceiling, and 
the room is lit. only by whatever light 
seeps in through the arrow slits and 
a pair of battered oak doors. 

The double oak doors show signs of 
forced entry and hang loosely on their 
rusted hinges. If either door is closed or 
otherwise moved, it tears free from the 
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wall and falls (anyone caught under a 
falling door must make a Dexterity 
check or suffer 1-2 hp damage). 

This chamber is usually unoccupied. 
However, if Hezra's sons have been 
alerted to intruders, they will be hiding 
in area C7, keeping an eye on the north· 
ern and souther n corridors. The sons 
with crossbows have loaded them and 
are ready to fire. 'l'he cobwebs strung 
across the ceiling of this room are harm­
less. alt.bough several small spiders 
scurry across the floor and walls. 

C4. Old Armory. 

Standing in the middle of this dirt­
floored chamhel' is a large stone 
sharpening wheel fixed into a wood­
en frame with pedals. Several wood· 
en weapon racks are mounted on the 
walls, but only a few spears remain. 
A dusty suit of banded mail hangs in 
one corner from a ceiJing book, and a 
shield bearing the Mulcrow crest (a 
black griffon wearing a crown) is 
mounted on the wall by the door. 
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The sharpening wheel shows signs nf 
extensive use, but the pedals that once 
turned the wheel no longe1· work. The 
shield hanging near the door is non· 
magical, as are the six spears in the 
racks. The suit of banded mail is 
human-sized and must be cleaned thor· 
oughly before it can be worn (requiring 
at least thi·ee turns}. 

CS. Kitchen. 

This kitchen is illuminated by a pair' 
of lanterns 1.hat dangle from the 
ceiling, and a fire thal blazes in the 
hearth. Across from the hearth is a 
stone-rimmed well aboltt 5' in diame­
tel\ and against the far wall stand 
twn cluttered work tables. Several 
pl'Jts and cooking utensils hang from 
hooks above the tables, and mats 
woven from l'eeds covet· the dirt floor. 

Hezra Blacktoo!.h usual ly occupies 
this chamber. She spends many hours 
preparing meals for her hungry sons, 
and cooking is her hobby (although he1 
culinary delights rarely look. smell, or 
taste appetizing). Hezra is a bony worn 
an with long black hair and sunken 
eyes. She wears three gold rings (5 gp 
each) and a bone necklace in addition to 
her magical bracers {which are hidden 
under the sleeves of her black, flour· 
covered robe). 

Hezra Blacktooth: AL CE; AC 5; MV 
12; W5; hp 15; THACO 19: IPJ 1; Dmg 
by spell or weapon type; S 9, D 17, C 15, 
I 17, W 12, Ch 9; ML 11; XP 650; dag­
ger, bracers of def'en . ..;e AC 8, wand of 
few· (three charges, command word 
"Boo!''), lwo potions (healing and ga:.;­
cous form). Spells: burning hands. color 
$prtly, friends, unseen 1>eruan.t; improved 
phnntasmal force, hold per1>on; monster 
summoning I 

Hezra is very sly. She greets the party 
with a courteous but crooked smile anrl 
offers them some tea. Whether or not the 
PCs accept her offer, Ilezra asks why they 
have come to Ewer.veil. lf lhe PCs men· 
Hon Rudwilla or the much·needed ingre­
dients, Hezra's face lums pale for a 
moment before her feigned smile returns. 
She knows that one of the ingredients, 
troll warts, is kept Jn this room. She also 
knows that black i:.'retchen moss, another 
ingredient, is the spongy black substance 
lining the kitchen well, She supposes, 
quite correctly, that the third ingredient 
(witchroot) is in the upstairs alchemy lab 
fnrea ClO). If asked about lhe alchemist, 
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Hezra says she purchased the keep from 
the duchy after Nellus went to live in a 
distant city. 

If the PCs seem hostile, Hezra et1sts 
het• friends spell to protect herselr until 
her sons return. If her three eldest. sons 
are still out. hunting, she t.ries t.o stall 
t he party until the boys retw·n <asking 
questions about the PCs' quest and 
telling nasty ,;tories about Rudwillal. lf' 
the PCs won't stay, she asks them to 
come back "around nightfall." In atly 
event, she will not allow the PCs to 
leave the keep with the ingredients 
lhey require. 
If her three e ldest sons are gone and 

the PCs seem particularly insistent, 
Hezra may use her improved phanlas· 
ma.I force spell to whip up some illuso· 
ry gretchen moss or witchroot that she 
says she keeps "for herbal flavoring." 
She wiU place ~he ingi·edients in a 
wooden coffer (taken from one of the 
tables). shut and lock the coffer, a nd 
give the key to one of the more L1·ust· 
ing PCs. If lhe PCs bother to reopen 
the coffer, they find it empty. Hezra 
hopes the PCs will be fooled long 
enough for her absent sons to retutn 
and prepare a defense. 

If combat erupts, Hezra first casti; her 
monster summoning spell and conjures 
2-8 skeletons <which a ppea1· behind the 
PCs and may catch the party by SUJ'­

prise). The next round, she casts her 
lmprar;ed p/lantosmal force spell Cif he 
has it} to make another 1-4 illusory 
skeletons appear between her and the 
party. Her hold pmson and color spruy 
spells a re dfrected at multiple t.argets, 
while ber more damaging spells are 
reserved for enemy spell-casters. She 
uses her wand of fear sparingly, saving 
it to cover an escape. She imbibes her 
potion of g<Uieous form if reduced to 5 or 
fewer hit points. lfHezra escapes, she 
will reappear later in the adventw·e {see 
"Hezra's Revenge'' in the section on 
" P1-eparing the Stew"). 

Skeletons (2-8): INT non; AL N: AC 
7; MV 12; HD l ; hp 6 each; THACO 19: 
N.tcr 1: Dmg 1-6; SD edged and piercing 
weapons inflict ha.If damage: MR im· 
mune to sleep. charm. and fear speHK; 
SZ M; ML special; XP 65; MM/315. 
These ske letons are summoned c:1·ea· 
tures and cannot be turned unless 
Hezra is first slain , 
If the party attacks Hezra and only 

her son Sequius is home, the half-ore 
thief will come to his mother's aid (see 
area C8 for statistics\. He creeps into 

the fo ray hy hiding in shadows a nd 
moving silently. then backstabs a PC 
speU-ca.c;te1· or a particularly trouble­
some fighter. 

The gretchen moss that the PCs need 
for Rudwilla's stew grows on the inside 
walls uf Lh1· well, about 30' below the 
stone lip (lhe well is 50' deep and filled 
with I 0' of drinkable water). The adven· 
turers mui,;t lower themselves down the 
well and spend at least Unee round:. 
scraping the moss off the stonei-. 
Thieves may climb down the well using 
their climh-walls ability. but the interi­
or of the well is damp and slippery 
( -25% penalty to all climbing checks). 
A water bucket wit.ha 50' rope attached 
to it sits on the lip of the well. However. 
the buckt-t is too small fo1· normal-sized 
PCs to climb into, and the rope can 
support only 90 lbs. of weight without 
breaking (it is very old). 

Only one person can climb down the 
well at a time. If the PC slips and falls 
into the water, lhe DM must check to 
see if any equipment or belongings are 
damaged by immersion itorches. spell 
books, etc}. 

The tables are covered with ceramic 
dishes, cooking utensils, jars of spices 
and herhs (labeled), vat~ of lard and 
grease. sacks of stolen foodstuff~. and 
two jars lubelcd ·•n-oll W8.l·ts:' Inside 
are plenty of large, hairy troll wart.s for 
Rudwilla's long-lerm needs. A large 
copper cauldron C8 gpl rests under one of 
the tables, while a broom leans against 
the other. 

C6. Broke n Wall. 

The south wall of the keep is maned 
by a gaping, 20'-wide hole where the 
structure was obviously breached. 
Chunks of stone and othel' debris are 
strewn about, and a pair of rotted 
planks span the moat nearby. 

PCs will not notice the broken wall if 
they anive at. Ewerwell via the main 
road. However, if the PCs survey the 
keep's perimeter, this entrance is easily 
discovered . The planks that cross tbe 
moat near the broken wall are in poor 
condition and can support only 100 lbs. 
before breaking. A PC who falls and 
fails a Dextel'ity check plunges into the 
moat and is attacked by a giant leech 
(see area C2 for statistics). 

PCs may enter the keep through the 
broken wall. The fallen stone nnd debris 
do not hamper movement. However. a 



tt·ipwire rigged to a pair of small (and 
carefuUy hidden) bells is strung across the 
opening. PCs who do not search for traps 
before crossing the rubble have a 75% 
chanoe of ringing the beUs and alerting 
the keep's occupant.-;. Anyone looking inUJ 
the keep through the broken wall can 
view I.he contents of area C7. 

C7. Dining Hall. 

A dusty wooden dining table, gouged 
and splintered by weapons, stands in 
t.he middle of this dirt-floored cham· 
her. Bones and debris litter the floor, 
cobwebs are strung across the ceil­
ing, the southern wall has collapsed, 
and Lhe south door bangs precari­
ously on its old. rusty hinges. Five 
poorly repaired chairs surround the 
table, and a lantern hangs from a 
chain directly above. 

This is where Hezra and her sons eat 
their meals. The three eldest half-ore 
sons hunt all day for the main course, 
while their mother stays home to pre. 
pare the fixings. Sequius, the youngest 
son, serves as her protector in the elde1· 
sons' absence. The table and chairs are 
buttered but sturdy. 

Strung across the broken wall to the 
south is a thin tripwire similar to the 
one rigged in area 06. 

Second Floor 

C8. Barracks. 

Eight dusty wooden beds covered 
with straw mattresses rest against 
the south waU beneath the windows. 
Next to each hed is a wooden chest, 
and hanging from the ceiling by i1·on 
chains are two battered lanterns. 

All four of Hezra's half-or<: sons sleep 
in this chamber. From dawn to dusk, 
howeve1•, only Sequius will be found 
here (unless he's been alerted and 
clrawn elsewhere). 

Sequius, half-ore: AL CE; AC 5; MV 
12: T2; hp 8: THACO 20: HAT l; Dmg by 
weapon type(backstab X2); S 14, D 17, 
C 12, 114, W 10, Ch 12; ML 10: XP 175: 
PP 25%, OL 20%, FT 25%, MS 32%, HS 
45%, DN 29%, CW 64%, RL 0%; leather 
armor, short sword i" 1, light crossbow 
(eight bolts), 12 darts (throw three per 
round); thieves' picks, three 50-gp gems, 
and the key to his chest lsee below) in 
belt pouch. 

Sequius is quite human m appearance 

and is by far the most attractive of 
Hezra's sons {although his brothers would 
argue this pointl. He is not as hostile as 
his brothers and prefers to retreat or hide 
in shadows rather t11an face an intracta­
ble foe. He stole his magical short sword 
from a halfling merchant who was travel· 
ing by pony to Gl'iffondale. He will use 
this weapon to backstab unwary PCs if 
given the chance. If Sequius is killed. his 
brothers will certainly seek to avenge bis 
death by tracking down and killing his 
s layers. 

The brothers occupy fow· of the eight 
beds. and each b1·othe1· has his own 
chest. Sequius' chest is locked with a 
superior mechanism I -10% to all open· 
locks rolls) and trapped. If the trap is 
not removed before the lid is opened, 
t.he chest squirts a Jet. of acid at the 
opener, inflicting 2·8 hp damage and 
dissolving any metal or fabric (such as 
armor and clothes) nn contact. Saving 
throws for equipment are allowed. In­
side the chest ai·e three nonmagical 
daggers, a poster proclaiming "Down 
With Duke Grenwald!," a wineskin, a 
;;Uver mug (25 gpJ, a magnifying lens 
C45 gp), a set of thieves· picks, and fow· 
poor-quality locks. 

Theorn's chest is locked but not 
trapped. It contains a bar of soap Cneve1· 
used), three torches, and a scrap of pa· 
pe1· with the words ''Keep yer cruddy 
hands outta my chest. Sequius!'' scrawl 
ed on it in Com moo. 

Orlec's chest is locked and trapped. A 
needle bas been inserted in the lock, 
and any thief failing to remove t.h~ 
needle before opening the lock is 
pricked. The needle inflicts no damag~ 
but injects a dye that turns the thiers 
finger green for ld4 + 2 days. lnsidt> I he 
chest is a helmet, a band axe, a dusty 
gray cloak. a leather vest with pockets, 
a hag of nuts, three electrum l·ings 19 gp 
each) in a pouch, a small silver bell (5 
gp), a book titled The Conquests nf 
Julruz Nosepiclwr (the story of an 01·cish 
hero, written in orcish, worth 3 sp), and 
a crumpled notice lhal reads "Wanted. 
Hezra Blacktooth, the infamous scduc· 
tress and witch. F1fl:y gold mulugands" 
Ct.his notice was taken from a land lo the 
t!llSt of Mulcrow). 

Lormax's chest is neither locked nor 
trapped. Inside lies an orc skull <the 
remains of his father\, nine light cross­
bow quarrels, a buckler, and a slack of 
explicit love letters from a female ore 
named Gertha lwritt.en in broken C'e>m· 
mon and orcish). 
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The other four chests are empty, b1.1t 
one{determined randomly) has been 
lrapped by Sequiits. Anyone opening 
the lid without deactivating the trap 
releases six darts I.hat spray out in all 
directions CTHACO 17; Dmg 1-311-2). 
The darts are coated with a rare spider 
venom . Any PC struck by a dart must 
save vs. poison or suffer dizziness for 2-8 
turns I +2 initiative modifier, -2 attack 
penalty). 

C9. Empty Quarters. 

Dust covers the floor of this barren 
chamber, and cobwebs hang like little 
gossame1- nooses from the ceiling. 

Each of these rooms is empty and 
unoccupied (except for the oecasional rat 
or spider). The cobwebs are harmless. 

ClO. Old AJcbemy Lab. The door to 
this room has heen wizard locked at the 
5th-level of ability. Those without dispel 
magic or knock spells must break the 
door down Cit has 30 hp). 

This large chamber is furnished with 
two wooden tables, each coven·d wilh 
assorted glass containers and deli­
cate alchemical apparatus. Wolf'furs 
cover the cold stone floor, while a 
large bed with a stuffed mattress 
stands against lhe far wall between 
two windows. At the foot or the hed is 
a chest. A wooden desk and chair 
have been placed under the nor! hern 
window. Two iron chains hang from 
the ceiling, one with a brass lantern 
attached to it. The lantern glows 
brightly. 

The chest at the foot of the bed is locked 
and bas a Leonum<l's trap spell cast. on it. 
to trick would-be thieves <the key is stuck 
to the back of the chest with wax). lt 
contains three of Hezra's black robes, a 
pair of wool slippers., a pair of leather 
boots, a silver·rimmed mirror (14 gp). a 
12" -tall hourglass (10 gp), a dozen wax 
candles, a jar half-filled with ink, and 
eight sheets of blank paper in a wooden 
scroll tube. The chest has a false bott.om 
that will be noL1ced immediat.ely by 
thieves checking the inside for traps and 
secret panels. Beneath this false panel 
lurk fow- crawling claws, which spring 
out to attack the moment the panel is 
removed. 

Crawling claws 141: INT non: AL N; 
AC 7; MV 9; HD tfi; hp 4 ( x 2), :1, 2: 
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THACO 20; #AT l; Dmg 1-4 (unarmored 
foes) or 1-6 (armored foes); SD edged 
weapons inflict half damage; MR im· 
mune to sleep, charm, hold, and other 
mind-affecting spells; SZ T; ML 20; XP 
35: MMJ48. The 2-hp claw wears a brass 
ring (worth 1 gp) on its middle linger. 

Hezra's important treastu·es are ltept 
in a second chest, which is inuiRible and 
rests under one of the tables. The chest. 
is 21 x 2' x 11

• has been wizard locked. 
and contains the following: a sack of 23 
gp, 68 sp, and a gold comb set with 
chrysoprnse l90 gpl; an unlocked wood­
en coffer holding three potions (one of 
plant control. two of healing); an ebony 
box containing six bracelets f25 gp, 10 
gp ( >< 2), 5 gp ( >< 2)), four rings ( 10 gp. 6 
gp ( >< 3)), and a silver cloak pin shaped 
like a harpy (9 gp); two scrolls in wood· 
en tubes (faerie fire and reduce, cast at 
41.h·level); a brass candlestick (2 gp) 
wiU1 Nystul's magic aura cast on it.; and 
Hezra's spell book (with the false title 
Exotic Salad$). 

Hezra's spell book contains the follow· 
in~ spells: armor, burning hands, color 
spray, detect magic, find famili<lr. 
frirn~. grease, read magic. slePp, un 
6t?ert Beruant; blur. continual light. gilt-
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terdust, improued phmltasmal force. 
inuisibility, Leomund's trap, magic 
mouth, Melfs acid arrow, summon 
swarm, wizard fock; dispel magic, flame 
arrow, hold person, monster summoning 
/, phantom steed. 

The desk is bare and empty, the Ian· 
tern is the source of a continual light 
spell, and the apparatus atop the tables 
has been damaged beyond use. Anyone 
pillaging the tables wiJl find unlabeled 
glass containers of virtually any shape 
or size. Some contain fouled substances, 
nonmagical <but sometimes poisonous) 
in nature. Mixed with these containers 
are three small labeled jars of wit­
ch.root, one of the ingredients needed for 
Rudwilla's stew. Two of the jars contain 
powdered witchroot, while the third 
holds witchroot pulled fresh from the 
ground. 

The Hunting Party Returns 

Hezra's three oldest sons return from 
their daily hunt in the west woods every 
evening before sunset (usually with a 
slain deer or boar). If they discover 
Hezra dead or missing on their return, 
they will scolu· the vicinity for culprits. 
In the morning, they will gather their 

belongings and follow the party's trail 
(they have expert. hunting and tracking 
skills). They will not rest until t.he PCs 
are found, and will even enter com· 
munities in search of objects that may 
have been removed from the keep. 
If the PCs are present when t.he broth­

ers return, HezTa orders her sons to 
attack the party at the most opportune 
moment. If the party fails to kill or 
captu1·e a11 of the Blacktooth clan, its 
surviving members will certainly seek 
revenge. IfHezra is still alive, howeve1·, 
she will forestall any plots against. the 
PCs until Rudwilla is dead and the stew 
1·ecipe is in her clutches. She prepares 
her boys for an attack on RudwiJJa's 
hovel (see "Hezra's Revenge" in the 
sect.ion on ''Preparing the Stow"). 

If t.he PCs arrive at the Keep of 
Ewerwell at njght, Theorn, Orlec, and 
Lormax have afready returned from 
their hunt. If the boys are not eating 
with the rest of the family in area C7, 
they will be in their room (ru·ea C8l. 

Theorn, half-ore: AL CE: AC 5 (4 
with shield); MV 12; F2; hp 16; THACO 
l9 <basel; llNf 1or3/2; Dmg by weapon 
type; S 18/04 ( + 11+3), D 10, C 16, I 11, 
W 10, Ch 10 (16 to ores and balf-1>rcs1; 



ML 15; XP 120; chain mail, medium 
shielcl, bastard sword fspecialized), foot­
man's flail; 14 gp, 35 sp, and the key to 
his chest I.see area C8) in a belt pouch. 

Theorn is tall, heavily muscled, and 
short-tempered. He is extremely protect­
ive of his mother and will tirelessly 
bunt down anyone who harms her. He is 
the eldest of the brothers and a natural 
l~ader. He prefers direct confrontations 
to subterfuge and does not use imagina· 
tive tactics in battle. 

Orlee, half-ore: AL NE; AC 6; MV 12; 
Flffl: hp 11; THACO 20; NM l; Dmg 
by weapon type (backstab x 2); S 16 
I +Q/+ 1), D 16, C 17. 110, W 13, Cb 8; 
ML 14; XP 65; PP 10%, 01 15%, FT 
15%. MS20%, HS 50%, ON 25%, CW 
60<J',,, RL -10%; leather armor, long 
sword, short sword. thieves' picks; 
wears a silver-studded colJar (15 gp) and 
carries 19 gp and the key to his chest 
(see al'ea C8) in a belL pouch. 

Orlec's face is heavily scarred from 
battle. He particularly hates humans 
Cfl&ide from his mother) because a hu­
man fighter once humiliated him in a 
barroom brawl. The fighter also gouged 
out Orlec's left eye, forcing t.be half-ore 
Lo wea1· an eyepatch. Orlec has only 
recently begun u·aining as a thief and is 
learning many things from his younger 
broLlrnr, Sequius. 

Lormax, half-ore: AL Cl!;; AC 7 (6 
with shield); MV 12: Fl; hp 9; THACO 
20; #AT 1; Dmg by weapon type; S 16 
1 +01+ u, o i2, c ts. r 9, w 10, Ch 5 cu 
Lo ores and half-ores); ML 14~ XP 35; 
studded leather armor, medium shield, 
morning star, lighL crossbow (nine 
bolts), d~gge1·; 4 gp, 21 sp. an<l 33 cp in a 
belt pouch. 

Lormax is the smallesl of the four 
brolhers, but he is also the most vicious 
and brutal. His sense of humor is mor­
bid. and his pranks often border on 
dendly. His facial features are very 
orcish, much more so t.han his three 
brothel's. 

Preparing the Stew 
Before the PCs depart for the Rock.forge 
Mountains. they must return to Rudwil· 
la's hovel with au the necessary ingredi­
ents for the stew. 1f the part.y fails to 
t'eturn t.o Rudwilla's hovel before the 
fourt.h day, Rudwilta will not be able to 
prepare the stew (and have it delivered) 
111 time for the bugbear chieftain's bhi;h 
day celebration. Nevertheless, she will 
not let Bruggh or the PCs ruin life for 

the people of Mulcrow. Despite the 
party's failure, she will prepare the 
stew using whatever ti:me and ingredi· 
ents she bas and hope t.hat Bruggh is 
complacent enough (or drunk enough) to 
accept his belated birthday present. As 
the reward for their incompetence, the 
PCs must deliver the cauldron of stew 
and face, at the very !east, the bugbear 
chieftain's terrible tirade of insuJts, 
~hreats and accusations. 

lfthe PCs return wit.hall three ingre­
dients before the fourth day, everyone 
will be happy. Everyone, that is, except 
Hezra Blacktooth. If she survived the 
encounter with the PCs at Ewerwell , 
she will be preparing t.o avenge her 
defeat. 

Hezra's Revenge 

Shortly after her defeat at the Kee.p o( 
Ewerwell, Hezra will unveil her 
scrumptious Revenge a la Mode (and 
throw it in Rudwilla's face). If possible. 
Hezra wiU wait one day to rememorize 
spells before attacking Rudwilla's hovel 
(this will also give her half-ore sons 
lime to heal wounds). lf the PCs man­
aged to slay Rezra al E\verwell, her 
sons will set out l-0 conquer Rudwilla's 
hovel immediately, not bothering to 
heal any wounds. 

Hezra thinks sbe can force Rudwilla 
into revealing her secret stew recipe. 
Once the recipe has been divulged, Hezra 
plans to eliminate her old adversary. The 
OM must decide when Hezra and her 
sons reach Rudwilla's hovel; the PCs may 
be waiting for the stew, procuring a meth· 
od of transportation, journeying to the 
bugbear lair, or entertaining the bugbear 
chief when Hezra and her sons finally 
reach the hovel. If the Blacktooth clan 
arrives at the hovel when the PCs are 
present, run combat normally using the 
Slacktooth family's current statistics. 
f-lezra will first cast her monster summ~m· 
ing I spell to summon 2-8 norkers as 
cannon fodder. 

Norkers (2-8): INT average; AL CE; 
AC 3; MV 9; HD l + 2; hp 6; THACO 19; 
IKr 2; Tung 1-6 ~weaponYl-3 (bite); SZ 
S: ML special; XP 35: MC5 (hobgoblin). 
Each norker wields a club but carries no 
treasure. 

Hezra's priorities ru·e to kill the PCs, 
capture Rudwilla, obtain the stew rec­
ipe, and stop any delivery of stew to the 
bugbear lair. Hezra's sons follow t.he 
norkers into baLtle, using t.heir cross· 
bows to fire above the diminutive hu· 
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manoids while Hez1·a stands back and 
casts spells or uses her wand. lf her 
forces are overcome, Hezra will scream 
a barrage of insults before retreating w 
contemplate more subtle pJans for 
revenge. 

If the PCs are not present when Hezra 
attacks, the Blacktooth clan surprises 
Rudwilla and takes control of the hovel. 
Rudwilla is captured with the help of 
Hezra's hold person speU (or by her 
sons, if the huld person spelJ was cast 
already). Cora and Naswig manage t.o 
escape, but Hezra doesn't car~ about 
them anyway. RudwiUa is bc.>\ind and 
unable to cast spells, and he1· wand is 
confiscated (but only ifHezra is 
present). 

When t.he PCs finally return lo the 
hovel, they encounter Cora and Naswig 
hiding behind a nearby bush. Cora 
recounts the recent events to the best. of 
her ability and asks the party to save 
RudwiJla from "the evil witch." 

Hezra has tied Rudwilla's hands to· 
gether, but not her lips. When the party 
returns, Rudwilla is in the midst of 
reciting an impossibly compliwtt'd 
recipe CmainJy gibberish) to her evil 
counterpart, who is scribbling down the 
information as quickly as Rudw11la 
speaks it. 

Having cast her hold persor1 and mon 
ster summoning I spells (and not taking 
time to rememorize them), HeZTa will be 
ill-equipped to face the returning PCs 
on equal te1•ms unless they, too, have 
suffered since their last encounter with 
the Blacktooth clan. With her back to 
the wall, Hezra will fight to the death. 
Even with (what she believes is) 
Rudwilla's secret recipe in her clutches. 
Hezra cannot let. Rudwilla live. Luckily 
for Rudwi!la, Hezra hates the PCs even 
more (especially if they killed any of her 
sons) and will atlack them first. 
If the PCs save Rudwi11a, she rewards 

them with two of the magical potions in 
her chest (see a1·ea B2, chest HS, and 
determine potion types by t•andom roll). 

If Rudwilla is killed before she can 
prepare ihe st.aw, the party can still 
complete its quest. Cora. Rudwilla'R 
timid assistant, confesses to knowing 
the entire recipe. Actually, Bn\ggh wi}I 
find Cora's stew even tastiel' than 
Rudwitla's ever was. 

A Watched Pot 

The adventm·ers ar e free to wntch 
Rudwilla tor Coral prepare the le~end-
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ary stew, using the large cauldron in 
area B2. The task of cooking the stew 
requires sevei·al hours of mixing, stir• 
ring, and cursing. Below is a brief de· 
scription of the last few moments of the 
stew's preparation, which can be read 
aloud lo the players (if Cora is prepar· 
ing the stew. the DM must replace 
Rudwilla's name with hers). 

The iron cauldron bubbles and steams 
as Rudwilla tosses ingredient after 
ingredienl into il.c; gaping maw. Nroc­
ious fumes rise from the broth ond 
twist upward to the chimney hole in 
the ceiling. On t.he cauldron's Up, 
Naswig looks on wit.ha wrinkled nose. 

Rudwilla plunges a huge wooden 
spoon into the pot anrl churns the 
liquid until it becomes as thick and 
molt.en as luvu. As she withdraws the 
spoon, Na.swig slips on the cauldron's 
rim and plunges into t.he bubbling 
sea. With a mu1lled shriek, he hurls 
himself out of the great black pot and 
dances around on the earthen floor, 
the stew bUYning like acid on his 
tender flesh. Oblivious to the 
fremlin's pain, Rudw11la spreads the 
black gretchen moss onto the thick­
ening gruel and watches as the caul­
dron eruJ)tS wiLh writhing tongues of 
black smoke. 

The troll wal'ts are thrown in, 
foUowed by the witchroot, which 
causes the cauldron to shudder and 
belch forlh un odorous plume of 
greenish steam. H.udwilla then cov­
ers the pot with an iron lid, allowing 
only faint wisps of hoL vapor to es­
cape around the tidges. 

Once the stew has had time to sit, 
Rud will a fills three of the smaller caul· 
drons in Lhe room. The cauldrons each 
weigh about 85 lbs. when full . so only 
PCs wit.b 17 Strength or better can 
carry a cauJdron without being encum­
bered (see PH, pages 76·79, for optional 
rules on encumbrance). 

Bruggh ctin do with one cauldron, but 
Rudwilla would prefer to get rid of as 
much stew as possible. R~sourceful PCs 
could rent a wagon in Griffondale; 
thoughtful PCs would have rented such 
a vehicle before beginning the quest.. 
However, the party does not require a 
wagon to transport the stew to the bug­
bear lair so long as there ls someone 
strong enough to carry it. If t.he party 
has no wagon or mu11oleman, a ranger 
or woodsman could rig a ~ravois to help 
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drag the stew. Spells such as reduce ltlw 
opposite of en.large) and Tenser's /1.oatmg 
disc might prove useful, also. The bug· 
bear lair is about 15 miles from Rudwil· 
la's hovel (one day's travel on foot). 

Under Roc kforge (Area D) 

The tall spires of the Rockforge 
Mountains SUJTound you, their rocky 
faces seeming to stare down on your 
party with disdain. Set into the side 
of one mountain is a cave mout h, 30' 
above ground but easily accessible if 
one follows a debris-strewn path ~hat 
clings to the mountainside. 

The Bloodeye bugbear tribe has lived 
in the caves under Rockforge for several 
years. Although their tribe has dwin­
dled in numbers over the last decade, 
they are still feared by the people of 
Mulcrow. Their chieftain, Bruggh, lost. 
his taste for blood long ago. Naturally, 
be has concealed this behind glorified 
lies {"I see nothin' worth gainin' by 
pillagin' dem humans no more. Oat. 
ain't no challenge!"). Bruggh is quite 
content. to leave Mulc1·ow in peace but. 
likes it when the humans pay homage 
to him once each year on his birthday. 
Bugbear cuisine leaves much to be 
desired, and Bruggh looks forward to 
Rudwilla's stew this time every year. 

The Bloodeye bugbears have not be· 
come pacifists in the passing years. They 
still continue to raid lands to the east, 
although these raids are mostly symbolic 
(no territory is claimed, no slaves taken). 
Only Bruggh's iron hand keeps the 
young, fierce hunters of his tribe out of 
Mulcrow. But that could change if 
Bruggh's shaman, Ci·ud, gets his way. 

The bugbew· shaman is the party's 
antagonist. in this encounter. He sees 
the Bloodeye tribe in a terrible state of 
decay and strongly believes that war 
with Mulcrow is necessary to fi1·e the 
tribe's spirit and please the gods of the 
bugbear pantheon. Crud knows that 
Bruggh has turned soft. When the party 
arrives with the stewpot, Crud will puttr 
a flask of'l'ype J poison (onset 14 min­
utes, Death/20) into it while the stew i:1 
reheating in the tribal kitchen (area 
D6l If the PCs decided to bring more 
than one pot Cas Rudwilla offhandedly 
suggested), Crud will have only enough 
poison to pour into one of them ("Grrrr! 
Dey never bring more den one pot. be· 
fore!''). He will scratch an "X" ont.o the 
lid of the poisoned pot lo ensure Bruggh 

eats from the right one. 
Crud knows he cannot kill Bruggh by 

poisoning him (Bruggh has his own foorl 
taster), but he hopes to implicate the 
PCs as "assassins sent from dat 
stinkin', good-for-nothio' Duke uh 
Mulcrow." However, Crud has never 
been particularly subtle, and PCs who 
keep a close eye on him may uncover 
his scheme (particul.at·ly if they follow 
him into the kitchen. listen to his rant­
ings about "da humans'' and thei1· 
crimes. or notice his shifty looks>. 

The caves under Rock.forge are naLU· 
l'a) formations and vary in height. and 
depth. Only areas D5, 06, and 08 are 
illuminated by artificial light sources. 
All other areas are dark. 

D 1. Entrance Cave. 

Several rough stone columns l'ise to 
support. the ceiling of this dark, 20'­
high natural cave, probably formed 
by lava flow hundreds of years ago. 
The cave appears to be unoccupied. 

The tunnel to area D2 will noL be n~ 
ticed immediately; the party must. enter 
the cave t.o find it. Although the cave is 
indeed unoccupied, the skeletal remams 
of a foolhardv thief lie in the southeastern 
tunnel (a de~d end\. The thief wears the 
tattered remnants of leather armor and 
carries a broken short sword and a dagger 
of throUJ1ng + 1. 

D2. Fungi Cave. 

The ceiling of this large cave is only 
t (l' high, and growing atop folU' piles 
of dung on the floor are several 
patches of mushrooms and other 
species of fungi. The fungi look 
harmless enough. 

The fungi gardens in this chamber 
have been grown from bugbear dung by 
the bugbear chef, Louis. H e personally 
likes mushrooms and cooks with them 
often, much to Bruggh's disgust. 

Growing on the ceiling in the north· 
west corner of the cave is a single 
shrieker. This shrieker emits its siren 
wail whenever it detects light within 
30' or movement within 10'. Anyone 
moving directly from one exit to the 
other without a light source will not 
trigger the shrieker (this is bow the 
bugbears cross the cave and avoid the 
hellish racket). If the shrieker wails, all 
the bugbears in the lair will be alerted 



and cannol be surprised. None wiU 
come to investigate. however, because 
they are all too drunk. 

Shrieker: INT non; AL N; AC 7; MV 
l; HD 2; hp 8: THACO 19; KAT 0; Dmg 
nil: SD noise; SZ S C3' tall); ML 12; XP 
65; MM/120 (fungus). This shrieker is a 
smaller, immature variety specially 
cultivated by the bugbeat·s. 

03. The Chasm Bridge. 

Cutting across this large, 30'-high 
cave is a deep. natuTally formed 
chasm approximately 20' wide. 
Spanning the chasm is an arched 
bridge made of bones, skulls and 
t·ocks mortared together with hard­
ened clay. On the far side of the 
bridge stand five figures . Two of 
the figures stand 7 ' tall, with point­
ed ears and matted fur. The other 
three shapes ru·e equally tall but 
much more fearsome. They appear 
to be the s keletons of bugbears who 
fell in battle years ago. AU five 
figures clutch battle axes and glare 
menacingly across the chasm. 

This is the party's first encounter with 
the Bloodeye bugbears. The two bug­
bear guards stationed here are sober. 
Having disobeyed Bn1ggh in the past, 
they wore not entitled to partake in 
their chieftain's birthday festivities. 
They have been consigned lo guai·d this 
chamber with three bugbear skeletons. 
The skeletons were animated months 
ago by Crud and are not known for their 
conversation. 

Kull and Garg, bugbears: INT low: 
AL CE; AC 5 (10 unarm01·edl; MV 9; HD 
3+ l; hp 16, 15; THACO 17: I/Kr l; Dmg 
2·8 or by weapon type ( ld8 + 2 with 
baltle axe): SA + 2 to damage, -3 to 
opponents' surprise rolts; SZ L; ML 13; 
XP 120; MM/32. Most of the bugbears in 
this cave complex share t.he above sta­
tistics, These two bugbears each carry 
1·6 gp and 2-12 sp. 

Bugbear skeletons (3): INT non; AL 
N; AC 6: MV 12; HD 3; hp 12, 10 C x 2): 
THACO 17: #Kr l; Dmg 1·6 or 1-8 Cbat­
lle axe}; SD edged and piercing weapons 
inflict. ha.If damage; immune to 6leep, 
charm, hold. and similar spells; SZ L: 
ML special; XP 120: MM/315 <skeleton. 
monster, variant). Despite t.hefr formi­
dable size, these mindless guards are 
turned as normal skeletons. 
'rhe bugbear sent.Ties have been 

worned lo expect strange visitors 

bearing gifts. However, their chaotic 
evil nature often gets the better of 
them. When they see the party. no 
maLter what the PCs say, they will 
order the three bugbear skeletons to 
attack. If the party manages to dis· 
pose of the skeletons, the bugbears 
will allow the PCs to pass safely into 
area 04. The guards will take the 
stew to their leader themselves if the 
PCs are destroyed. If the stew is lost 
or spilled, both Kull and Gai·g will 
probably lose their heads or, at the 
very least, their tribal standing. 

The chasm bridge, despite its precar­
io\is construction, is safe. The chasm 
is 20' deep, and anyone falling into it 
suffers 2-12 hp damage. Those who 
fight the skeletons on the bridge are 
knocked off whenever a skeleton rolls 
4 higher than the minimum needed to 
hit (the same goes for PCs hitting 
skeletons). PCs are entitled to Dexter· 
ity checks to tegain lheir balance but 
Ruffer a +4 initiative penalty t.he 
following round. 

04. Old Troll Cave. 

This huge. 20'-high cave has an un­
even floor. The eastern exit is nearly 
10' lower than the north entrance, 
and several niches mark the walls 
and floor. A few stalactites cling to 
Lhe ceiling. A nauseating stench fills 
the cave, left by creatures much 
more foul than bugbears. 

This cave once housed fow· trnlls that 
had allied themselves with Bruggh's 
tribe. Eventually, the bugbears tired of 
lhe trolls' stench, lack of humor, and 
glt1ttonous eating habits and sold the 
foursome as slaves to the drow. In re­
turn, Bruggh received a few odd trea­
sw·es and several casks of exceptional 
drow wine. 

Adventurers exploring the cave will 
find a few dried lumps of troll dung, 
some gnawed human and demihuman 
bones. and a small cesspool filled with 
bugbear waste. There is little el~e of 
interest. 

05. Dining Cave. PCs approaching 
this cave hear the voices of several 
laughing and boasting bugbears. Most 
of the bugbears are in this cave when 
the party arrives, using Bruggh's birth­
day as an excuse to make fools of 
themselves. 
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Occupying the middle of this huge, 
25'-high cavern is a massive stone 
table carved from ihe rock, Sev0ral 
sliced-oil' stalagmites surround thu 
table and serve as stools. Strewn 
atop the table are the spoils of man.y 
grent hunts, as well as several k.e~ 
and other oddities "borrowed" from 
caravans. A host of laughing bug· 
hen rs fills the room. They are brag­
ging lo ooe another and reveling in 
each other's foolish behavior. Most of 
them are drinking excessh•ely. Some 
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are staggering around the cave, 
hopelessly inebriated. 

At the far end of the table sits an 
impossibly fat bugbear with a boom­
ing voice and hulking manner. He is 
dr inking from a keg, enjoying the 
festivities immensely. He puts down 
the keg and, like thunder, his belch 
resonates throughout ihe cavern. 

The cave is illuminated by an un­
known light source on ihe ceiling. 
The light is obscured by many stalac­
tites and casts long. jagged shadows 
on the bugbear's dining hall. 

This dining cave is illuminated by one 
of Crud's continual light spells. Whether 
or not the PCs were heard entering the 
lair (lhanks to the sh1·ieker in area 02), 
I.hey will be seen the moment they enter 
thjs cavern. 

The dining hall is ctu-rently occupied 
by Bruggh, his hideous wife Narla. the 
shaman Crud, tbe bugbear champion 
Ool, 18 male bugbears. and nine female 
bugbears. OnJy Narla and Crud are 
sober when the PCs arrive, but most of 
the bugbears are still coherent. 

Bruggb, bugbear chieftain: INT aver­
age; AL CE; AC 3; MV 6 (due to size): 
HD 4: hp 29; THACO 17 (currently 21 
due to drunkenness); #Kr l; Dmg 
ld10+4 (with axe); SA +4 on damage: 
SZ L: ML 13; XP 175; MM/32; plate 
mail. two-handed battle axe. key to lhe 
chest in area D9 (around neck), necklace 
of human leg bones, belt of skulls, 
pouch containing five 50-gp gems. 

Narla, chieftain's wife: INT average: 
AL CE; AC 7; MV 9; HD l+l; hp 9; 
THACO 19: I/Kr 1; Dmg 1-8 (with 
sword); SZ M (6~'2' tall}; ML 12; XP 35, 
MM/32; studded leather armor, long 
sword. 

Narla fights like a hobgoblin but has 
as much respect. in the tribe as Bruggh 
himself. She is fanaticaJly loyal to her 
husband and does not tolerat~ any dis· 
sention in the tribe's ranks. 

Cru d, bugbear shaman: INT average; 
AL CE; AC 5; MV 9; HD 3 + l C5t.h-level 
shaman>; hp 20; THACO 17; I/AT l; Dmg 
2-8 or by spell; SA +2 damage bonus, 
sw•prise; SZ L; ML 12; XP 650; MM/lJ2; 
chain mail, morning star, flask of Type 
J poison (ingested, onset 1-4 minutes, 
Death/20l. Spells: cause fear. cause Light 
wounds, darkness; produce flame ( x 2), 
warp wood; animaU! dead. 

Crud's skin is crusty and hard, and he 
has lost large clumps of fur due to a 
dermatological disorder not uncommon 
among bugbears. He is a shaman of 
Hruggek (see Monster Mytholoc.v. page!'\ 
12, 13, and 62 for details). 

Ool, bugbear champion: INT low: AL 
CE; AC 4; MV 9; HD 4; hp 22: THACO 
17 (21 currently); #AT 1; Dmg ld10+3 
(with axe); SA +3 damage bonus, Sllr­

prise; SZ L; ML 14; XP 175; MM/32; 
blood-encrusted banded majJ, two· 
handed battle axe, 24 gp. 

Ool obeys only Bruggh. When per­
forming his function as executioner, he 
wears a frightening black hood with 
holes cut out for his eyes and big ears. 

Bugb ear males <18): THACO 21 kur-



renlly drnnk; normally 17); hp 20 Ix 2). 
t9 ( x 3), 17 ( x 3), 16 ( x 4). 15 ( x 4), 12 
l x 2J; other stsUstics as given in area 
03; each carries 2-12 gp and 3-18 sp. 

Bugbear females (9): THACO 23 
(currently drunk; normally 17); hp 7 
C x 2), 6 ( x 3), 5 ( x 4); other statistics 
identical to Narla; each armed with a 
shorl sword. Female bugbears attack 
only in self-defense or t.o protect Lheir 
children in area D8. 

When Bruggh spots the PCs, he wel­
comes them into the cavern while the 
other bugbeai·s look on with hungry 
b'l'ins or gazes of disgust. If the PCs 
arrive late with the stew, Bruggb sim­
ply says, "Bout time you showed up!" 
The PCs will not be devoured unless 
they do something foolish. If the PCs 
offer Rudwilla's stew to Bruggh in a 
suitably diplomatic manner, the bug· 
bear chief orders one or more of the 
fi::maJes to take the stew to the kit.chen 
(urea D6l for reheating. 

During this initial confrontation, 
Crud remains at Bruggh's side, gazing 
st the PCs with disapproval and voicing 
his concerns to the chieftain. "Da hu­
mans are liars and can't be trusted," he 
whispers to Bruggh. Shifting his gaze to 
the PCs, Crud says, "Da duke is weak. 
!le t.e11 dese SCllmballs to make friends, 
Dn duke afraid we crush him some day." 
Pointing accusingly at the party, be · 
says, "Oh great Bruggh, dese humans 
crash ow· party! Dey come here wit' bad 
stew and weapons to slay you! Dey t ink 
you stupid and slow!" 

Despite Crud's feelings, the hungt"y 
chieftain commands that the stew ba 
reheated. The shaman, dissatisfied with 
Bruggh's order, follows t.he females into 
the kitchen and waits for a chance to 
poison the stew. He then scratches an 
"X" into t.he lid of the poisoned caul· 
dron {if there i.s more than one). Anyone 
who suspects Crud's tampering can 
olways switch the lids Inter. 
If Bruggh's food taster, Iggy Cbp 13l, 

is slain by the poisoned stew, Bruggh 
orders the PCs seized and held under 
guard until they are given a chance to 
speak in lhe1r own defense. The OM is 
encoW'aged to role·play the bugbears 
with a double edge. On one hand they 
are comic relief, but they also have 
the capacity to annihilate the party 
with their superior numbers and 
;;trength. Unlike the other encounters 
of this adventure, t.his encounter is 
meant to test the PCs' diplomatic 
skills, not their combat ability Cal· 

though the possibility for combat cer­
tainly exists). The PCs have one thing 
111 their favor. The bugbears have 
spent the last several days celebrating 
Bruggh's birthday. Drunk bugbears 
have +2 initiative modifiers and at­
tack al - 4. 

The PCs. accused by Crud of conspir· 
ing to murder Bruggb, must prove their 
innocence or fall beneath the bugbear 
champion's axe. lf the PCs claim to be 
innocent pawns. Bruggh drunkenly 
professes that "lgnorince ain't no ex­
cuse!" The PCs could be in serious trou 
hie unless they identify the real culprit. 

Ci·ud's ill feelings toward humans are 
readily appru·ent, and he is the only 
bugbear wily enough (and sober enough) 
to commit such a frame-up. If any PC 
points the finger at Crud, the bugbear 
shaman stomps up and down, shouting 
"Ya' stink.in. liar! fll nock offyer head 
for sayin' dat!" If the PCs can convince 
Bruggh that Crud poisoned the stew (by 
finding the poison flask in Crud's pos· 
session, for instance), Bruggh smiles 
broadly. He has never liked the shaman 
much, and poisoning is not considered 
"'da bugberu· way:• lf Crud thinks the 
PCs are on to him, he hides the poison 
flask in the kitchen in an effort to shift 
the blame toward the bugbear chef, 
Louis (see area 06). 

If Crud is caught and convicted, 
Bruggh banishes the shaman from the 
Bloodeye tribe "for ever an' a day." 
Crud, seeing no recourse for this hu­
miliation. attacks the party viciously. 
The PCs will not be assisted or hin· 
dered by any of the other bugbears 
and are free to dispatch Crud as they 
see fit IBruggb and the others are too 
drunk to do anything but cheer and 
place bets anyway). 

lf Lhe stew is poisoned and the PCs 
brought only one cauldron, Bruggh 
orders them to return to Rudwilla's 
hovel and fetch another batch {the 
party could meet the Blacktooth clan 
on their return to the hovel). If the 
PCs thoughtfully brought extra stew 
with them, Bruggh appoints one of the 
PCs to taste the stew, as a sign of good 
faith. Then t.he drunken bugbears 
watch with anticipation as Bruggh 
himself samples the witch's dish. Af· 
ter slurping up at least half the stew, 
Bruggh tells the PCs that he will re­
main "at peace with da duke" for 
another year. After thia, the PCs are 
free to leave whenever they choose. 
Those who remain will be heckled, 
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shoved, and insulted by drunken bug. 
bears until they leave. 

Strewn across the dining table's sur­
face are several battered flagons, half­
devoured animal carcasses, and casks of 
cheap ale stolen from the east. There is 
little worth taking in this cavern . 

D6. Kitch.en. 

Various putrid odors emanate from 
this 15'-bigh cave. A blazing pYJ·e 
illuminates the area. and suspended 
above the flames is a boar carcass 
on an iron spit. A decrepit-looking 
bugbeSJ· with singed fur is turning 
the cru·cass and grumbling some· 
thing under his breath. ll.e snarls 
when he sees you. 

The bugberu: chef, Louis, hates 
Rudwilla and anyone sent on her be­
half. For years, her secret stew recipe 
ha.s won Bruggh's heart, while Louis 
has struggled to please the chieftain 
with his own culinary delights. Al· 
though he has a motive for wanting to 
poison Rudwilla's stew. he hasn't got 
the gumption to actually perform the 
deed. lf he sees Crud poison Lhe stew, 
however, he will say nothing. Any PC 
entering this kitchen wilJ be threatened 
by Louis and his huge meat cleaver 
(treat as a battle axe). 

Louis, bugbear chef: hp 14; Omg 1-8 
(with cleaver); other statistics as given 
inarea 03. 

Louis is not drunk and suffers no 
initiative or attac.k penalties. He pro· 
nounces his name "Lou-ee,'' not "Lou­
iss." H e denies any accusations that he 
tried to kill Bruggh. although the insid· 
ious shaman might try pressuring or 
threatening Louis into admitting guilt 
for the deed. 

Piled in the corners of this cave are 
the following foodstuffs: three human 
corpses (adventurers from the east), a 
rot.ling bale of wheat. a crate of lhree 
harpy eggs, a manticore carcass, two 
barrels of pickled fish, seve1·al heaps of 
dry rations, three sacks of spice (worth 
20 gp each), three tuns of cider, 10 sacks 
of grain. two stag carcasses, a subterra­
nean lizard carcass, nine norker car­
casses (most of them rotting and 
smelly), and five hunels of cheap ale 
(worth 2 gp each). 
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D7. Great Cavern. 

This immense hollow cavern is dis­
cernably colder than the rest of the 
bugbear lair. The floor is uneven, and 
beds of straw a.re scattered along the 
walls and in the various niches. The 
roof ranges in height from 20' to 30', 
and stalactites line the ceiling like 
rnws of teeth. 

All members of the Bloodeye tribe, 
with the exception of Bruggh and 
Narla, sleep in this cavern. Each bed of 
straw belongs to a particular bugbear 
family or individual. Crud and Ool each 
have their own beds. The bugbears are 
too untrusting of each other to keep 
treasure lying around in here. 

DS. Dead End Cave. Adventurers 
approaching this area of the bugbear 
lafr hear the shrieks and laughter of the 
bugbear children. 

The great cavern begins lo narrow as 
it sinks deeper into the earth. Ahead, 
you see a cavern illuminated by an 
unidentifiable light source on the 
ceiling. Playing in the cavern are a 
horde of bugbear children. They are 
pulling on each other's fur, scream­
ing in each other's ears, and gener­
ally being a nuisance. Supervising 
the children are several female aduJt 
bugbears who look like they'd rather 
be somewhere else. 

Eight female bugbears and 19 bug­
bear children occupy this dead-end 
cavern, which is illuminated by a con­
tinual Light spell cast on the ceiling. The 
females will fight viciously to defend 
the young, yet the children are old 
enough to defend themselves (and will if 
attacked). 

Bugbear females (8): hp 8, 7 ( x 2), 6 
{ x 4), 5; other statistics as given in area 
D5. These females are not drunk and 
suffer no initiative or attack penalties. 
They wield clubs. 

Bugbear children (19): int low; AL 
CE; AC 10; MV 9; HD 1'2; hp 4 ( >< 5), 3 
( x 6), 2 ( x 5), 1 ( x3); THACO 20; NAT l; 
Dmg 1-2 (bite); SZ S-M (3'-5' tall); ML 
10; XP 7; MM/32. Some of the children 
carry simple wooden toys but. no 
treasw·e. 
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D9. Chieftain's Cave. 

A large bed of straw occupies the 
eastern niche of this dark, 15'-high 
cave. Skulls have been placed into 
smaJJer niches along the cave's walls, 
as if to signify a place of some impor­
tance or reverence. 

This cave belongs to Bruggh and 
Narla. Thrown atop their bed of straw 
are several animal skins, but their 
treasure is hidden in the western niche 
of the cave. Bruggh's treasure hoard 
consists of the following items: two 
casks of drow wine (25 gp; anyone 
drinking the liquid must save vs. spells 
or suffer hallucinations for 2-12 turns, 
similar in effect to a confusion spel1); a 
2'-tall crystal decanter (100 gp); a sack 
containing eight beaten silver mugs (4 
gp each); a duergar·made hand axe + 1; 
a medium shield + 1; and an iron chest 
(weight 75 lbs). 

The iron chest is locked, and Bruggh 
carries the only key. The lock may be 
picked normally by a thief. Inside the 
chest are 143 gp, 275 sp, 1,332 cp, three 
pieces of cheap drow jewelry (40 gp, 15 
gp ( x 2)), four lumps of smoky quartz (6 
gp each), and a pouch containing 24 
plain gold rings (2 gp each) and a ring of 
jumping. 

DlO. Exit Tunnel. A large boulder 
seals off this 10'-high, 61-wide tunnel. A 
combined Strength of 40 is required to 
move the boulder. The tunnel either 
ascends to the outside world or descends 
to the Underdark (DM's determination). 
Uthe DM wishes to enlarge his cam­
paign to include further underground 
advent.w·ing, this tunnel can be used as 
the entrance to ancient duergar ruins 
(which the bugbears occasionally ex­
plore) or the secret outposts of the drow 
and svfrfneblin. 

Concluding the Adventure 

Once the stew is delivered and Bruggh 
is satisfied, the party may return to 
Rudwilla's hovel or go directly lo Grif­
fondale to receive payment for success­
fully completing the quest. Jelmark is 
not vigilant enough to con.firm the PCs' 
success and will take their word for it 
(the sooner he brings Duke Grenwald 
the good news, the better). If he finds 
out that the PCs have deceived him, he 
will use all available resources to have 
them brought to justice (the penalty for 
betraying an officer of the duke is im-

prisonment and a stiff frne). He may 
even hire a bounty hunter to track the 
party down. 

The party should receive 1,500 XP 
t.otal for successfully completing the 
quest, half this amount if they did not 
retrieve all three ingredients in time 
(experience points should be divided 
equally among the party members, 
including any hirelings and henchmen). 
Additional experience points may be 
awarded for good role-playing <particu­
larly in the bugbear lairJ. PCs who 
displayed keen diplomatic skills with 
the bugbears might receive 150-300 
bonus XP, while those who managed to 
obtain the stew ingredients without. 
annihilating Hezra's brood should re· 
ceive a similar amount. 

If adversaries such as Hezra Black­
tooth and Crud the shaman survive. 
they will undoubtedly return to trouble 
the PCs in Lhe future (they might even 
combine their resources to eliminate a 
common enemy). 

Having e"-plored the Keep of 
EwerweU, the PCs may wish to claim it 
as their new base of operations. lf the 
PCs were successful in averting war 
with the bugbears, Jelmark (as the tax 
collector for the region) will gladJy draw 
up a deed for the abandoned keep if 
they so desire. Of course, he will d~ 
mand that t.hey pay purchase tax on the 
land, amounting to one-quarter of their 
reward earnings (250 gp). Additional 
laxes will be requested every six 
months thereafter. Ewerwell is quite 
secluded and prone to attack by human­
oids (norkers are particularly trouble· 
some). In the end, PCs will probably 
find it too hazardous or costly to stay 
there for long. 

A.£ for Rudwilla, she will continue 
making her stew for as long as she 
remembers the recipe. lf the part.y re­
trieved the ingredients in due time and 
performed their task with exceptional 
panache, Rudwilla might call on the 
PCs to do all her shopping. Despite this 
tantalizing offer, the adventuresome 
PCs will undoubtedJy find better ways 
to earn a living. 

When the PCs are more experienced, 
they could be hired by the Duke of 
Mulcrow to eliminate the bugbear 
threat in the mountains. A mission to 
dispose of Bruggh and his tribe could 
lead to the discovery of the secret tun­
nel into the Underdark (area DlO) and 
many more adventures. Q 
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reasonable-between 5 gp and 1,000 
gp-and I.he stones large and of good 
wo1•kmanship. Kephac twists his 
heavily waxed moustache and fawns 
over you as you peruse the selection. 

Kephac is a notorious confidence mnn 
rrnm Calimshan, and may he recognized 
hy people who have visiled Lhat great 
city recently. 

Kephac: AL NE; AC 7; MV 12: F21 
WS (illusionist. dual classed I; hp 25; 
THACO 19; #AT l or 2: Om~ by spell or 
weapon Lype; S 15, D 17, C 14, I 17, W 
14. Ch 16; ML 14; XP 975. Kephac car· 
ril'S two daggers, which he uses in com· 
but if he can't get his scimitar from the 
second wagon. He has memorized color 
.~pruy, defe('l magic, light, phantasmal 
fon:e, Nyi;tul's magical aura; alter .'iel{. 
fwls' gold. ma~ic mouth, dairaudil.!llL'I!. 
phantom steed. 

In a small inside pocket ofhfa robes, 
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K~phnc conceals live white pearls worLh 
100 gp each. u:;eful for ide11lifv spells. A 
la1•ge leather pouch on his b1tlt holds 
150 cp, to use when he casts a fools' 
gold spell. His wa!,'"On holds a locked 
chest. which contains his Rpell book. 
That Lome contains a tl the spells he has 
memorized plus t·oritrip. identi/Y. i;pclflk, 
ventnloquism; b111d. shalter. L<'nrnund'.~ 
tmv hill, and lringues. 

'fhe PCs might t·ealize thot the mer 
chants are dishonest befol'e I hey buy 
anything. A successful weaponsmilhing 
check can detel1. flaws in swords. a gem· 
cutting check can spot false g<-ms, an 
arti;:;t ic abilitv check can sm<>ke out 
forged maste;·pieces. When in doubt, 
give the PC a percentage chance equal 
to his lntelligence to detect something 
amiss. Of cow·se, a player must state he 
is using the relevant skill, or voice his 
misgivings about the items' quality. 

If the party moves away to discuss 
their suspicions of the merchants. they 
will be "ovel'heard" by Kephac, who has 
compensated for a slight hearing loss by 

The Denver Gamers Association, inc. 
Presents 

ALL THINGS NICE 

learning to read lips tNWP score = 151. 
Ir lhe traders learn nf the PCs' mistrust, 
and the PCs don't seem ove1·whelmingly 
strong, Leishan may attempt to elimi· 
nate them. 

The second wagon holds a disassembled 
sheller. fodder for Lhe horses, 1.;upplies. 
and provisions. Leishan's scimital', staff, 
and mancatcber are here, along with 
Treblun's chain mail and shield, Kephac's 
sc:imitlll'. and Clavius's long sword. In a 
secret. compartment tmder a slack of 
blankNs are eight 6·1b. bars of lead paint· 
ed with l(old <value 1 gp eachJ, a glass vial 
holdin~ scveraJ d<rt,en authentic-looking 
glass gems, and a triple·locke<l strongbox 
holding- 490 gp and 114 pp. 

The PCs may ncve1· suspect that the 
merchants are anything but. honest. If 
the adventurers discover later !.hat they 
bought. shoddy goods, they are out of 
luck-Leishan and company left quickly. 
Local officials a1·c too busy to 1·espond 
seriously to the PCs' complaints. so the 
PCs must take matters into their own 
hands. Q 

X'J) 
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The Case of the Helpful Seer 

BY J. BRADLEY SCHELL 

Artwork by Koren l. Wann 

"Gritzel's Guidance" is an AD&D® game mini-adventure for one DM and one 
player. It is best suited to a 9th· or higher-level wanior or priest character who has 
created a stronghold: a castle, temple, or guild house. Several characters of lower 
level may also play this adventure. 

Adventure Background 

This adventure begins with the arrival of a strange person at. the PC's stronghold. 
Gritzel claims to be a seer and requests an audience with the PC, stating that he 
has important news. If he is refused an audience, Gritzel waits patiently in his 
wagon. located just outside the gates of the PC's stronghold. Once Gritzel gets his 
audience, read the following: 

You have spent most of the day in discussion and judgment. of trivial facts and 
figures, and so are eagerly looking forward to a short dinner and a long night's 
rest. However, your seneschal reminds you that you have one more appointment. 
Waving away yout annoyance, you call for the last visitor of the day. 

In all your experience you have n ever seen such a great mass in such a small 
area. This round man waddles up to you on short, thick legs like tree trunks, 

compressed by the great weight they 
carry. His clothing is made of the fin­
est silk and cloth, perfectly tailored for 
his body. ~sturing for youi- indul­
gence, he reaches into his pouch and 
pulls out a foldfog stool from an impos­
sibly small opening. Aft.er making a 
great show of sitting down, the man 
finally gets around to speaking. 

"Many thanks for seeing me, 
M'lord," his high voice pipes. "As I'm 
sure that you are an extremely busy 
person, I shan't keep you long. I have 
a proposition for your consideration. 
You see, I am Gritzel the seer. Most 
lately, I have been visited by a num­
ber of great and horrific visions in­
volving both yourself and this 
delightful stronghold. 

" I have come to warn you of these 
events so that you may prepare for 
them. But as you can see:' he ges­
tures to hls huge form with a wave of 
his swollen hand, "I have certain 
physical needs. Therefore, l cannot 
give such information and guidance 
solely from the generosity of my 
heart. But. if you would be willing to 
take me into your employ until the 
danger is over, then surely we would 
both profit. from the experience. 

"That is my proposal lo you. I will 
now retire to my wagon, where I will 
await your response." 

Gritzel struggles to bis feet. packs 
up his stool, and tw-ns to leave. Just 
as he is reaching the exit, he turns 
around and says, "Because I am so 
kind-hearted, I will give this to you 
for free." His face goes slack, and his 
eyes roll back in his head. In a deep, 
unworldly voice, Gritzel booms, "Be­
ware of equines, for t.hey are false?' 
Without further words, the fat. man 
walks out. 

For the DUNGEON MASTER"' 

Not surprisingly, Gritzel is not the seer he 
purports to be. He is actually an accom­
plished dual-dass illusionist/thief. He uses 
bis magic to con wealthy people into pay­
ing him for wnrn.in::;s of events for which 
be and his illusions are responsible. 

Gritzel normally charges 50-100 gp a 
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day for 2-3 weeks of his services. Both 
the cost and the time are subject to 
change according to the circumstances. 
For example, if his employer seems 
exceptionally wealthy and gullible, 
Gritzel will charge 100 gp a day and 
stick. around for as long as possible. 
However, if the employer seems suspi· 
cious or miserly, Gritzel will charge the 
minimum and stick around for only a 
short while. It is up to t.he DM to make 
such decisions, but remember that Grit­
zel is skiUed in these matters and is 
unlikely lo make many misjudgments. 

In addition to the gold, Gritzel expects 
the PC to provjde all of his food and 
drink. Gritzel sleeps in his wagon but 
spends most of the rest of his time wan­
dering around the stronghold. He does 
this because total familiarity with the 
stronghold is required for his illusions 
to be successful. 
If the PC decides to reject his offet·, 

Gritzel shrugs bis shoulders, wishes the 
PC "Good Luck. You'll need it:• and 
leaves. Once bis wagon is out of sight of 
che stronghold, Gritzel hides it in tbe 
first convenient spot, leaving behind bis 
homonculous as guard (see "Gritzel's 
Wagon''), and sneaks back inuisibly. He 
then implements his "giant scheme" 
(see "Gritzel's Illusions") in revenge for 
his rejection. Wben the illusion has run 
its course, he leaves the area, never to 
return. 

Gritzel: AL LE; AC 2; MV 9 (obese); 
T4/l14; hp 45; THACO 16; IAT 1; Dmg 
by spell or weapon type; S 9, D 18, C 15, 
118, W 11, Ch 14; ML 14; XP 8,000. 

Spells: audible glamor. color spray, 
phantasmal force ( x 2), wall of fog; alter 
self, darkness 15' radius, improued 
phantasmal force ( x 2), invisibility; 
clairuoyance, in{ravision. phantom steed, 
spectral force ( x 2); emotion, improued 
inuisibility ( x 2), phantasmal kiUer; 
aduanced illusiori, demi-shadow mon­
.~ters, seeming, shadow door; mirage 
arcana, mislead; prismatic spray. 

Gritzel carries or wears a dagger + 2, 
a wand of illusion (31 charges), a bag of 
holding (500-lh. capacity), bracers of 
defense AC 6, and a ring of mind shield­
ing. His lhief skills are PP 45%, OL 
37%, FT 35%, MS 33%, HS 25%, HN 
15%, CW 80%, RL 30%, backstab x 2. 

In his bag of holding, Gritzel typically 

carries a set of thieves' picks and tools, 
a camp stool, a wineskin full of expen· 
sive wine (worth 25 gp), a change of 
clothing, 750 gp, and four gems worth 
500 gp each. Overall, he ptesents the 
image of a dandified, nonaggressive, 
somewhat dull, overweight, middle-aged 
man. 

In teality, Gritzel is a scheming con­
artist who uses his size to appear guile­
less. A thief by choice and an illusionist. 
by trade, Gritzel enjoys traveling 
around the countryside in his wagons. 
So successful is his act that most times 
his victims do not even know that 
they've been duped. He enjoys his act so 
much that he is unwilling to give it up, 
even though he has more than enough 
money and power to settle down and 
establish his own stronghold. 

He has practiced his current persona, 
that of "the helpful seer:• for many 
yeal's and so is very comfortable with 
the role. His skill with the three illu· 
sions that power his schemes is so 
advanced that it is very difficult to 
detect them as unreal. He has also prac­
ticed the theatrics of "visions." The 
unworldly voice and the weird face are 
all part of the act that gives his words 
credence. 

In spite of his mild appearance and 
great girth, Gritzel can be a formidable 
opponent in battle. Using his spells for 
misdirection, he seeks to place himself 
in a position to control the scope of the 
conflict without exposing himself. His 
thief skills serve as a fallback in case 
his magic fails him. If combat seems to 
be going against him, he will flee or 
surrender rather than lose his life. Only 
as a last resort will he use his most 
direct combat spells, such as color spray 
and prismatic spray. 

G.ritzel's Wagon 

Gritzel's current home and base of oper­
ations is his wagon, pulled by a pair of 
strong draft horses named Desini and 
Wenzen. The wagon is 7' wide and 12' 
long. A wooden structure, much like a 
small hut, sits on the wagon bed. The 
cabin has two doors, one behind the 
driver's seat and another in the rear of 
the cart. There are no windows or open· 
ings of any kind apparent from the 

outside. Each of I.he doors is wizard 
locked at the 14th level of ability. There 
actually are two windows, one on each 
side of the cabin, but they are covered 
with an illusionary wall spell. 

Gritzel bas taken extensive care to 
protect his wagon from magical scrying. 
'lb this end, be used a ring of three wish­
es to create a permanent false uision 
spell centered on his wagon. Anyone 
attempting t-0 scry the area in any fash· 
ion will see only blackness, as though 
the inside of the wagon were swathed in 
a darkness 15' radius spell. 

The inside of the cabin is decorated in 
a Spartan manner. A short, broad bunk 
folds up against the wall when not in 
use. A comfortable chair faces a table 
that folds up from the wall when the 
bunk is stowed away. The far wall is 
taken up by closet space. These wizard 
locked cabinets contain 10 matched 
outfits., cooking supplies, extta horse 
gear, and several blankets. 

The entire floor of the cabinets is 
actually a false bottom. Within this 
secret compartment, Gritzel has cast a 
permanent illusion of six large spiders' 
nests. Underneath the illusion are extra 
spell components, 1,500 pp, and his 
spell books, which in addition to the 
spells he has memorized also contain 
the following spells: detect magic, mend· 
ing, Nystul's magical aura, read magic, 
mirror image, wizard lock, clairaudi· 
ence, delude, illusionary wall, uacancy, 
wizard eye, summon shad.ow, permanent 
illusion, sequester. 

An open cage, similar to a bird cage, 
hangs from the ceiling. This is where 
Migueli, Gritzel's homonculous, normal· 
ly perches. 

Migueli, homonculous: INT 18; AL 
LE; AC 6; MV 6, fly 18 CB); HD 2; hp 13; 
THACO 19; KAT l; Dmg 1-3; SA bite 
causes sleep; SD save as creator; SZ T 
(18" l; ML 14; XP 270; MM/192; ring of 
iriuisibility. 

Gritzel created Migueli when the 
wizard found that his magic, although 
great, does not solve the problem of 
having to be two places at once. Migueli 
never enters into combat except at his 
master's explicit command. Then he 
uses his ring and quickness to attack 
unseen and wit.h great effectiveness. 

The homonculous primarily serve's as 
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Grit.zers spy. Using his ring, Migueli 
wanders undetected through the strong­
hold of Gritzel's current victim. Becaµse 
of Lhe lei epat h ic link between t.he two, 
Gritzel is able to listen in on all of the 
discussions about him. Th\ts, unless 
special care is taken. Grit.zel is always 
aware of any suspicions or plots against 
him. 

Gritzel's Jllusions 

Gritzel has pe1·fected three schemes to 
dupe his victims. The firsL one, aauded 
to by h.is dh·e prediction about equines 
at. the start of the adventure. he calls 
Lhe "horse scheme." The idea behind 
this illusion is to bolster Gritzel's "vi­
s1ous'" without actually hurting the 
victim. 

Gritzel sends Migueli to the stables to 
wait until the PC calls for a horse. Once 
Migueli sees what horse is lo be ridde°' 
he tlies down and uses his magical bite 
to put the creature to sleep. Gritz.el, who 
is hiding ini1isibly nearby. then casts a 
1;pectral fon·I! spell to create an illusory 
dupUcate of the ho1-se thut will be led to 
I.he PC. This duplicate allows Lhe PC to 
mount. but when urged to depart it 
rears up, throwing the PC to the 
ground. The horse then vanishes, leav­
ing behind n plump little leprechaun. 
After making a rude gesture with its 
hands, lips, and tongue, it. loo vanishes 
into th.in air. Any saving throw (if the 
DM allows one for such a simple illu­
sion) should be made at -1 because of 
Gritzel's illusionist benefits. 

The second or Gritzel 's scenarios, "the 
giant scheme:' also involves a spectral 
force spell . Gritzel, using bis '"visions:· 
warns I.he PC lhat ' 'Giganlus approach­
es. and htfl name is Taunt!" Then Grit· 
zel waits one week, lettmg the PC 
wonder what such a cryptic pronounce­
ment. could pwisihly mean. When Grit­
zel feels the time is right.. he becomes 
invisible and hides outsidt: the strong­
hold to cast u ~pectral fon•t• spell depict­
i ng an anw·y fire giant. This giant. 
armed with only a huge two-handed 
sword, stands 150' from lhe castle walls 
and calls the guards nasty names: '·Ore 
breath eater!>," " Water-loving. greasy 
maggots," as well as the mnre normal 
"Cowards!"' and other average insults. 
The DM should not feel l'estricted by 
these suggestions but should let his 
imagination soar. 

1f the giant completes its (,aunts and 
no one has sttacked it. the creature 

52 Issue No. 45 

calls for a one-on-one combat to the 
death with lhe castle champion, prefera­
bly the PC. If no one answers the giant's 
challenge, it threatens to lay siege to 
the castle until the inhabitants starve. 
and it sits down to wait. Once someone 
engages the giant in combat, Gritzel 
directs his illusion to fight for four or 
five rounds before allowing the champi­
on Lo land a s ignificant blow. The giant 
staggers back, then turns and nms. Any 
pw-suer can see the giant. turn a gold 
ring on its finger and vanish as if it 
t.urned inu1s1ble. Grit.zel then ends the 
spell. Remember that Gritzel has prac· 
ticed this illusion hund1·eds of times. He 
has seen and fought against fire giants 
and is very familiar with them. This 
illusion shottld be indistinguishable 
from reality for the PC. 

Fire gian t Cillusory): INT 18 (controlled 
by Gritzell; AL LE; AC - J; MV 12; HD 
15 + 2-5 hp; hp 75; THACO 5; 111\f l; Dmg 
1-8 or by weapon (2dl0+10); SA hurling 
rocks; SD resistant t-0 fire; SZ H : ML 16: 
XP 800; MM1137. 

The final scheme thal Gritzel has 
planned requires a great deal of study 
and preparation, which is why he saves 
it for last. On the day before he imple· 
ments this plan {normally a week after 
the giant schemel, he approaches the 
PC, rolls his eyeballs dramatically, and 
intones, "The earth is afraid: ' 

On the following day, in an unob­
served section of the stronghold, Gritzel 
casts an improved invisibility speU, then 
a spectral force spell depicting an earth 
quake. In the area of the spell, the 
ground trembles, dishes fall from tables 
and shelves. poorly constructed struc­
tures collapse. and animals panic. 

Gritzel has studied earthquakes and 
has sw-vived several. He has also stud­
ied the stronghold. using both Miguel i's 
and bis own observations to ensure the 
accuracy of the i 11 usion. Therefore, 
anyone who believes Uiat lhe earth­
quake is real sees tbe effects oftbe 
seventh.level priest spell earthquake. 
The tremors last for five rounds. dw-ing 
which Gdtzel moves around the strong­
hold at half speed, pocketing small. 
valuable objects. 

During the "earthquake;' Migueli 
takes the reins of the wagon and begins 
driving away. as if the animals were 
panicked by the tremor. Gritz-el goes to 
the exit, casting an inuisibility spell on 
himself before his improvrd i 1wisibility 
wears ofT. Gritzel walks calmly out the 
gate. boards his wagon. an<l heads off in 

search or his next victim. 
If the PC pursues Gntzel. the wizard 

al tempts to hide the wagon using his 
illusions. Those include hallucinatory 
terrmn. an improued pha11U1snwl force 
that hides his wagon while showing 
wagon tracks leading off in another 
direclicm. and similar attempts to mis­
lead the pursuit. rr he is cornered, Grit­
zel will f1ght rcluctanlly. taking the 
first oppOt'lU1\ity lo nee. 

Brad i's a rerl!11t graduate• of Gr11111ell 
College. This i,<> his Ll11nl module in 
DUNGEON" Aduenlurt!s. with more to 
cmn~ n 
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little corny, bul they really do wol'k. I 
huve been a DM fol' ove1· L3 years and n 
novelist for eight. and these w·e the 
,..ame stratei.ries I use. 

The Rez 
neat' Orlando, Flo1·idu 

Is 1st E dition Dead? 
I have heen un avid AD&D player and 

DM for over 10 years. l have found the 
udventun:!S in DUNGEON most helpful 
to me for t.hf> most part. However, I play 
the original ed ition of the AD&D game 
1 was considering !>ubmitling an adven· 
ture to DUNGEON Magazine, but you 
want AD&D 2nd Edition adventures. Is 
1l al all possible Lo submit an AD&D 
onginal edition adventure'! I own very 
lit.tie AD&O 2nd edition material and 
none of the rnle books. I am sare there 
are st.iU AO&D original edition players 
oul there who would like an AD&O 
original edition advent.ure. So plem1e 
answer lb1s letter to let myself and 
others know if we can submit. AD&D 
original edition adventures or not. 

Glenn Rudy m 
165 Long Lane 

Yol'k Haven, Pennsylvania 17370 

l /'you haoe a good lw.Qfr premiiw for an 
odvC'nture, per/raps .vou could arrallll,1' to 
horrnw thl! AD&D 2nd Edit1nn. hC10/M 
v11tt need to f7esh ii 0111. While we don 't 
pion to pubti.~li any/,<;/ edition ad.mm­
t111e1>. somt!fw1es the only difference 
between Jhe two Pditwn,; ts rn the man­
"al referenrPs If we like :i•nur prnp(lsal, 
it may fie easy to switeh thP refrrencr!S. 
Of cuursP. u11. u.tliient111·t• Iha/ hinges 1111 u 
.~pet'iffr J .~I l'dition mnT111lt•r not earrwd 
tH'cr lo 211d Edition will nnt work fur WI. 

Self-Contained Ftt11 
I just stai'Led playing AD&D 2nd edi­

tion aboul a year ago and became a<lilict 
l'<I almost immediately! Then. woe of 
woes, I hatl to move away fi·om my play­
ing group lo a remote farm. Where J live 
now. I'm the 1mly pei·son interested. 

Yow· mod~1les are perfect! f can take two 
or three of my characten; thl'ougb your 
adventm·es much more easily than storc­
hought adventUTes. They are more cnm­
pact.. and everything is right where you 
need it insuiad ofhavmg papers and hooks 
~ttered ahout. They·1't' also great for the 
few times I get to visit my r>ld gaming 

b'l'OUp. The group suspends its game for a 
nighl so I can play a DUNGEON ad"t'"' 
Lw·e with them. You have made my lifo 
much more inle1·esting. 

Mixed Feelings 

Tara Sawye1· 
No addJ·ess given 

l have a couple of questions dating bnck 
to issue #41 . Fir~t. iL was nice to see the 
results from the most recent readers· 
sw·vey, but what happened to the l'esults 
of questions dealing with DUNGEON 
Adventures going monthly'> H ow sel'i­
ously is TSR considering lhfa move? 

l have mixed feelings about a monthly 
DUNGEON Adventures. because with 
my busy schedule I have enough trouble 
going through both DRAGON· Magazine 
and POLYHEDRON~ Newszine each 
rnonth, but I would supporl a monthly 
move by the magazine at any cost. 

Second. lhe adventme " H opeful 
Dawn" prnvidPd optional rules from the 

LETTERS 

Cumµfote Hundbuok series which were 
st>l nft with groy hoxes. I thought lhal 
wus u real usel'ul feature. Will lhe mag­
azin e in Lhe futun.1 publish similar op­
tional rules. provided che au.thm·s write 
them in their arl\'entures? I ibi) 

Comad R. Geist 
Fl. Mol'j.nm. Colorado 

Of th1• readers who answernJ "'"' sur 
t•ry. {)8<11 said ''Yei>" to a mo11thlv 
DUNGEON Atlve11lures, 11 11~ :mid "No," 
and 28% said it 111n11lJ depend c>11 ihe 
price'. Al the presMI time. lh1•n• uf'e no 
serums plans to pttblrsh DUNGEON 
Magazine monthly. nlthough the sW'l'<'\ 

information hn11 l1ee11 ~ii·en lo TSR's 
n 111 n <1J!e men t. 

I. too. haw mi.xt!d foelin~.~ <ifJ(}ul g11in~ 
munlltlv. 1 want (11 cu11t111u1• to tuhe as 
mut'11 c~ire with nttr aduenturi>s as we tlo 
nnw. I f a month Iv magaz111e w,,u/d be 
rushetl or und1trstnffed, I'd µri•/'er to 
cnntinue p1tlli11p riut six gnoJ issues a 
y£•ar.-Barbara U 

MIDNIGHT GAMES 
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First there was the Age of Splendor where the Elves spread across the Island 
of Hassandra like a single song. Then the Age of Chaos arose and the 

Elves fled to t he South leaving an endless conflfct of the races. The Age of Man 
slowly dawned upon the island as the Royal Kingdom gained dominance 

over the other non-human nations. Then the Elves returned to r~cla1m what was 
once theirs. . A new age has begun 

The l.BGEOOS game system is a richly detailed and realistic computer 
moderated game simulation incorporating the best mix of fantasy role-playing and 

empire building on the market today! 

LOOBOOS Rules 
North Island Campaign Module 
(includes color map and set-up) 
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PRISM KEEP 
BY RICH BAKER 

That which wizardry has 
cast asunder, let no man 
join together. 

Artwork by Terry Povlel 
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Rich graduated from Virginia Tech in 
1988 and served for three years as an 
officer in the U.S. Nauy. He works for 
TSR, Inc. as a designer and has pub­
lished seueral accessories and aduen· 
lures, including Rock of Bral, Valley of 
Dust and Fire, Dragon's Crown, Mer­
chant House of Amkelch, The Dale­
lands, Cleric's Challenge, and Dark of 
the Moon. He also has seueral DRA(r 
ON® Magazine articles to his credit. 
Rich plays a fierce game of racquetball 
and Lives in Delavan, Wisconsin, with 
his lovely wife, Kim. 

"Prism Keep" is an AD&~ adventure 
for a well-balanced party of 4-8 player 
characters of levels 6·8 (about 42 total 
levels). This is a challenging adventure, 
and smaller or weaker parties may need 
to be strengthened with loyal henchmen 
or some expendable magical items such 
as potions or scrolls. 

1n addition to the AD&D rule books, 
you should also have a copy ofMC8, the 
Outer Planes appendix to the Monstrou~ 
Compendium (the entry on tanar'ri in 
the Monstrous Manual does not suffi­
ciently cover the greater tanar'ri babau 
encountered in this adventure). Before 
you run this adventure, you should 
review the entry on tanar'ri and make a 
note of the special resistances and abili­
ties common to these creatures. Tunar'ri 
are very capable and dangerous mon­
sters, and can be difficult to properly 
run. 

This adventure is not set in any par­
licular campaign world and is designed 
to be insulated from the su1Tounding 
landscape. All you need is a small vil­
lage or town for your PCs to start in. 
and you're ready to go. 

The History of Prism Keep 

Years ago, one of the most powerful 
mages of the realm was the ancient 
wizard Alarius, a scholar and en· 
chanter. The mage served in the courts 
of a succession of kings, and was a faith· 
fut advisor and counselor Lhroughout 
his career. Alarius was not-ed for hjs 
command of Lhe magic of light, and he 
researched a number of spells of various 
schools that harnessed the power of 
light in different ways. 

Eventually, Alarius tired of the heavy 
cares of runnfog kingdoms and decided 
it was time to retire and spend his days 
with his beloved magic. In secrel, he 
created a great magical gem from six 



lesser Jewels-a ruby, a sapphire, an 
i;merald, a jacmth, a topaz, and an 
amethyst-and imbued it with a large 
portion of his own power. Arow1d the 
gem he constructed a castle of brilliant 
crystal and cast a powerful spell to raise 
1t into the skies. He was aided by only 
one app1·enlice, a regal young baroness 
named Irinia. When he was finished, 
the old mage took leave of his last royal 
master and set his crystal keep to drift. 
with lhe winds. 

Alarius was concerned not only with 
the study of magic, but with all types of 
li•11rning. From time to time, he would 
~ake in students and tutor them for a 
while, or advise heroes who sou.ght out 
bis counsel. However, his best and 
brightest pupil was always Irini:t, who 
fmm her first lesson had been intelli­
gent and quick l.o grasp the arcane lore 
of magic. Ahu·ius was proud ofhii; stu­
dent. and delighted by the ski ll she 
showed. 

Al\er years of stlldy, Irinia left to seek 
her own fortune. She traveled widely 
and gained more power and experience. 
As a young gfrl, she bad been raised to 
1·ule her father's barony. When she re· 
turned home from her studies and lrav­
uls, she found that her faibet· had grown 
weak and ill, and had badly misruled 
the lands she Wl'IS t.o mheriL Thi• spoiled 
princess inside Irinia resurfaced, and 
she seized power from her aging fat.her 
and tried to set things right. 

Irinia was never a person lo lake 
11dvice from any()ne, and she soon alien­
nled the few loyal retainers who had 
r~mained with her. The people grew 
more and more suspicious of the ''Ice 
Princess." as she was called. Tn tum, 
Jrinia grew angriel with the townsrolk 
nnd peasants who resented her rule 
She resorted to the use of powerful 
enchantments to fol'ce her subjects Lo 
love her, but her powers were not. strong 
enough to win Lhe loyalty of an entire 
oarony. 

In desperation. she searched for more 
power and attempted to summon Cl'ea· 
tures from lhe outer planes t.o aid her. A 
tanar'ri named Kaxathros responded 
and appeared regularly, in the guise of a 
handsome young man, luring her inl.o 
deeper and darkel' acts of evil with 
hmt.G of even greater power to he had 
for those daring enough to seize it. 

In time the inevitable occunod, and 
tht• people revolted against her rule. 
Irinia was defeated and forced lo nee. 
Her fury was indescribable, and she 

vowed that she would return and mle 
as she was bot·n to. As she wande1·ed in 
oxile, Irinia's Lhlrst for vengeance was 
fueled by the whispe1'ings of I<axathrns. 

The tanar'ri convinced lrinia that she 
needed more power to restore herself to 
the throne and enforce her rule. She 
thought of Alarius. her old master. and 
the great enchantments of his floating 
castle. Irinia knew that the ancient 
mage had invested the castle with a 
great portion of his former power, and 
she knew that with the archmage's 
secl·ets she might find the power she 
sought. When she was ready, she tele­
ported to Prism Keep, humbly asking 
Alarius for shelter. 

The archmage hadn't changed much 
over the years. although he had taken 
in a couple of new students. Irinia 
begged for more knowledge and greater 
power, but Aladus could see tha~ am bi· 
lion and haughtiness had devoured her 
from within. Re gently refused het· 
1·e1,i1est but invited her to stay and 
sbare his studies. instead of magical 
power, he offered less dangerous histo­
ries and academic pursuits. Alarius 
hoped that he could help Irinia ft·ee 
hei·self from her pride and anger. 

For a brief l1me, Ii·inia pretended to 
resume her studies. masking her inten­
~1ons. Kaxathros quietly encow·aged 
her. After all, she was boTn lo rule her 
fatl1er's land! If Alarius would not give 
her what she wanted-what she 
deserved-she should take it fl•om him. 

lr!nia secretly studied the great gem 
in the heart of the castle, trying to learn 
how much of Alarius's power was con· 
tained inside and how she could make it 
her own. As a young apprentice, she 
had witnessed the construction of Prism 
Keep, and now she devoted months of 
diligent research to learning more 
llbout. the processes and enchantments 
involved. 

lrinia learned that the entire mystical 
structure of the castle was powered by 
the great gem. The heart of the keep 
was Alarius's t.owei· of white glass, a 
magical construct that was not real but 
instead an emanation of the gem. She 
learned th.rough her studies that the 
enchantments of the six component 
crystals were successive. building on 
nne another. One by one she studied the 
spells she bad watched Alarius cast 
years before, analyzing their effects and 
looking for possible weaknesses. 

Conferring with Kaxathros, lrinia 
Jevised a plan to separate the cornpo-

PRISM KEEP 

nenL gems. Her studies had md1cated 
that the sum of the lesser gems was 
greater than their parts, and she had 
discovered that Alarius would be se· 
verely r educed in power by the division 
oftbe bonded shards: lhe White Tower 
<:ould not exist if the gems were again 
divided. With the White Tower and 
Alarius out oft.he picture, lri1Ua expect­
ed to be able to harness tbe archrnage's 
power for berself. It would be trapped in 
the separated shards, lost without the 
direction or purpose provided by the 
final enchantment of the Wh1L1• 1bwer. 

When the moment was right, lrinia 
struck. She waited until Ala1·ius was 
deep in his studies In the white spire. 
lrinia approached the apprentice 'l'ymo.r. 
a young student who was infatuated 
with her, and easily charmed him. Iri­
nia gave Tymor a dagger made of en­
chanted mithril and ordered him to go 
into the chamber of the great gem and 
shatter it with t.hc weapon. Tymor could 
not refuse. Following lrinia's orders. the 
young mage struck the crystal-and 
died in the backlash of magical energy 
us the gem's binding enchantment 
failed. The White Tower ceased t.o exist, 
and Al.arius was trapped on Lhe Et hei·e­
ol Plane. 

However, Irinia's plan did not quite 
work as she expected. The Whitt> Towel' 
had dissipated, entombing Alarh1s as 
she had planned. Bui the individual 
shards of the gem refused her touch, 
instantly tefoporti11g to tbe spirc11 of the 
keep and remaining there. Alanus's 
very soul had permeated the great gem, 
and even though he was trapped else­
where, some measure of his power re· 
mained in the six lesser shards that had 
formed the great gem. IJ·i:nia found that 
she could not tout"h or affect the shards, 
nor could anyone she charmed or co· 
erced. Fuming, she settled down to 
study the prohlem while the cast.le d1·ift. 
ed aimlessly over Lhe realm . 

lrinia now works tireless!) Lo decipher 
Alarius's notes and gain control of the 
power of the shards. In the meantime, 
she has made heri;e)f comforltlblc in 
Prism Keep. She has mastet·ed most of 
the castle's defenses and captut•od Ala· 
rius's sole remaining apprentice, a stu­
dious mage named Thnsil. On occasion. 
Irinia visits the lands below the keep in 
search of skilled wan-iol's or monsters 
willing to take her gold. Some come 
willingly, swearing fealty to her. and 
others she charms to serve as hndy· 
guards and castle defenders. lrinia has 
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accumulated a guard of 12 loyal wnr 
riors, lod by u fighter named Kondel. 
sLnce Laking over Prism Keep. Mt!1:1n 
while, the gem shards defy her attc~11~ts 
to 1·emove or conti·ol them. <Note: lrmw 
will "°"even he able to seize a shard 
from a captive PC. If she attempts lo do 
so, the shard returns to its place in the 
p1·oper ~p1re.1 _ 

Kaxathros continually advLSes and 
guides I1'inia. He has convinced ~er la 
seek more warriors for the day of her 
return Lo her barony. and gold with 
which lo huy mercenaries and her ~Co­
ples' loyuhy. leading I.rinia Lo occasion 
ally descen<l Lo the earth below Lo 
rccl'Liit (or dwrm) wart·iors and amass 
t.1·easuJ'e. Tite tanar'ri realizes that 
Ir1t1ia's ovcrwhelmmg pride and arrn· 
gance are the perfect vehicles by which 
great chaos and evil can be brought 
about in her homeland . He has been the 
voice 1n her ear reminding her of her 
defeats and encouraging her efforts to 
regain control of her barnny. Once ll' inw 
rules again, the w11y tanru·'ri 1·enlizes 
that she will t'equire more and more of 
his help to hold on to her Lhrone. 

For the DUNGEON MASTER'~ 

1'he PCs become involved in the strungc 
tale of Prism Keep when the castle 
appt!a1·s in the skies over t.he to_w~ or 
villuge they happen to be m. Irmta hai; 
spent months trying unsuccessrully t.t1 
contrnl the castle's movements. lfyou 
wish, you can tell the PCs that they 
have heard some unreliable i-umot's 
about th~ nindom appearances of l'I 
cloud castle in the land. 

As the castle arrives, the app1·cnLIC<' 
Tensil makes a bid for freedom. Al· 
though he is soon caught by the 
tanar'ri, he 111anages to throw a magwal 
crystal to the earth below-a. spec1~l 
pt·ism that can create a magical nlln· 
bow bridge to transport people to and. 
from the ground. Between the mystti1·1 
ow. appeal'ance ofa floating castle and 
the disct)very of Tensil's crystal, mo::.l 
p1n·ties should immediately 1·ecognize 
the opportunity for adventure. 

If your PCs need more convincing to 
investigat.e lhe floating castle. you have 
several options. Perhaps Tunsil man­
ages to tie a message around the crystal 
beforl' he drops it to the earth. Irin1t1 
may send ~lme of her warriors, 
equipped with potions of flying, t-0 pluu· 
der the village the heroes are staymb 
in. The atlacke1·s will retreat to lhr 
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castle whe11 I.he ndventurers engage 
them. 

Alarius and the Crystals 

The ancient mage is tl'apped m the 
Ethereal Plane, entombed in a prison of 
crvstal that formed around him when 
hi~ enchanted gem was shattered. Ala­
rius is in a state of suspended anima­
tion and will \·emaitt so fol'ever until the 
shru·ds of his gt'm ure reunited. lrinia is 
trying to learn how to control the gems, 
but she doesn't realize that enough of 
Ala!"ius's spint remains in them to 
refuse her touch. The archrnage knew 
what was happening t.o him at. Lhe mo­
ment oflrinia's lreachery, and the 
shal'ds retain enough of his personality 
to recognize her as an enemy. lrinia bas 
been unable Lo move or affect the shards 
in any way. although she has posted 
guardians over them in some cases. 

The Course oft.he Adventure 

There are several possible oulcomes of 
the PCs' jow·ney to Pt'ism Keep. The 
adventure assu~es thot. the PCs will 
make an efforl lo collect lbe shards and 
place them in the.> pedestal at the center 
oft.he cowfyard Carea 61, thereby bring­
ing Alai·ius back. Howt'ver, you should 
be prepared to improvise a response to 
different stratef,ries or approaches. 

If the heroes lea11c before finishinC: 
Your PCs may decide to get out while 
the getting is good. lf the PCs !eave . 
with lhe Rainbow Cr)'$tal <which Tensil 
tosses to earth I, t.ht• castle will not go 
anywhere; it does not move when the 
Rainbow Crystal 1s not present. The 
PCs will have no pr{)b)om finding the 
castle again when thl'Y want to r esume 
the attack. Th1s may h~ an excellent 
wav for the heroes to heal and relearn 
spells. Howeve1·. it won't take Ixinia 
long to figul'e out that the castle is not 
moving, and <1he will dispatch forces 
tgargovles or warriors equipped with fly 
spells) to search for the 1nissing crystal 
and bring H back. 

/(the heroes deride Ir> tnlk their wa.v 
through: Trinia's wiuTiors can be con­
vinced to take Lhe PCs to see her. al· 
though Lhe gargoyles or olher monsters 
will probably attack 111> ml:ltter what a 
PC offers. The outcome of any negotia­
tions depends on whether Trinia feels 
she is dealing from a position of 
strength. Onct· th1.: heroes ha Ye talked 
Lo her, she will not ollow them to leave 
the keep with the Rainbow Crystal or 

any "fthe shards. First she'll ask sweet­
ly fo1· their return, then she'll o!Ter Lo 
buy I hem from the PCs, and when t.hal 
fails she'll demand their rel.urn angrily. 
Iflrtnia's back is to the wall !many nf 
het' guards a.re dead, and lhe PCs httvt· 
recovered most of the shards), she v. ti I 
be willinl{ to offer almost anything m 
her trcw~ury lo get the adventurer,., to 
so awav befo1·e they release Alanm1 

/(thr. hrrnrs feign an alliarw1·· Somt• 
players love the "Hi, I'm here to join 
up" stn1Legy. Ll'inia will be mort• Limn 
happy lo ul low them to sign on. but sh!! 
will ask for the return of any c1·y~L11ls 
th <? pm·ty has acquired. She will wutch 
the heroes very carefully, and I<ax· 
atlu·os wil I oblige her by keeping UH' 
PCs under constant watch. Over time, 
she will look for opportunities to cenumt 
th('ir loyalty by selecting membc•rs of 
th~ pa1·ly for charm spells. h·i~11a as ''~ry 
mldligent and rather parano1cl , nnd 1t 
will be very hard to catch he1· with he1· 
guurd down. . 

Dlc;sent among the ranks: Several of 
Irinia's followers can be persuaded to 
change side11 or to act against her on I.heir 
own. If the PCs approach Kaxathros :rnu 
give him an opportunity to~·~ on ~1·1rua , 
the Lam11 .. ri will back the w1ruung i.1dt•­
he tigtu·es that if the heroes Hl'C goin~ t.o 
defeat lrinia, he can begin to work on 
winning their trust. ~!any of the d1urm1•d 
wardors can be converted into allies hy .1 
dit~pP/ magic spell. 

In all cases, you should keep nn opt•n 
mtnd. Reward the players fo1· innova­
tive strategies, and don't be ufr111d tu 
m ake t,hings difficult if they find t,h<•m 
selves int.rouble of their own rnuking. 
You can refer to the NPC descr1pLiuns 
for mot·e information on how to impra 
vise or re:<;ptmd to unusual situation~. 

Starting the Adventure 

When you ruoe ready to start, read or 
paraphrase the text below lo the players: 

Your I.ravels have brought you to the 
small village of Wright's Crossi~, n 
crossroads in lhe forested foot.hills of 
Vcsden. Last night. you enjoyed fin 
evening of relaxation in the common 
room oft.he hamlet's only inn. i-egol 
ing the locals with tales of ynul' 1•x 
ploits. All in all. Wnght's CrO$SinR 
looked like a relatively safo and culm 
rt!Spite from your adventures. . 

ln lhe mo1·ning. things look d1ffer­
ent. You arc awakened very early by 

L_ 



I 
a commotion downstairs. Doors slam, 
footsteps sound in the hall. and you 
can hear the nervous whinny of 
horses in the road outside. 

If the PCs respond to this 1·ude awaken­
ing by seizing weapons and rushing out 
of their rooms, they !'ind that everyone 
m the inn-guests and servants alike­
is l>t.anding in the road. pointing to the 
sky and shouting excitedly. 

You look up and are astonished to see 
:1 magnificent crystalline cast.le drift­
ing iu a blanket of silver clouds 
above the village. Eerie, beautiful 
towers of colorful glass ond delicate 
spi1·es grace the mystical keep. Even 
from directly below. you can still 
make out the glimmering of light 
through the shining clouds. The 
rising sun strikes a hundred differ­
ent colors from the palace, dazzling 
you with its beauty. You guess that 
the cloud castle is about half a mile 
nbove the ground. drifLing gently 
with the wind. 

" Look, solllething's falling!" 
With cries of aJarm, the villagers 

scatte1· as a single sparkling object 
tumbles into sight above. ln a mo­
ment, it lands in the mud by your 
feet: a multicolored crystal the size of 
a stoul dagger. Magical blue sigils 
glow faintly across il$ surface, and 
the shard seems undamaged by its 
fall. The villagers stare ot the thing 
open-mouthed until one looks at your 
party's mage. "You said you were a 
wizard;· the fellow says. "Well, what 
is it?" 

Th e Rainbow Crystal 

Any magic-using PCs can recognize the 
sigils as an invocation in the favored 
language of wizards for the campaign. If 
1.he pat"t.Y contains no wizards, you can 
be generous and call the inscription 
l!lvish. or even Common. The inscrip­
tion reads, 

CRyst:al key ano bniotJC! 04= light:, 
IWtur~n me co my Cascle B~i9bc 

As soon as a PC says these ·words, a 
great 1·ainbow springs forward from the 
crystal, rising all the way to the keep 
above. As long as the keep is i.n sighl. 
the altitude and distance do not 
matter-the r-ainbow forms a bridge 
directly to it. A PC holding the crystal 
will be instantly drawn up to the castle. 

along with everyone within a 10' radi· 
us. The rainbow then dissipates, leaving 
the bewildered PCs al. the gate of the 
doud castle. 

If the crystal is not held by someone 
while the inscription is read. the rain­
bc1w springs into existence and remains 
there. Anyone stepping into the rain· 
bow is swept upwal'd, but the crystal 
remains behind. The rainbow is deacti· 
vated when an ascending person grasps 
I.he crystal agafo, taking it with him, or 
when the in.scription 1s read again. 

[n either case. once the Rainbow Crys· 
tat returns to the cloud cast.le, the in 
script ion changes. It now reads: 

Stiin1n9 b~iOge cm<) buigtn. rwmbow, 
Take me to tbe unocmc) below. 

AlaTius enchanted the crystal to pro· 
v1de him with an easy tneans of leaving 
his keep and returning when he wished 
Lo. The wizard also included an enchant-
1t1ent that links the movement of the 
castle to the presence of the Rainbow 
Crystal. When the crystal is not in the 
castle, the castle ceases to move with 
the wind and hovers where the CJ'ystal 
departed. 

If Prism Keep is free to drift, the castle 
will travel 1-6 MPH. averaging 84 miles 
per day. If the heroes remain in the keep 
for a long time, they may end up hun­
dreds of miles from Wt·ight's Crossing. 
The OM is encouraged to use Prism 
K(.-ep's drift to deliver the PCs wherever 
he wants them to adventure ne.x1.. 

The crystal radintE!S powerful magic or 
the enchantment sl~hool. 

The Rainbow Bl'idge 

Soonet• or later. the PCs should be able 
to figure out ho\.\ to operate the Rain­
bow Crystal. lfthey can'l. you can otTer 
them a hint or two. Of course, the he· 
toes may have other means of reaching 
the castle, such as spells or magical 
items. If the heroes are transported by 
the crystal, they find themselves at are11 
1. Make sure you review the following 
information on the cloud and the out· 
side of the keep before resuming the 
adventure. 

Reciting t.he inscription on the crys. 
tal, you suddenly find yourself hut'­
tling upwa.l'd int.o the sky! The 
ground recedes al n frightening ratl', 
and your voices ar~ drowned out by 
the rushing tumult of your light , 
You are enveloped by brilliant 
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streams of W.;Glmg colo1~ dancing 
and sparkling in the sunshine. It is a 
beautifi1l rainbow, springing from 
the inn ·s courtyard up to the glass 
castle in the clouds, and it's carrying 
you with iL. In the blink of an t•ye, 
your ascent ends as you are swiftly 
and silently deposited in a silvlW gle11 
of misty cloudstuJf. Wright ·s Cross­
ing is but n scattering of pebbles 
from this height, and you realize that 
you are thousands of feet in tl1e air. 
About 100 yards away, the glittering 
castle rises from the misty c loud­
banks. 

The castle is made from different 
types and colors of crystal. Razor· 
sharp edges, sheets of chiseled glass, 
and dark, smoky quartz combine 
with a weird, alien beauty. Six great 
towers l'ise to spearlike points, each 
a different color: red. orange. yellow. 
green, blue, and purple. Direct.ly 
ahead of you is a cleru· crys~a I gale 
centered between the yellow and 
green towe1·s. 

The Cloud 

The cloud that supports Prism Keep is 
roughly 500 yards in diameter. It slowly 
reshapes itself ns does any cltn1d, form 
ing gray turrets and silvery hills as thl.' 
day passes. The cloud forms ~nough 
gaps and mh;ty openings that the castle 
is easily visible. even from underneath. 

The cloud 1& not solid all the way 
across; only t.he center support.s weight. 
About 100 yards from the edgl"!, t.he 
cloud loses ils ubili.ty to supporL solid 
material such as adventurers. Thut•e are 
a couple of clues that offer warning of 
the cloud's dangerous rim; First, the 
nonsupporting at'eas are obviously 
wispier and whHer than the dense, 
weightrbearing sections. Second, a per­
son on foot who starts to leave th~ safe 
area will uotfrc• an increasing spong1· 
ness in a LO-yurd wide transition zone. 
PCs will find that their feet sink deeper 
and deeper with each step as lhey walk 
toward the cloud'i:; edge. If they con­
tinue, they will fall through Ca fall from 
2,000' causes 20d6 hp damage and may 
require a sav1ng throw vs. death ma.glc 
to avoid dt\ath from massive injtll'ies). 

Prism Keep 

The oule1' walls of the keep are surpris· 
mgly sturdy. Seve1·al feet of magically 
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Random Encounters 
This section is optional; use it or not. as you 
seam. Jrit1ia's keep is well defended. Fler 
minions l'llam lhe palace grounds. and the 
mage has placed mCJgical guardian$ in sev· 
era! areas. Once each turn, check for a ran· 
dom encounter. An encounter ooCUr!i QI) a roll 
or 1 on ldJO. If an encounter is indicated. roll 
2d6 to d..-termine the rl'tSuJt. 

2d6 Result 
2 Cockatrices 11·2J 

3.5 Gwu·d.s!l-3J 
A Giant wasps Ud3 + l) 
7 Jndividual* 

a.g Gargoyles (2·6) 
t 0· 11 Manlicores (1-2l 

12 Oisplacer beasts 11-2) 

more about tbt1m before h0 telaports away to 
raise th~ alarm. Ka'Xathros's statistics are 
found at area 6. 

3. Tensil. escorted by two t·harmed war­
riors from artla 15. Thf: apptentice 1s either 
going to or returning from one or Irlnia ·s 
interrogation sessioni;. Tunsil's statistics are 
found at area 12 

4. Jhalil, accompanied by 0-1 lld4-3) 
r;harmeJ warriors from area 20. The half-elf 
wiU challenge the PCs, demanding to know 
who they are. He may attack if the party 
looks weak but will pi-obably retreat to raise 
the alarm. Jhalil 's statistics are found at 
areti 20. 

5 . • Jeren. alone. If the butler encounters 
the PCs "Wandering around the castle. he 

Cockatrice: INT animal~ AL N. AC 6; MV oil'erstohelp them <assuming they don't 
6, nv 18 <C>; HD-0; hp 30. ~ THACO 15; INf attack him on sight). J.,rt>n's statistics are 
l; Omg 1 3: SA petrification: SZ S; ML 12; found at area 24. 
XP 650 MM145 6. Kendel, accompanied by 0.5 'ld6 -1 l 

lnnw captured this pair a few weeks ag(> warriors from aroa 16. The guard leader 
and 1.1llowi1 them to roam outside the keep. challenges any strllnger!i he encounters and 
'J'he ~'.real u.rell nest at are<i 19 and OCCaiiioMI· will definitely attack if he ls not satisfied 
ly 1mter the courtyard (area 61. with the answer. KendcJ's statistics are 

Guards ! 1-3): Refer to the "Guard Roster" 
on page 62. When warriors ar& encountered, 
1•011 ld6-2 to see which group ofwnrriors is 
oncountl'red. On a roll ofO or less, 1·2 war· 
riori; of a l'andom group are encountered 
mi;tead of an entire group. 

Giant wasps c24J: INT Mn; AL N; AC 4; 
MV 6, ny 2J 1B1;RD4; hp 25. 24 ( X3l, 16 
Ix 4l; TH ACO 17: MT 2; Urng 2-811·4: SA 
poison, paralysis; SZ M (5' long}: ML 10: XP 
420, MM,.204 llusectl. 

h<inia found this nest of eight giant wasps 
and brought it to the keep Lo discourag11 
intruders, The wasps live on the roof of the 
Or1.1nge Spire ttnd have learned to keep Lheir 
distimce from the gargoyles. Wasps are not 
eue(luntered instde the keep. 

Individual: As they explore the cloud 
ca>ttle, the adventurers may encounl(lr van­
ou:> re11id1>nw of the keep. even if the alarm 
hM not been raised. Roll ld6 to determine 
which NPC' i$encountered: 

I. lrinia. accomparued by 04 lld6-21 
guards fron1 ar~a 20. lf she is elone, ll'inia 
mny try 111 pose as a helpless scuUery maid 
attd beg Lhe heroes for help. Refer tu atea 16. 
Otherwise, she attacks with her spells until 
she is il'\iu1·ed, then retreats i.o gather reill· 
forcemente and raise the alarm. lrinin's 
statistics are found at area 20. 

2. Kaxllthros, accompanied by 0.2 lldS-61 
w1lrriors from area 20. ff the uinar'ri 1~ 
alone, he will use his polymorph 1wl/ ability 
t<J t~ke the form of a helpless old servant and 
tag along with the party. trying t-0 learn 
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found at $.!'ea 15. 

Garg9yles (2-6}: INT low; AL CE: AC fi; 
MV 9, fly 15 <Cl: HD 4 +4; THACO 15; NAT 4; 
Dmg 1~311-311-611-4: SD + l or bet~r weapon 
to hit; SZ M; ML 11: XP 420: MMl125. 

A filthy band of seven gargoy Jes inhabits 
the glittering rooft.op.o:: oft he castle (see "The 
Roof'!. Irinia allows the t reatUJ·es to prey on 
the lands below in return for their service as 
guards. The gargoyles do nol enter the pal­
ace except al the margoyles' request 

Manticores l1·2>: INT low; AL LE; AC 4; 
MV 12, fly 18 <E1; HD 6 + 3; THACO 13; HAT 
3; Dmg 1-311-3/1-8; SA tail 11plkes; SZ H; ML 
14: XP 975 ~ MM/246. 

A pride of four manticoi•es has taken serv­
ice with Irinia for promises of loot and fresh 
prey. They often fly over the grou.nd below 
but return. to their nesl in area 25. The 
mantico1-es occasionally roam inside the 
palace but ha\'e agreed not to devour any of 
frinia's servants Quick-thinking PCs may be 
able to convince lhe mumicores not to attack 
by pretending t.O be t:harmed allies. 

Displacer beasts 0 ·2): INT aemi; AL LE; 
AC 4; MV 15; HD 6; hp 37. 34; THACO 15; 
NAT 2:Dmg2-8/2-8; SD displacement, -2 on 
opponent's attack roll; MR savl;! as F12, +2; 
SZ L; ML 14; XP 975; MM/66. 

Severa! months ago, Irinia captured two 
di~placer beasts to act as gu.ardjans. These 
ruonst.ers are allowed lo roam the a.rea out;; 
side I.be k-eep. They are extremely ill tem­
pered and will attack al\). creature they 
encounter. 

s trengthened crystal can resist even the 
most determined attack. Consider lhe 
walls to be hard stone should anyone 
try Lo cut or mine through. Striking the 
crystal with handheld tools can be dan­
gerous; a solid hit will send a small 
shower of razo1·-sharp shards flying. 
Everyone within a 5' radius musl save 
vs. death or suffer 1-3 hits. inflicting 1-4 
hp damage each. 

Direct attack spells, such as lightning 
bolts or magic missiles, are reflected 
harmlessly away 75% of the time. Olher 
spells like pa.sswall or stone shape affect. 
the outer walls normally. 

In addi.tion to the front gate. there are 
entrances at area 19 (the cockat-rice nestl 
aod area 25 (the manticore lair), Flying 
P Cs may easily pass over the outer walls 
and land on the roof (inhabited by gilt· 
goyles and giant wasps) or in lhe court,. 
yard of the White Thwer (area 6L 

The Warriors 

ldnia's guards are detailed 11\ the 
"Guard Roster" sidebar on page 62. You 
can easily increase the challenge of 
Prism Keep by creating additional 
guards or making the ones listed mo1·e 
powerful. The guards vary in align. 
menl, motivation and personality, and 
some may be more amenable t.o at­
tempts at negotiation or bribery lhan 
others. 

Raising the Alai·m 

The monsters and NPCs of the keep 
stay in the area where they are first 
described until the alarm is 1·aised. 
There is a 1-iu-10 chance per hour that 
the a la1·m is raised because one of lhe 
NPCs stumbles ac1·oss a sign of the PCs' 
intrusion, such as a door left open, a 
moved object, or the signs of a recent 
fight. 

The alarm can also be raised if t.he 
PCs encounter any monsters 01· N PCs 
and one of the villains escapes to tell 
the tale. lf the alarm is raised, three 
groups of NPCs will begin to search the 
castle, looking for the PCs: lrinia and 
half of the warriors from area 20. Ken­
del and half of the warriors from area 
15, and Kaxathros with 2·6 summoned 
dretch tanar'ri. 

While the alarm is in effect, the PCs 
suffer a + 1 penalty to their chance t.o 
surprise any group of monste1·s or NPCs 
in the castle. The chance of a random 
encounter with one oft.he searching 
groups rises lo l in 6 pe1· turn. 



lf the alarm was set off because of 
signs of intrusion. and the PCs are not 
found wit.hin two hours, Irlnia cancels 
lhe alerL. rf someone saw the PCs and 
escaped n fight with them, the villains 
will not rest unlil they track down the 
PCs and stop them. 

Defending the Shards 

Once th~ alarm is raised, the villains 
eventually <20'.7t- chance per Lum. cumu­
lative) notice if any of the sbru·ds have 
been taken fr<)ln the spires. lrinia takes 
steps to guard the remaining shards. 
ordering Kaxathros to summon dretch 
and station 2·6 of them in any spire that. 
still has its shard. When four of the 
shards have been taken, Irinia and her 
band will move to one of the two re· 
maining spires and wait there to am· 
bush the adventurers. 

Tbe Roof 

The roof ol' the keep is a dazzling, glit· 
t.e:ring wonderland of sharp crystal, 
towering spit·es, !Ind 11ying buttresses. 
In several places, the crystal is trans· 
pareot, people on the roof can se~ into 
the 1·o<m1s below. If PCs are looking for 
such spots, there is a 10% chance tha t 
they will be able to see into any given 
room. There is only one direct access 
from the roof to the interioi: of the keep 
rat a1·ea 5J, but anyone flying or climb­
ing could ascend from the outside, cross 
the roof, and then descend into the 
courtyard of the White Tuwer (area 6). 

There are two dangerous areas on the 
rCJof. In the front of the keep, above 
ru·eas 2 ancl fi, a clulch of seven gar­
goy les has built their filt.hy nests. At 
any given litnc, ld4+1 of the creatures 
are herti. Gurgoyles who are not present 
return at th«.> rate of one pet round if a 
fight begins. A thorough seru·ch of the 
gargoyle lair reveals a cache of655 sp. 
294 gp, t.wo diamonds worth 100 gp 
each. and a bejeweled dagger +:2 wor~h 
1,600 gp for its workmanship and ru­
hies. A portal 51 across leads to the 
margoy1e nest in a1·ea 5. There is a 20% 
chance per TOund of combat. he1·e that 
the margoyles decide Lo come up and see 
what. is going on. 

Plastered ulong the roof of the Orange 
Spire !area 28> is a nest of eight giant. 
wasps (see the ''Random Encounters" 
sideba1· for statistics>. The insects mind· 
lessly attack anything that comes near: 
2-8 are present at any time, and the 
others return at. the rate of one per 

three rounds if the nest is endangered. 
The body of a hapless adventurer is 
built into the wasps' nest and is clad in 
('/iain. mail + 1. 

Key to th e Keep 

1. On the Doorstep. 

The castle's main gate rises before you. 
The doors are delicate curtains of clear 
crystal 20· high, nanked by cascading 
sheets of dark, glittering glass. Tu your 
left and right., the yellow and green 
spires flank the gate. You can see no 
handles, hinges. or seams in the crys­
tal gates, only a shining rune in the 
form of a sunbtU'st. 

The gate opens by a secret password 
or by I.be touch of the Rainbow Crystal. 
The gate must be touched by a person's 
hand before it Wlll recognize the pass­
word or accept the Rainbow Cryst.al. 
The password is ''jheliath archian;' the 
High Elven phrase for "diamond cas­
lle.'· Ali the named NPCs who live here 
know t he phrase and use it to get in and 
out. 
lf the PCs atte mpt to fol'ce the gate by 

destructive spells or physical violence, 
they will discover that it is not without 
its defenses. Embedded in the crystal 
curtain beside the gate is a stone golem. 
The golem is constructed of quartz and 
01.her such minerals and is undetectable 
until it moves free of its su1Toundings. 
The golem 1·equires one t'ound to free 
itself, showering the entire area with 
sharp glass shai·ds. All present. must 
save vs. death m agic or suffer 1·10 hp 
damage. Immediately after it separates 
from the wall. the golem moves to at­
tack the most destructive PC. 

Ston e goleDl! INT non; AL N; AC 5; 
MV 6; HD 14: hp 60; THACO 7: I AT l; 
Dmg 3-24; SA slow; SD + 2 or better 
weapon to hit; immune to poison, hold, 
,•harm, fear, and other mind-based 
spells; SZ L ; ML 20; XP 8,000; MM/166. 

The sunbw·st rune is Alarius's person­
al seal. PCs with spellcraft or local 
history proficiencies may a t.tempt a 
check with a -8 penalty to see if they 
recobrnize the rune and know anything 
a.bout Alarius. The most a PC could 
know about Alarius is that he was a 
powerful wizard who served several 
local rulers decades ago, and that he 
disappeared upon retiremen~ 
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2. Great HaJI. 

A breathtaking ceiling of clear, u1·ch­
ing glass sparkles in t he sunlight. 
overhead. The walls are made of 
smoky g1·ay quartz and are tastefully 
adorned with golden tapestries. 
small statues end busts, and perfect­
ly preserved paintings of different 
subjects. Several gilded doors lead 
out of this room. including a magnifi­
cent set of double doors. apparently 
made out of glass, in the opposite 
wall. 'l'wo suits ofve1·y unusual or· 
mor flank t.he double doors. 

Suddenly, one of the am1ored forms 
speaks, its voice booming through 
the halJ! " Who dares intrude in the 
keep of lrinia, Queen of Beauty and 
Mistress of the sorcerous arts?" 

The two suits of armor al'e fluted, 
spiked and decorative but are m.nde to 
human size. A human could easily put. 
one on, l>ut the hapless feUow would 
flnd that the armor is useless (AC 10). 
Irinia placed a magic mouth on one of 
the suits, set to trigger when a stranger 
enters the hall. 

There are a number of valuable ob· 
jects in the room, including: two mat.ch 
ing tapestries of a great batlle (750 gp 
each); a b1·onze bust of a noted hero< 140 
gpl; a marble statuette of a dancing 
nymph (330 gp>; the heraldic coat of 
arms of an ancient family (80 gpr. 11nd " 
tall portrait of a young, beautiful wom· 
an with a face of cold perfection (wo11.h 
10 b'P to a collect.or). lrinia is very v11in 
and refused to leave the portrait. bohind 
when she abandoned her barony to the 
rebels. She would be quite upset by ifs 
theft. 
If the he1·oes spend more than 10 

rounds in this room, a band of fou..r 
wru-riors from area 15, led by Kendel, 
will bursl in from the western ball way, 
drawn by the loud magir mouth. Refer 
to the "Guard Roster" sidebar on page 
62. Kendel u!'lsumes the PCs are t res­
passers and demands their surrender, 
attacking immediately if they refuse. 

3. Cloakl·oom. 

Several mus~y I.raveling cloaks and 
wol'u 1·obes hang from pegs on the 
wall Yo\1 notice a light laye1· of' dus1 
uu the noor: it. seems that this cloak· 
room has noL been used in a wlulc. 

A thorough search of the cloaks will 
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turn up a small bronze key in one of the 
pockets. This opens t.he door to Alanus's 
laboratory (area 14). There is little else 
of interest here. 

4. Doorman's Quarters. 

You are shocked by a scene of sur­
prjsing violence This small room 
appears to have belonged to a butler 
or doorman, but it is clear that t.he 
owner met. an unt.imely end. An old 
corpse lies sprawled in the center of 
the wrecked room, literally torn limb 
from limb. You guess that lhe fellow 
met his end several months ago by 
the condition of bis temains. His 
humble furnishlngs have been shat· 
tered and thrown about. the room. 

The doorman was one of Alarius's few 
retainers in Prism Keep. Kaxathros 
mui·dered him on Lhe very day frinia 
imprisoned Alarius. A shattered trunk 
by the foot of the bed contains a few 
copper and silver coins l 13 cp, 2 sp) but 
nothing else. 

5. Study. 

As you open the door, you are greeted 
by an eVJ_I hiss. In the center of this 
room, two hideous creatures are 
pawing through the wreckage of a 
desk. Bony spikes jut from their 
rocklike skin, and thell" eyes glow 
witb malice and bloodlust. When 
they see you, the creatures howl in 
rage and leap lo the attack. 

The two monsters are marl;(oyles, the 
leaders or the gargoyle band lhal serves 
Irinia. As the chieftains of the band, 
these mru·goyles demand special Ll'eat­
ment and consideration. lrinia and 
Ka..xat.lu:os make a pretense of consult­
ing the margoyles when planning raids 
or when dealing with issues concerning 
the gargoyles. Irinia gave the creatu1·es 
this useless room for their own "private 
quarters'' and created an opening in the 
ceiling to the gargoyle nest above. 

The margoyles are under strict orders 
not to enter the rest of the palace unless 
summoned by Irinia or Kaxathros. 
However, 1J they hear signs of a fight m 
area 2. they will take positions crouch· 
ing by the doorway and summon two 
gargoyles from lhe nest. The monsters 
prepare to ambush anyone who enters, 
gaining a -2 bonus on I heir chance lo 
smprise lhe party. 

Tills room was once a comfortable 
study, with dark, obsidian walls shot 
through with smoky yellow crystal. The 
outer wall of the room is clear quartz, 
affording a view of the clouds beyond. 

Several bookcases and reading chairs 
are scattered through the room, and 
there is a large fireplace on one wall. 
The books have been thrown down and 
largely destroyed by the malicious mar­
goyles, but a lengthy search through 
the debris will reveal two texts that 
could be sold to collectors for 75 gp each. 
Hidden withln another Litle is a scroll of 
three spells, including leleporf. linufed. 
wish. and wall of force. The margoyles 
have collected a small hoard of 347 sp, 
215 gp, two opals worth 75 gp each, and 
a potion of extra healing, all scaltel'ed 
among the mess on the floor. 

Margoyles (2): LNT low: AL CE: AC 
2, MV 6, fly 12 (CJ; HD 6; hp 34, 29; 
THACO 15; llKJ' 4; Dmg 1-6/1-6/2-8/2-8; 
SA pose as statue; SD + 1 OI' bet.ter 
weapon Lo hit; SZ M; ML 13; XP 975; 
MM/125 (Gru·goyle). 

Gargoyles (2): INT low; AL CE; AC 5; 
MV 9, fly L5 <Cl; HD 4 +4; hp 22. 20; 
THACO 15; llAT 4. Dmg 1-3/1-3/1-6/1-4: 
SD + 1 or better weapon to hil; SZ M; 
ML 11; XP 420; }.IIM/125 

6. T he Cow·tyard. 

The center of the castle is a great 
courtyru·d of gray, misty glass. Be­
neath your feet. the cloud supporting 
the keep thins to the point of trans­
parency. You can see fields and for· 
ests drifting slowly by as if you were 
standi ng on thin air. Tt is a somewhat 
unnerving experience. 

The court is octagonal and appears 
to be about 100' across. Several doors 
lead into the castle from this central 
area. In the middle of the couxt is a 
smaller octagonal depression about 
70' across. The crystal noor 1s a hltle 
darker fo the depression. The pur­
pose of the sunken a1·ea eludes you, 
but there is a small pedestal of some 
kind in ils exact center. 

A few comfortable benches, nower· 
ing plants in large mns, and pieces 
of statuary are scattered around the 
perimeter of this courtyard, but none 
within the sunken area. 

The longer the PCs remain in the 
cloud castle. the farthel' it will drift 
from their starting point <if the Raio· 
bow Crystal is in lhe castle). Each time 
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lhe adventurers pass through lh1s area, 
you should describe the new lerrain 
passing below. Wilhin 6-12 hours, the 
hernes should be quite lost. Not only is 
Wt"ight's Crossing no longer in sight, 
but they may have left the kmgdom 
itself behind! 

The depression in the court's center is 
the sunken foundation of the missing 
White Tower. The pedestal is a hexago­
nal column of white alabaster about 4' 
high. The upper surface of the pedestal 
is an indented hexagon. 

If one of t he spire shards is placed 
atop the pedestal, it fits perfectly into 
one of the six tr iangulru· sections or the 
indented hexagon and instantly bonds 
into place. Once plared, a shard cannot 
be removed-no magic or physical force 
appears capable of affecting the pedes­
tal and any shards that have become a 
part of it. 

When a shard is placed, the entire 
pedestal glows so~ly in the appropriate 
color. As more shards are added, the 
pedestal's glow changes color to match. 
For example. if the yellow shru•d has 
been placed in Lhe pedestal and the blue 
shard is added, the pedestal will glow 
green. Setting all six shards in place 
summons the White Tower back from 
I he Ethereal Plane (see ''The White 
Tower"!. 

The courtyard is a heavily trafficked 
ru•ea. Double the chances for a random 
encounter when the PCs are exploring 
here. If the a larm is raised, someone will 
pass through this area, notice any shards 
placed in t.he pedestal. and repoi·t to frinia 
(loefer to ·•Defending the Shards'"). lf fow· 
or more shards have been removed from 
the spires and placed in the pedestal, 
lrinia orders Kaxatiu·os to personally 
guard the pedestal. 

When ordered to guard the pedestal, 
Kaxathros summons 2-6 dretch tanar'l'i , 
setting them in plain sight while using 
his polymorph self ability and thief 
skills lo conceal his own presence. He 
carefully chooses a good moment in the 
fight lo backstab a spell-caster or some­
one else in the rear rank. 

Kaxathros (greater tanar'ri, babau): 
lNT genius; AL CE; AC -3. MV 15. HD 
8+14; hp 57; THACO 13: #AT 1or3; 
Dmg 2-5/2-5/2-8 or by weapon type ( + 7 
st.reogth bonusl; SA co1·rosion, backstab. 
enfeeblwg gaze; SD + 1 or better weap­
on to hit; thief abilities; infravision; 
immune to electrical attacks and non­
magical fire; half damage from cold, 
magical lire, gas, and silve1• weapons: 
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Guard Roster 
Croup One Cq\lartered in area 7 A, sta­
Uo11ed 111 area 15) 

1. Etratb Oakenthews; AL LN 
IC'horm.erl>; AC 2; MY 12; FS; hp 20; 
TllACO 18115 wilh baitlr a.w + ll: I AT l; 
Dmg \:)y weapon type; S 181781 +2. +31, D 
10, C 14. I 8. W 9. Ch 12; ML 11; XP 175; 
battle• a.w + l , plate mail. shield, 18 gp, 
ring worth 10 gp, Elrath is rather slow 
and easily duped or manipulated, but he is 
a couraj!eou1:1 and tenacious fighter. 

2. Durfang tbe Black: AL CE; AC 3: 
MV Si 1"4· hp 24; 'J'HACO 17 (16 with short 
sword!; NAT S/2 (primary hand), 1 (second­
ary ha11d1: Dmg by weapon type~ SA spe­
ciahit?d iu two-weapon figbting style: S 14, 
D 17. C 13, I 12. W 10, Ch 8; ML 15; XP 
120: si:ale mail, two short sworda <speciali· 
Utlion>: 35 gp. A sinister. violent fellow, 
Durfung hos an unpleasant personality 
llnd Sib'llecl on with lrinia Cor 3 promise Of 
loot. 

a. Tiran Tyvilar: AL NG kharmedl; AC 
1 MV 12; 1''2; hp 16; THACO 19; llAT 2 
Cbow) or 1 (swol'd); Drng by weapon type; S 
16 I +0, + ll, D 15. C 10.113. W 12, Ch 13; 
ML 10; XP 120~plate mail + 1, long bow 
lcU!ilomized for 'I'iran's Strength\, 10 sheaf 

Group Three (quartered in area llA, 
stationed in a1·ea 20) 

7. Shevarin Arl'owsong: AL N 
lcharmedl; AC 4; MY 12: F3; bp 17; 
THACO 18 C16 with bowl; NAT 2 (bowl or 1 
I.hand axe); Dmg by weapon type; S 13, D 
18, C 11, I 13, W S, Ch 13; ML 11; XP 120; 
leather armor, bo\\. hand axe, 8 gp, 29 sp. 
Sbevarin is an archer and huntsman who 
was captured by Iri11ia's men. 

8. Tukares: AL CN (charmed>; AC O; 
MV 9; F4; hp 26; TRACO 17 (16 with lon.g 
sword)i #AT 3/2; Dmg by weapon type; S 
14, D 14, C 15, 19, W 7, Ch 12; ML 12; XP 
175; field ptate al'mor, shi~ld + 1, long 
sword (specialized>: 15 gp, 35 sp. 1'ukares 
was guarding a caravan that was attacked 
by Irinia's men They captured him and 
br-0ught him t-0 the keep. 

9. Daranal Trenn: AL NG <charmed>; 
AC 5: MV 12: F2; hp 13; TRACO 19 US 
with scimitar); NAT 1; Dmg by weapon 
type; S 18112 f +1, +3J, D 12. C 10. I 11, W 
14, Ch 15; ML IO; XP 65; chain mail, 
scimitar. A noble swordswoman ft-oqi a far 
realm, Daranal encountered frinia in a 
chance meet.ing and was charmed. 

al'l'ows, long sword, 12 gp, 35 sp. gem Group Four (Q'IJa.nered in area 1 lB, 
worth 25 gp. Tiran will hang back and stationed in area 20) 
attack spell·casters. He is a handsome, 10. Keldavin the Bold! AL N 
port10nable fellow who crossed Irinia ·a path CcharmedJ; AC 3: MV 12; F4~ hp 23: 
1111 h1: wrong time. THACO 17 C15 with morningstarl: IXf 312; 

Dmg by weapon type; S 17, D 10. C 14, I 
Oruup 'l'wu lquartered in area 7B. sta· 12, W 10, Ch 13; ML 12; XP 120; splint 
tmm~d in area 151 mail, shield. morning5Lar (specialized), 22 

4. Ulwar Giantkio: AL N {charmed~ gp, 38 sp. Keldavin was visiting the keep, 
AC 4; MV 9; F3; hp 28; THACO 18 (15 seeking Alarius's advice, when Irinia 
wit.It lwlbcrd + 1); #Kr l; Dmg by weapon chanrl:€d him. He will gladly help the PCs 
type; S 18/91 ! +2, +5), D 10. C 16, l 10, W free the old mage. 
7, Ch 9; ML 13; XP 175; banded ma.it J 1. Dana1 Blackeagle: AL CG; AC 0: 
halberd + l. 11 pp, 2 gp, 22 sp. A tower· MV 9: F3; hp 19; THACO 18 !16 with 
ing, muscle.bound barbarian, Ulwar is a bastard sword + n: AAT 3/2; Dmgby 
wandering sellsword who hired on with weapon type; S 12, D 14, C 12, I 15, W 13, 
Li iuia freely bu~ was later L'harmed lo Ch 15: ML 13; XP li5; full plate mail, 
ensure bb loyalty. shield. bastard su}(mf + 1 fspecia1ized), 

5. Sarina the Red, half-elf: AL LE; AC ring worth 130 gp, 12 pp, 23 gp. Dan-al is 
2; MV 12; F4; np 31; 'I'HACO 17 114 with the heir to the Blackeagle estate, and his 
mace); NA'f' 31'2; Dmgby weapon type: S 17. father has been searching widely for him. 
D 12, C 15. l J 3, W 9, Ch 10; ML 12; XP Dana! is not charmed, but he is lnfatu-
175; c•hnin mail +2, shield, ma,·e + 1 (1;1pe- ated with Irinia, who does not return bis 
cjaliRl.J, 17 gp, potion of healing. $3rJ11a is attentions. 
a tall. strong half·elfwith long red hair. 12. Kuresh Wildflame: AL CE; AC 4; 
She 1s self-centel'ed and pushy. MV 12; F5; hp 35; THACO 16 <15 with 

6. 'l'borik Halfaxe, dwarf: AL NE: AC trident>; llAT l; Dmg by weapon type; 
2; MV 6; F4 .. hp 39: THACO 17 U5 with S 18/33, D 15, C 13.112, W 8, Ch 10; ML 
hommPr + 2)• IKf l; Dmg uy weapon type; 16; xP 270; .~tudded Jeat/i('r armor + 2, 
S 15, D 10, C 17. I 10, W 11, Ch 11; ML 14; trident, ivory fetish worth 20 gp. A wild-
XP 175; plale mail, shield, war hammer eyed barbarian oftbejungles, Kuresh is e 
+2, 25 gp. 37 sp. Thorik is a greedy, omhi- violent and merciless kHler who enjoys the 
tious <lwarfwho eagerly signed on with Qpportunity for fighting and loot.ing that 
tr inia. lrinia offers. 
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MR 50%; SZ M; ML special (summoned); 
XP 42,500; MC8 <Tanru·'ri, Greater­
Babau); bardiche + 1. 

Spells: dorlmess 15' radius, leleporl 
without error (at will!: dispel magic. fear. 
fly, heal metal, leuilate, polymorph self 
(once per round); gate in 1°6 cambions or 
one babau (401)( chance of success, once 
per day! 

Kaxathros is a very intelligent and 
ambitious tanar'ri who is working t.o 
claim the position of a true tanar'ri. He 
saw lrima's summons as a perfect 
chance lo advance his own <.'a.uses, and 
has played her very carefully. He recog­
nizes that p1·ide is Irinia's chief failing, 
und he exploits it mercilessly. Given 
time, Kaxathros hopes to urge he1· into 
ever more self-destructive cow·ses of 
action that will b1·ing down chaos and 
evil on the realm. He also d1·eams of 
walking the world as the ruler of a 
kingdom of evil and power. once lrinia 
has served her purpose. 

Ka."{athros mimics frinia's love of decep· 
tion and guile, appearing only in the form 
of a tall, darkly handsome young man. 
lrinia has never been quit.e su.re just what 
she i;ummoned and would be appalled to 
see Kaxatru·os in his true form. He holds 
little sway over lhe warriors lrinia has 
charmed, but the lesser minions of the 
enchantress all fem: him greatly and leap 
to do his bidding. 

In combat, Kaxathros likes to l~t lus 
lessers take the front while he uses his 
spell-like abilities and stealth lO strike at 
unprotected PCs. He will try to e5¢ape 
any fight that does not go well, pl'eferring 
to regroup and find reinforcements. 

7. Warriors' Quarters. 

Once set. aside for servants' quat·ters, 
this room is small but. comfortable 
with four neat bunks, a writing desk, 
a common table, and large trunks at 
I he foot of each bed. You notice an 
oiled rag and a whetstone lying out. 
and also f'tnd a small leather punch 
and buckle similar to those used in 
suits of plate armor. 

lrinia 's warriors use these small 
rooms as their personal quarters. Refer 
to the "Guard Roster" on page 62 for 
warrior statistics. 

Wan·iors 1-3 live in room 7A, and 
waniors 4-6 live in room 7B. Room 70 
is currently unoccupied. Remember to 
subtract. any slain warriors from their 
posts in area 15. 



If the alarm has been raised, the room 
is empty. Otherwise, lhel'e is a 50~ 
chance lbat l ·3 warrior:; nre here. 
Check for surprise: if the warriors are 
surprised, t.hey are unarmored and 
rnust fight with whatever weapons they 
can find. 

The trunks contain spare weapons 
such as maces, daggers. and crossbows, 
in addition lo the warriors' personal 
l'ffect.s. Several changes of clothing, 
flpare pieces of armor, and ld20 +20 sp 
and ld6+6 gp can be found m each 
thest. 

8. Parlor. 
----

The passage opens ir1lo a large, com· 
fortable room of dark !'lmoked quart?.. 
Bright tapestries hang from the wall. 
Two smaller doors and a grand, 
translucent blue c1·ystal door open 
into this room. Crouching by the door 
to the north are three small, filthy 
creatures with cruel clawt> and red· 
glowing eyes. When they see you, 
they rise and shamble forward. 

The creatures are dretch tanar'ri, 
ordered l-0 keep watch on lhe apprentice 
Tensil's chambers <he's locked in area 
12>. If they hear the party approaching 
11long the hallway from area 2. the 
drelch prepare for a light by scattering 
to the corners of area 8 and using their 
innate darknl!s.<; powers Lo completely 
darken lhis chamber. 'rhe tanar'n al!!o 
attempt. to use scare a11d slinking rloud 
spells to their best advantage. 

lf two drctch are slain, the last will 
teleporl away to get. 1·einforcements. It 
returns in ld4 + 1 rounds with Kax· 
:i.thros and a band of ld4 + 1 additional 
dretch. The first place they look for the 
intruders is 10 area 12, Tens1l's room. 

The tapestries are not. especially valu· 
able. However, a small bookshelf 
.igainst one wall contain!' a book with a 
hollowed-out interior that conceals o 
ilCroll with /7.v. feather fall. slow, and 
web spells. Tunsil hid t.he scroll here in 
preparation for an escape attempt If 
lhe PCs free 'fensil , he insists on stop· 
pmg here immediately lo retr1eve his 
scroll. 

Tanar'ri, dretch (3): INT low; AL CE; 
AC 4; MV 9; HD 2; hp l3, 12, 11. 
1'HACO 19: fAT 3; Dmg 1-411412·5 . SD 
\nfravts1on· immune to electricity, non· 
magical firt!, poison: half damage from 
cold, magical fire, gas; MR 10%; SZ S 
1:i'-4' tam: ML 12; XP 8,000; MC8 

CThnar'ri, Least-D1·etchl. 
Spells: dark11ess 15' ratl111s, teleport 

without error (at wiUJ; scare, lelekmestl! 
(once per round); stink mg cloud (once 
per day); gate in 1-4 cl.J-etches (50% 
chance of success. once per day) 

9. The Green Spire. 

Emerald light bathes lhis room in a 
verdant glow. Plants and flowers of 
all types fill this great arboretum. 
Slone benches and small statues arc 
lost in the riotous growth of vegeta· 
tion that rules here. Winding path· 
ways lead farther into the garden. 
This room ts inside one of the great 
spires of tbe castle. and the crystal 
walls meet in an apex 100' above t.he 
floor. You are surprised to see a small 
green gem or crystal hovering in the 
air over the center of the room, easily 
60' above the floor and 10'-15' above 
the highest of the trees. 

While you st.and in the doorway 
absorbing the scene, a beautiful 
woman appears among the lush 
leaves of one of the pathways. She 
holds a finger to her lips, silencing 
you, and beckons for you lo follow as 
"he tw·ns and heads deeper into the 
room. 

This spfre is guarded by a bar·lgura 
tanar'ri. The woman is a spectral fore<' 
created by the fiend to lead the heroes 
deeper into the room. The bar·lgura 
plans to split. up the party by using 
plant growth and additional spectral 
forces to confuse the path. When the 
bar-lgura is ready. it will U!'e its entan 
gl.e ability on PCs at the back of the 
party while viciously attacking lhose in 
1 he lead. If seriously injured, the fiend 
tf'leports to a tTeetop and uses its camou· 
floge or irwisibifi(\' abilitif'R to hide. 

The bar-lgura was summoned by Iri· 
nia at. Kaxatbros's urging, and posted 
here to guard this chamber and its 
shard. It. cannot leave the room or sum 
mon more bar-lgu1·a except at Irinia's 
command because of its agreement Wlth 
the t!Ochantress. The fiend ill secretly 
loyal to Kaxath1·os, who intends to use 
the bar-lgura as an assassin and enforc 
er to stt·engthen his command oflrinia's 
forces (although the bar·lgura enter· 
tains plans of unseating Kaxathros). 

The bar·lgura wants to be free to 
wreak havoc on the lands below but is 
bound by it.s agreement with the mage. 
However, the wizardess accidenlally len 
a loophole in her contract that allows 
the bar-lgura lo attack anyone except 
Irinia who enters this room. Given the 
chance, the fiend will gladly attempt lo 
get back at lrinin by killintt one of het 
loyal retainers. 

In the center of the room. beneath the 
green crystal, the bar-lgura has a small 
lair containing some of the loot it has 
accumulated from raids against the 
lands below. A small chest containing 
175 sp, 80 gp. and six emeralds worth 
75 gp each is hidden beneath a bower of 
branches. 

The emerald cryi;tal cannot be las­
soed, teleported, netted. or otherwise 
manipulated except by human hands. 
The heroes may have a little difficulty 
in figuring out a wuy to get. to the crys­
tal <{l_vmg or let·ttating spclh. l'an helpl 
Given bme and tools, a ladder could be 
built from lhe tree trunks here. Once 
the shard is removed, the emerald glow 
pervading the room fades a lit.tie. but 
nothing else happens. 

Bar.tgura: INT average; AL CE; AC 
O; MV 9, climb 15; HD 6+6; hp 37; 
'T'HACO 15; #AT 3; Dmg 1-6/1·6/2-12; SA 
leap 40'; SD infravision, camouflage 
Chide in shadows 95%); immune lo elec· 

DUNGEON 63 



tricity. nonmagical fire, poison; half 
damage from cold, magical ure, gas; MR 
30%; SZ M; ML 14; XP 25.500; MC8 
(Ta.nar'r1, Lesser-Bar-lgiu·a). 

Spells: detect invisibility, dispel magic, 
entangle, fear (by toucb), plant growth, 
teleJ~mes1s \all at 6th level, once per 
round); cha11ge self, i.11uisibility, spectr(l.l 
forte (all at 6th level, twice per day); 
gate in 1-6 bar-lgura (35% chance of 
success); darhness 15' radius. teleporf 
wllhout error. 

10. The Blue S pil'e. 

Dazzling beams of sapphire light 
play inside this gorgeous room, bath· 
ing it in a glittering blue glow. It 
takes a moment for your eyes to 
adjust. and then you realize t.hat 
most of this room is filled with a deep 
pool of crystalline tw·quoise water 
Overhead, the blue quartz of the 
spire peaks Lo a sharp point. 100' 
overhead. A lQ'.w1de walkway made 
of green and blue tile borde1·s the 
pool. Stepping closer, you can see 
that the pool has no bottom: the 
landscape far below drifts lazily by. A 
flash caLches yow· eye, and you see a 
heaut;ifttl crystal suspended in the 
water in the center of the pool. 

'The pool is a sheet··sicled we] l 20' deep 
at the edges and 35' deep at the center. 
There is no bottom; Lhe waler is magi· 
cally suspended here, The sapphire 
shard floats 5' from the lower surface of 
the water, in the center of the pool. The 
transparency of the water makes it. very 
difficult to gauge just how deep t.he pool 
is, 01· where the water stops and the 
long fall begins. 

Any object or person in the water 
sinks !or swims) normally until reach· 
ing the ' ' bottom." When any pai·t, of the 
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object passes tbxough Lhe lower smface 
of the water. t.he entire object falls 
through to the ground below. '!'he water 
does not run out of the pool. A PC who 
is swimming near the bottom of the pool 
(pel'baps in an attempt to reach the 
ci·ystal) must make a Wisdom check or 
accidentally breach the bottom of the 
pool by incorrectly judging the bottom's 
depth. Characters who breach the pool's 
lower surface may at.tempt. a saving 
lhrow vs. paralyzation with a -2 penal­
ty to swim to safety (failtu'e means the 
person falls out the bottom of the pool). 

Just as in the greeu spire, the blue 
crystal resists any attempt to move it 
except by hand. Descending 35' is quite 
a feat of swimming, and certainly calls 
for a nonweapon proficiency check with 
a penaHy of -4. Each person can make 
one attempt pe1· five points of Constitu· 
tion before becoming exhausted. An 
exhausted PC must wait 1d3+1 turns 
before attempting the dive again. 

A more effective tactic would be to 
weight one PC with a heavy object (30 
lbs. or more would do nicely), and lower 
him in to sink to the bott<>m ( tn one 
roundJ. This gives the adventure1· a 
Swimming check with no penalty. Of 
cow·se, t.he ballast must be left behind. 
and the PC must carefully t.ime his 
J'elease of the weight. 

Once the PC reaches the crystal, jt 
can easily be removed. PCs can hold 
their breath for one·third their Const.1. 
tut.ion in rounds, and must begin to 
check for drowning after that. (Refer to 
the swimming rnles in the Player's 
Hrmrlbonk, pages 120-121.l 

11. Guest Chambers. 

This spacious chamber is lavishly 
decorated wiLh paintings, tapestries. 

and exotic furniture. You guess that 
it was reserved for the use of guests 
of the castle. Ext.ra bunks have been 
moved in to accommodate sevetal 
people. 

These chambers are u.sed by frinia's 
waITiors. and are similar iu eve1•y r~· 
spect to area 7. Warriors 7.9 live in 
room llA. 10-12 in room llB. Room 
llC is un~ccnpied. U'the alarm has not 
been raised, the1·e is a 50% chance of 
encountering 1-3 of the t'oom's 1•esidents 
in one of the guest chambers. Use the 
guard roster to keep track of whicn 
warriors have been c.mcountercd. 

12. Tensil's Room. 

A pale young man springs up from 
his seat on a nru·row bed as you enter 
the t·oom. He is dressed in t.he tatte1·s 
of a scholar's robes, angry red welts 
and bruises showing through the 
tears. He takes one glance at you and 
snaps, ''Tell your mistress that I 
threw it away. and that I don't care 
where it landed! I hope she never 
finds it!" 

The young man is Alarius's appren­
tice, Tensil. He believes that the PCs 
are more of Irinia's guards, and thinks 
they have come t.o drag h1m befo1·e the 
sorceress. Irinia was enraged by 'I'ensiJ's 
theft of the Rainbow Crystal and his 
escape atlempl. Tensil threw Lhe crystal 
away when he realized t.hal recaptu1·e 
was unavoidable. so he assumes that 
the wizardess intends to question him 
again concerning its whereabouts. Al· 
though Tensil is in bad shape. he is a 
resilient fellow and soon realizes that 
the PCs are newcomers to the cast.le and 
no friends of Irmia. 

'Thnsil is anxious to escape the castle, 
but he reaHzes that ri;nia has been con· 
surned by evil and must be stopped before 
she masters any more of Alarius's power. 
He will volunteer lo serve as a guide and 
Lo ofter what.ever help he can- Tunsil was 
free to i•oam the castle until a few hours 
ago, but. he will nol necessarily give accu­
rate dfrections. However, he does know 
the general location and function of mol:.1 
rooms. ("The libt·ru·y? That's in the YeUow 
Spire, the southwest corner of the keep:') 

In particular, Tunsil L-an give the PCs 
several key pieces of inforrnation. He can 
tell the PCs that the White Tower once 



stood 1n the oonter of the keep. and that 
Irinia cllarmrd an apprentice into shalter· 
ing the White Gem that bound Prism 
Keep's enchantments together, leaving six 
shards that are located in the colored 
sprres. Tunsil knows that the shards resist 
lrinia's attempts to control them, and lhat 
she cannot move them from where they 
ue. ThnsiJ IS also familiar with lht: back· 
ground information presented in "The 
Hist-0ry of Pt·ism Keep:• 

Tunsil: AL N: AC 10; MV 12; W4; hp 2 
(11l;1'HACO 19; NAT l ; Dmg by spell or 
weapon type; S 8. D 12, C 10, I 17, W 13, 
Ch 12: ML 8; Spells: burning hands, 
shield, wnll of fog; ('()11lin11al light, lemtate. 

A sarcastic and intelligent young 
man, Tenstl was quick to let lrinin know 
that he would very much enjoy the 
opportunity to continue living and 
would be happy to acknowledge her the 
mistress or the keep. unfortunately, 
Irinia saw through his rather insincere 
promises of loyalty. Thnsil secretly 
searched for some way to undo Irinia's 
ti·eachery. but. the defenses of the vari­
ous shru·ds discouraged him. Over time, 
Tensil began to realize that his sharp 
wit and masquerade of loyalty could nol 
be maintained forever, and that «ome· 
day he \\ould end up like many of lhe 
other castle :.ervants-dead. His air 
tempt to escape was brought about by a 
combinatior\ of opportunity and panic. 

Thnsil may be grating and self· 
centered at times, but inside he is very 
frightened and wants nothing more 
than to leave a bad situation behind 
him. He knows that he is no condition 
t.ojoin u fight and will try to sLllY out of 
the way during combat. lf he is freod 
from his pl'ison, he will retrieve his 
scroll from area 8. 

13. The Yellow Spire. 

Warm. golden light fills this magnifi· 
cent cham~t. The walls are lined 
with walnut bookshelves filled with 
hundredc; of leather-bound volumes 
and scroll tubes of bone. wood, and 
metal. Decorative tapestries and 
shields bearing coats-of-arms hang 
from the golden walls between the 
shelves. In the center of the central 
open space, a sunken reading room 
has been furnished with potted 
plants, comfortable chairs, and sev· 
eral deski-. Smaller bookshelves here 
auJ,rnwnt the librar)'s collection. 

fn the exact center of the room 
stands nn impressive statue of 

gleaming brass in the fol'm of a 
watchful ancient worrinr Bound in a 
golden circlet on its broY. h• a magnif· 
1cent topaz gem that buthl•S the room 
in yeHow light. 

This room has lht! sa1rte 100'-high 
peaked ceiling of the other spires. The 
reading area in the center is sunk 5' 
helow the surrounding floor 

The library is filled with all kinds of 
books, scrolls, maps, and compendia. 
Sample titles include Thl' Elt•Pn Wars. 
Arms and Armor of Annr11t Lands, 
Pltilosoph.v of Magir. l lrrnldry nnd 
Family Crests. 011 Dro.go1111 und Cn·at 
\l)trms. and so forth Many of thei;c 
volumes would be worth a great deal lo 
a collector_ PCs who search tht' library 
fnr rare volumes will find 11-20 
CldlO+lO) books worth 50-500 ITT> each. 
Each book weighs 3 18 C8d61 lbs. 

One of the bookshelves lR a cleverly 
concealed facade thal hides a r ack of 
scrolls and rare lomes. 1b find this, a 
player must specifically declare that his 
PC is searching for concealed panels or 
hidden shelves <requiring ld4 + l turns 
of searching to find the shelO IfTensil 
is with the party and he think.<i they 
need help. he will tt•ll them that a hid· 
den bookshelf exists, but that he doesn't 
know where it is. The hidden bookshelf 
1s locked and guarded by a fire /rap 
spell (11th level) that infltcts ld4 + 11 
hp damage to the opener. Th1> bookshelf 
is also guarded by a maµ1r mnuth spell 
that says, "Awake, and slay all within 
this room." When lhe ma~tc· mouth 
speaks this phrase. the hrass statue 
animates and attacks lsc•e below). 

The concealed bookshelf contains a 
manual of stealthy pilferinR: l\ i;croll of 
prutection from petrt{i.catirm: u :;croll 
with the spells remo1·<' <'Ur.~1·, .~tone In 

flesh. unrl pc1f.vmnr11h <1ther; u scroll with 
wull of for,·e. few: 1Jolid fug. and 
stn:11J(th; a tt•c111d of lightning with nint· 
charges; n.nd a potion of extra healing 
This cache 1s lrinia's armory in cuse sht! 
1s ever 1n seriou5 n·ouble. 

The ~tatue is actually a brass golem, a 
weakC!r version of an iron golem. Thl• 
golem will animate and attack under 
three conditions: 

- It is ordered lo attack by Inn1n l)r 
the magic mouth. 

- The cryst.fll is removed from 1ls 
brow 
-It is :.-truck by something capable of 

damaging it 
As with any j{O)em. the creature at 

lacks feadt:ssly, atwmpting to carr) out 
its instructions. The golem will not 
pursue lntruderci out of the library. 

The hr&." golem was one of Alar1ui;'s 
creations. but. lrinia discovered a secret. 
command word int.he a.rchmage's notes. 
When t.he white gem was shattered, t.he 
yellow shard teleported to the circlet on 
the ~olem'R brow. lrinia has tried almost 
every conceivable set of orders to get the 
golem to 1-emow the gem, but it refuses lei 
leave the 1·00111 or to touch the gcm­
Alarius's influence resists her command!'. 
A PC can easily pluck the shard out of 
the ~oh•m's rirclet. but he might have LO 
beat a hai.1y retreat after Lhat! 

Bnss golem: INT non: AL N; AC 4; 
MV 6; HD 16: hp 70; THACO 5; IAT 1: 
Dmg 5·30; SA breathes a stinking cloud 
in u 10' cuh1• once per f"1ve rounds; SD 
+2 or bettet weapon to rut, immune to 
poison, hold. churrn. fear. and all mind· 
based spells; magical electrical atlacks 
cnuse I hp damage and slow it for thret' 
rounds: mng1cal fire and cold attacks 
cause halr damage: magical darkness 
deact1vat.es golem for one round; SZ L: 
ML 20; XP 12,000; MM/166 tGolem. 
Greater, Iron I modi1iedD. 
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14. Labol'atory. 

The door to lhis room is made of 
sturdy copper-sheathed wood with 
odd runes impressed on its surface. It 
is secw·ely locked. 

This is Alarius's laboratory, now used 
by Mnia. The door is wizard loekecl. al 
the 21st level of ability, and lrinia has 
to use a kno1·k spell whenever she en­
ters. which irritates her to no end. The 
door is quite sturdy and can take quite 
a pounding before opening. The key 
from area 3, the cloakroom, is enchant­
ed to open lhis door automatically. PCs 
who insist on battering this door to 
pieces will attract the attention ofKen­
del and his warriors from area 15 with­
in 1-3 rounds. 

Long tables with various pieces of 
weird glassware and alchemical 
devices identify this room as a wiz­
al'd's laboratory. StJ·ange tomes and 
texts, odd components and supplies, 
and other oddjties lend the room a 
mysterious air. The walls of this 
chamber are of pw·ple crystal, and 
the 1·oom is filled with an eerie glow. 
Against one wall you notice a rack 
containing several odd bottles. 

The she!ves are full of all kiDds of 
outlandish things such as bottles of 
pickled newts. sand, t1uartz crystals, 
mineral specimens, preserved animal 
specimens, and other laboratory fix­
tures. The bottle l'ack holds eight. unla­
belled potion bottles. Four are 
foul-tasting but. harmless mixtures~ the 
others are a potion of stone giant 
strength. a potion of inuiitnerability, a 
potion of gaseo1J.s form, and a bott,Je of 
potent poison (type D>. IfTensil is with 
the group, he can warn them away from 
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the poison but can't identify the others. 
Against one wall is a great work desk 

littered with notes and open texts. A 
search of the desk reveals that lrinia 
bas been researching magical gates and 
summoning spells. Older diagrams and 
notes shoved to one side appear to be in 
a different handwriting (Tensil can 
identify it as the hand of Alarius) and 
discuss various celestial phenomena 
and observations. 

15. The Red Spire. If Tunsil is with the 
PCs, read the following to the players: 

Tunsil reaches out to stop you befm·e 
you enter this room. "This is the Red 
Spire," he says quietly. ' 'Irinia's 
warriors train in here. You may be 
able to convince them that you are 
lrinia's newest servants, but if they 
see me with you, they may attack. 
Some of the warriors might be valu­
able allies if yon could somehow free 
them from Irinia's enchantment." 

Wben the heroes enter the room, 
continue with the boxed text below: 

Crimson light bathes this chamber. 
creating shadows of deep scarlet in 
lhe corners and a bright. ai·ea of 
warm rose in the center. Like the 
other spires, this one is a large open 
area with steeply sloping walls that 
meet in an apex about 100' overhead. 
A great lantern made from welded 
swords is suspended from the highest 
point of the ceiling, and contains a 
brilliant ruby shard that pulses like 
a beating heart. 

The walls of this chamber are deco­
rated with a breathtaking alTay of 
martial displays. Shields, polearms, 
and banners with coats of arms 

decorate the walls. Red-lit paintings 
portray various bat.t.lefield scenes. 
Evenly spaced around t.he walls of 
the chambet are eight. elaborate suits 
of plate armor, holding halberds or 
maces at the ready. However, yow· 
attention is di-awn away from the 
room's decorations by the approach of 
several armed warriors. One of them, 
a large man with a drooping mus, 
tache, steps forward. "Who are you?" 
he demands. 

'I'he warrior with the mustache is 
Kendel , the leader of Irinia's guards. H e 
was on~ of the first to be enchanted by 
the sorceress, and aided her in subse· 
quent expeditions to build her guard. If 
he sees Tensil with the party, armed and 
free, be immediately realizes that they 
are enemies of Irinia. If Tensil is not 
with the heroes, Kendel and his men 
will not attack immediately, but will 
t•emain on guard whiJe Kendel decides 
whether or not the PCs pose a lhreat to 
the sorceress. Kendel is charmed, but he 
is not stupid. 

The guards will not allow the PCs to 
remove anything from the room and 
will defend themselves if attacked. They 
will attack if the PCs have Tensil with 
them, or if the heroes slip up and admit 
that they are not working for lrinia. If 
the PCs manage to dispel Irinia's charm 
spells or cast their own. some or all of 
the warriors may accompany them on 
their quest. Refel' to the ' 'Guard Roster'' 
for more details. Guards 1 through 6 
will be here, minus any who have al­
ready been dealt wit.h. If the alarm has 
been raised, half the guards remain 
behind while the l'est accompany Ken­
del in his search of the keep. 

The lantern containing the red crystal 
is suspended 40' above the floor. Ii is 
made of eight short swords (framing the 
top and bottom) and four long swords 
(the sides) with clear crystal panes in 
between. While it is ralber odd and 
threatening in appearance, the lamp 
has no special properties. It radiates 
magic because one of the pieces is actu­
ally a loiig sword + 1. 

The display of ru:mor includes two 
suits of full plate armor. one of field 
plate armor, two of plate mail, an elf­
sized suit of gilded banded mail twort'h 
250 gp to a collector because of the 
gorgeous filigree), a dwal'f-sized suit of 
plate mail, and a ha I fling-sized suit of 
cllain mail 



Kend el TroJlbane: AL LE; AC 0; MV 
12; F6; hp 51; THACO 15; #Kr l (3/2 
with sword); Dmg by weapon type; S 18/ 
27 I+ 1. + 3), D 11, C 16, I 13, W 9, Ch 
14; ML 16 (19 while charmec[); XP 
3.000; /ield plate armor + 2, two-handed 
sumrcl +I (specialb:ed), potion of heal­
mg, potion of /1_ying. ring of warmth. 

Kendel is a skilled warrior who en· 
countered lrinia on one of he1· ex.pedi· 
tions I.<> the ground below. A wandering 
mercenary and sellsword, he readily 
agreed to serve as ll'inia's lieutenant. 
1'he so1·ce1·ess soon ensured his loyalty 
by ('/ionning hjm. From time to time, 
she renews her charm on him, but for 
now the wanior is faithful. If Kendel 
were to break his charm. he would not 
seek vengean~ against Irinia for cast· 
mg a spell <>n him, but instead would 
look for an opporturuty to break away 
from I.he PC party so that be could loot 
Jdnia's treasury !area 28C). Above all 
else. Rendel looks out for number one. 

Kendel is a skilled and capable leader. 
He is nearly fea1·less under any condi­
tions, and is doubly so while under 
lrinfa's t~harm. 

16. Veranda. 

You f'ind yourselves in an open, afry 
sunroom w1Lh walls of green-tinted 
crystal that look out over the cloud 
tops. Comfortable wicker ful'nitui·e 
gathers dust, and the plants and 
creeperi> that decorate the chambe1• 
have been ldt untended. 

If the advenl.ul'ers have not already 
enc-0tmtered Tnnia but the alarm has 
been raised, the sorceress appears here 
lo find out moi·e about them. If the 
heroes have bcien quiet so far, lrinia 
does not know they are here yet. 

lrinia will use a change self spell to 
alter her appearance LO that of a young, 
frightened. disheveled country maiden. 
She calls herselfYvanna and casts 
herseJr on the nearest hero. tell mg a 
terrible 11to1·y about evil fiends that flew 
down from I h!:' castle and abducted her 
from her fa.thel''S farm, and about a 
beautiful sorceress that spared her life 
and made her a servant. 'Tunsil does noi 
recognize Yvanna, and he can tell lbe 
PCs thal her sLory is plausible Che's 
suspicious, buL he believes thal Irinia is 
loo stuck-up to masquerade as a sei·­
vanll. As Yvanna, Irinia will beg the 
heroes to help her leave the castle. 

If allowed to uccompany the party, 

lrinia will attempt to steal the Rainbow 
Crystal and any shards the PCs have 
found. She will also question the heroes 
concerning their motives and Lry to find 
out how much they know about the 
keep. lrinia may reveal herself by at. 
Lacking the party when they are weak­
ened or attacked by her se1·vants, but if 
she does not find a good opportunity, she 
will eventually leave them with a quick 
dimension t:Wor spell and go to super­
vise the keep's defense. 
If Irinia is discovered, she will at­

tempt to flee and come back with rein­
forcements. He1· stoneskin spell and 
dimension door should suffice to get her 
out of trouble. However. resow·ceful PCs 
may be able t.o subdue her before she 
can get away. Irinia is a clevet~ schem­
ing prisoner who will pretend to negoti­
ate her own ransom while biding her 
time and looking for a chance to escape. 

See area 20 fo1· ll·irua's statistics. 

17. Kendel's Ch ambers. 

This was probably another of the 
castle's guest rooms. You cah tell 
that it is currently in use from the 
spare pieces of armor and a small 
weapons rack thal indicate occupan­
cy by a warrior. There is only one bed 
In the chamber, and the gear all 
looks like it mjght belong to a single 
individual. 

Beneath Kendel's bed is a locked 
trunk that contains spare clothes and 
supplies, as well as a false bottom con­
cealing 180 gp and 295 sp. By day, Ken­
del is usually elsewhere (typically area 
15), but there is a 50~ chance that he 
will be sleeping here at night if the 
alarm has not been raised. 

18. Conservatory. 

'\'Ou find yourselves in a latge, open 
antechamber wit.h a number of door­
ways leading to at.her rooms. The 
floor is of polished marble, and ele­
gant tapestries hang from the walls. 
Sunlight streams in th1·ough the 
transparent crystal ceiling. 'T'wo suits 
of armor with battle axes in their 
mailed fists stand beside large, im. 
pressive double doors to the north. 

Refei· to room 16. If Lhe alarm has 
been raised and lrinia has not been 
encountered elsewhere, she will be 
found in this room, in the guise ofYvan-
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na, and will tl·y to infiltrate the party ru> 
described previously. 
If Lhe conditions for lrinia's appea1·· 

ance have not been met, the herneH may 
still find this t<J be a dangerous at·ea. lt.l! 
central location makes it heavilv t t•t1f­
ficked, and there is a l-in-4 chance pet· 
turn that a random monster will pass 
through here on its way to another 
room Csee the "Random Encounte1·s" 
sidebar on page 58). 

IfTunsil is with the party. he wnrru; 
them that this is a dangerous area: 

"Be careful,'' Tensil advises quietly. 
'"rhe room to the north is lrinia's 
throne room, and she often bas JilCV· 

era) guards with her. Don't go out 
side to the patio, either-it's a 
cockatrice nest:' 

19. Patio. 

Beyond this door is an open, airy 
porch of red cryst.al, floating above 
the cloud tops. The landscape drifts 
lazily by. and you notice that you've 
covered quite some distance over the 
ground since you l1ave been in t:ho 
castle. Wright's Crossin g isn't even 
in sight. 

An awful stench greets you as you 
survey lhe patio, and you spot a 
ragged heap of broken furniture and 
ripped-up pillows in the far corner. 
An awful screech splits the air. and 
suddenly an enraged birdlike crea­
Lurc with 8 snake's tail shakes free or 
its nest and flutters toward you! 

The patio ha8 been taken over hy Lh~ 
cockalrices as I.heir nest. There are only 
two cockatrices in the keep; if the he· 
roes have injmed or killed eithPr of 
these monsters. they will still be wound­
ed . The first cockatrfoe is in the nesl 
when the PCs enter the room. but with· 
in ld4 + l rounds the second cockatrice 
arrives, fluttering over the spire and 
dropping to join the fight. If seriously 
injured, the cockatrices will try to nee. 

The door learung to area 18 closes 
automatically and will lock the PCs out 
of the keep if someone does not hold it. 
or prop it open. Allow PCs in the roor 
ranks an Intelligence check t.o see if 
they notice the door about to shut Th~· 
door is made of sturdy glassteel with u 
high-quality Jock. 

Cockatrices (2): INT animal: AL N; 
AC 6; MV 6, fly 18 !C); HD 5; hp 30. 24; 
THACO 15; 1111\r l; Dmg 1-3; SA pelrili 
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cation; SZ S; ML 12; XP 650; MM/45. 
The cockatrices have gathered a few 

small chips of crystal and coins, but 
have not had much time to accumulate 
any reaJ treasure. A thorough search of 
the nest wiH turn up 15 gp, 55 sp, 101 
cp, a sapphire wol'th 50 gp, and a jew­
eled hammer + 1 wort.b 870 gp. Once 
the cockatrices are disposed of, this is a 
safe area in whfob to rest. The other 
denizens of the keep stay away, so there 
is no chance for a random encounter. 

20. The Purple Spire. When the PCs 
enter I.his area, modify the description 
in the box below based on the current 
circumstances and previous encounters. 
See the notes in column three for exam­
ples of several possible scenarios. 

Dozens of shades of purple meet and 
mix in this chamber, from bright 
violet to shadowy midnight blue. The 
entire spire seems to be filled with a 
weird, lambent glow Exotic and rare 
tapestries adorn the walls. and a 
great map of a far-off land dominates 
one wall. 111 the center of the spire a 
throne of clear glass sits beneath a 
hovering gem of exquisite royal pw·­
ple. The purple shar-d is encased in a 
shimmering field of fo.-ce. 

On the throne sits a beautiful, dark­
baired woman clad in elegant black 
robes. Beside her; armored wan-i01·s 
wait with their weapons drawn. The 
woman watches you for a moment, 
then smiles and speaks. "So, this is the 
band of ruffians that has invaded my 
house? Well, brave heroes, whaL can l 
do for you? What do you wish of Irinia, 
Lady of Prism Keep?" 

Irinia: AL NE; AC 2; MV 12; Wl2 
(enchanter); hp 29~ THACO 17: HKr 1; 
Dmg by spell or weapo11 type; $ 9, D 16, 
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C 12, I 17, W 11, Ch 15: ML 16; XP 
7 ,000; ring of protection + 2, dagger + 3, 
potion of flying, potion of healing, wand 
of pulymorphing (19 charges). 

Spells: change self, charm. person, 
hypnotism. phantasmal force, sleep; 
forget, hypnotic patiem, inuisibility. 
strength, Tasha's uncontrollable hideous 
laughter; dispel magic, hold person, 
slow. spectral force. suggestion; charm 
monster, confusi.on. dimension door, fear, 
polymorph self; chaos, dismissal, domi­
nation, hold monster. teleport; ensnare­
ment, mass suggestion. 

Irinia previously cast two protective 
spells, which are still in effect. Her 
armor spell lasts until lrinia suffers 
20 hp damage, and her stoneskin spell 
protects her against. the first eight. 
attacks. 

lrinia is a tall, willowy enchantress of 
great beauty. She was born to a noble 
family and maintains the trappings and 
arrogance of her heritage. When she was 
young, she turned to the study of magic 
in order to find ways to make people do 
what she wanted them to do. At first. her 
studies were harmless enough. but as she 
grew in experience and powe.i; she be­
came a manipulative and deceptive 
schemer who thought nothing of using 
others to gain her ends. 

Irinia is fond of r uses, t-ricks, and 
puzzles. Given the chance, she will 
attempt to infiltrate the party, using 
her illusion spells to mask herself in 
some innocent guise. If forced into com­
bat, lrinia will avoid melee and at.tempt 
to win allies for herself with he1· various 
charm and suggestion spells. She will 
target a large grnup for a confusion or 
chaos spell early in combat to cut. down 
on the number of foes she will have to 
deal with at one time. 

Irinia is very intelligent and will seek 
to preserve her own life above a ll else, 

fleeing a combat that is not going well. 
She is not above feigning a sw·render or 
betraying someone who shows her mer­
cy. ll'inia's history is described in detail 
in "The History of Prism Keep:· 

There are several ways thjs encounter 
may develop; 
if the alarm has n.ot been raised: lri­

nia, Kaxathros, and Irinia's retainer 
Jhalil are here. Kaxathros has taken 
the form of one of the h uman guards . 
U se the infroduction as written above. 

If the al.arm has been raised and the 
heroes haue not a/reedy encountered Irinia 
as Yuanna; The sorceress and Kaxatlu·os 
are out searching for the PCs. Jhalil and 
half the warriors are here. Jhalil chal­
lenges the hetoes, ordering his warriors to 
attack. He will flee for help if seriously 
injw·ed. Ignore the second paragraph of 
the boxed te.xt. 

Iflrinia has begun to defend the 
shards. 2-6 dretch will also be present. 
They follow Jhalil's orders. using their 
spell-like abili t ies to best effect. 

If the alarm ha.s been rai.sed and the 
heroes haue already encountered lrinia. as 
Yvanna or have her with them iri the 
party; Kaxat.hros, Jhalil, and the warriors 
are here. The woman on the throne is not 
Ir inia; iL is Kaxath1·os using his pol~l­
murµh self ability to mimic his mistress's 
form. lf lrinia is present, she is standing 
by under the cover of inuisibility, or she 
throws off her Yvanna disguise to attack 
the heroes. Use both paragraphs of the 
boxed text. 

If the alarm has been raised and lrinia 
is personally defending this shard: Use 
both paragraphs of the boxed text. Irinia 
is the woman on the throne, but the ch·et­
ch summoned by Kaxathros are still here. 

lrinia will try to determine who the 
PCs are and why they came lo her cas­
tle. If she is not present, Kaxal.hros or 
Jbalil will simply lead an attack. The 
real Irinia will flee if she is seriously 
injured, or if a ll her minions fall. She 
goes to the Red Spire or t-0 the various 
chambers of the guards, seeking rein­
forcements and returning in 1-4 turns 
with help. Jhalil or Kaxathros will also 
abandon the fight if badly hurt. 

Warriot•s 7 through 12 are here, minus 
any that have beeu previously encoun­
lered. As noted above, half of the guards 
will be out searching the castle with 
lrirua ifthe alarm has been raised. 

J halil, half-elf: AL NE; AC 2; MV 12: 
F5/C5; hp 35; THACO 16; #A'T' 1; Dmg 
by spell or weapon type; S 18/15 ( + 1, 
+3l, D 13, C 15, I 11, W 15, Ch 12; ML 



14; XP 1,400; C'liatn mail +2. shield, 
mace + 1. 

Spells: bless, r•ommand, c:au,se light 
wounds. cure light wounds, cause fear: 
aid, hold person., resist fire, spiritltal 
hammer: anima.te dead. 

Jhalil is an old ally and associat<• of 
lrinia's from her brief reign ovet· her 
father's lands. When she was forced Lo 
flee, he reluctantly came with her .. Jha­
lil is a clever. oily flattere1· who has an 
uncanny knack for sensing lrinia's 
moods and carefully steering around 
them. If pressed ha1·d, Jbalil will at­
tempt to sunender. claiming that he 
was bewitched by lrinia's sorcery. 

Du1'ing this battle, the heroes should 
be able lo kill, capture, or drive off bot.h 
Irinia and Kaxathros. If the heroes 
merely force the villains to retreal, 
lrinia will assemble tbe surviving 
guards of the castle and attempt to 
b·ack down and destrov the PCs befol'e 
the heroes summon Alarius. The \'il. 
lains may try to guard any remaining 
shards or wail for the heroes in the 
courtyard of the white tower. 

lt is possible for the heroes to gain 
allies by dispelling the charms on the 
waniors. 

The purple gem hovedng over the 
thront' lb only about 8' above tbe floor 
but is enclosed in a small sphere of 
force, s1mila1· to a wa(l of force. The 
sphere can be breached onJy by spells or 
powers that can normally breach a wall 
of force•. However. the sphere is main· 
tained by the spire itself-if the sphel'e 
is removed from the room, it flickers 
and fades. 1 f the heroes cannot b1·each a 
wall of force with the magic they have 
at hand, they need only cany the 
sphere out of I.he room, 

There is a hidden compartment m the 
throne. guarded by a poison needle ~hat 
jabs <THACO 20> anyone trying to pick 
the lock or open t.he door. The needll! is 
coated with type B poison, which inflicts 
20 hp damago if the victim fails his 
saving thi•ow t1 3 hp damage if victim 
makes saving tbrowl. Inside the com· 
partment is a pouch containing four 
rough diamonds worth 300 gp each. 

21. Ha ll. 

A beautiful mural runs along t.he 
walls of this chamber. The ceiling is 
of yellow Jacinth crystal and fills this 
hallway with a warm golden glow. 

The mural depicts th~ career of a 
powerful mage, from his first. days as 
a young apprentice Lhrough many 
adventures against ores, dragons, 
and worse, and on into lhe twilight of 
his life, where a snowy-bearded old 
man stands beside a throne. 

1'he mural is protected from vandal­
ism and slowly repairs any d~mage 
done to it. lrinia has tried to l'emove it 
on a couple of occasions, but the mural 
resists her efforts to destroy it. She 
plans to try a disintegrate spell next. 
There are no other items of interest in 
this room. 

22. Secre t P assage. The doors enter­
ing this passage are cleverly concealed 
behind solid sheets or crystal and are 
t1xh'emely hard to find. Alarius included 
this passage as a safely precaution. The 
passageway is guarded by a symbol of 
fear. lnside, there is a sturdy chest, 
rmzard locked and frre trapped al the 
21st level of ability. No one except Ala­
\' ius and his butler, Jeren (See area 24) 
know of this passageway's exjstence, 
although Irinia and Tunsil suspect that 
Alnl'ius may have had a secret bolt-hole 
in case of tTouble. Je1·en knows the 
gesture that perrnit~ safe passage past 
the symbol of fear. and h.is key will by­
pass the magical wards on the chest. 

The chest contains a silk pouch with 
100 pp and five gems worth 120 gp each 
(a getaway stash, if needed); a small 
potion rack containing <in clearly 
marked bottles) an elixir ol health, a 
potion of vitality. two potions of extra 
heqling, and oil of clhcreolness; a scroll 
inscribed with limited wi,qh, /ly, haste. 
and teleport without 1•rrur: a rutg of 
suste11ance; and a dagger +3. 

Several changes of clot.hing in the 
various fashions of nearby lands, stout 
walking sticks, stw·dy backpacks and 
boots, and dried rations make up the 
1't!St of the cache. AJarius equipped this 
chamber to contain everyt.hing he would 
evel' need to leave the keep quickly and 
disappear. 

23. Drawing Room. 

Plush couches and eusy chairs of red 
velvet are comfortably urranged in 
th.is luxurious room. The walls are 
panelled with dark leak. and t.he 
floor is covered by a thu:k cat"pet. of 
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oriental dt!sign. A great fireplnce 
dominates Lhe southern wall of this 
chamber, buL no fire bw·ns in Lhe 
hearth now. Tius room is unusual ln 
lhat no evidence of the keep's c1·ystal­
l me construction shows through lhe 
wall and floor coverings. 

This roum is a highly trafficked area. 
lnci·ease the chance of a random en 
counter to 1 in 4 per turn while the PC's 
are in he1·e. A secret door to the court· 
yard (at'ea 6l is concealed behind thti 
fireplace and can be opened by pushing 
on a loose bt•ick in the mantle. 

The small chamber to the west (urea 
23A) is a broom closet. Various cleaning 
supplies and other items ar e stored 
here. 

24. Dining Room. 

Magnificent windows gaze oul over the 
landscape fa1· below. This chamber is a 
great dining room. with a long table of 
smoky gray crystal in the center of the 
toom and elegant cabinets containing 
china along the walls. Nearly 50 
chafrs of polished wood are drawn up 
to the table. Another wall bolds ru1 
impressive l'ack of wine bottles. The 
floor is rosy, translucent marble and 
the walls are rich, golden topaz. At one 
end of the table, an elderly man is 
busy polishing pieces of silver din1w~ 
wru•e. He looks up. startled by your 
appearance. 

The old man is a butler named Jeren, 
one of the few servants who has SW" 
vived ll'inia's tenure as mjstress of Lhl• 
keep . • Jeren is a dignified.. unflappuble 
fellow who keeps his thoughts to him· 
self. Privately, he detests lrinia for whot. 
she has done to Alarius, but he realized 
a long time ago that the only way to 
ket!p his life was t-0 cater to her enur 
mous ego. As butler, he supernsei; the 
small staff of servants. 

Jeren instantly recognizes Lbat. lht• 
PCs are intruders. He shushes them lo 
silenre and motions them to follow him 
into area 26. the servants' room. Jernn 
knows tbat the dining room sees t.oo 
much traffic. and that the servants' 
quartt!rs are much safer for a prolonged 
convtJ1·satiun. This faithful sL>rvanl has 
been with Ala1·ius for over 30 years and 
has served in Prism Keep since its con 
st.r11ctirm. lie is familiar with mo~t tif 
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the t'vents detai lt>d in "The History of 
Pl'ism Keep." 

Once he is convinced that the PCs 
rn11:ht he able to oust Ir1nia from the 
keep. and perh;lps restore his master, 
Jcn::n quickly identities llimself and 
asks ii' he can be of any help. If the 
h<!roes treat him w1Lh respect and show 
th<>mselves to be of good intent, Jeren 
will aid them by telling the party where 
w find Alarius's cache Carea 22). 

''The master laid aside some things 
for a rainy day. I don't tlunk he 
would mind if you used his emer­
gency store:; to help him. He told me 
that ifl needed Lo enter that room, l 
should first make this symbol"-the 
butler demonstnites a slrange 
gesture--"and then use this key to 
open the chest inside" With that, 
.Jt•ren hands you n small brass key. 

If Lhe heroes are threatening or rude, 
Je1·en will not tell them about the 
cache, but will still tell them what he 
can about Irinia and Lhe shards. 

Jeren: AL LN; AC 10; MV 12; 0-level 
human: hp 4: THACO 20: t Kr l: Dmg 
by weapon Lype lun111·m1•dl; S 8, D 11. C 
9, l 12, W 13, Ch 12; ML 8 . 

25. Manticm·es' Lafo 

This chamber opens unto a wide 
pon:b. Yow· attenlion is 1mmedialely 
commanded by a pnir of huge. roar 
tng manticores who rear up and 
launch themselves al you! 

Four manticorns I ive in this nest, bu1 
only lwo are present now: the others ai·e 
out hunting in the surrounding country 
~ode. The mant1cores have agreed not lo 
ntrack anv of [rinia's servants in the 
caRtle. but Lhal ni;reement certainly 
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didn"t include invuders in their lair. The 
two monst.eri. both fling their tail spikes 
in tbe first round of combat, then close 
to melee with the party. 
If the manticores are surprised, a fast· 

talking PC has a small chance <>f pre· 
venting lhei1· attack by pretending to be 
one of lriniu's se1·vants. Otherwise, the 
creatures intend to kill a11d devour any 
who enter here. 

This area was once a sunroom and 
opens to the outer porch through a se· 
ries of greaL crystal doors. The manti· 
cores leave these standing open. The 
lair is filled with t.he remains of thP 
manticores' victims and a few grisly 
trophies of their kills. The inner cham­
ber (area 25A) is used as a strong1·oom 
by the manticores. A small amount of 
u·easure is kept here: 650 cp, 34.J sp, 
220 gp, a slightly damaged suit of field 
plate armor, a bl'oken sword, and a 
shield + 2. For every turn that the PC!! 
1·emain in area 25 or 25A. there is a 1-
in-10 chance that the other two manti­
cores retw·n. 

Manticores <2): INT low: AL LE: AC 
4: 1'1V 12, fly 18 <El: HD 6 +3; hp 33, 31; 
THACO 13; KAT 3; Dmg 1·31l-3/l -8; SA 
tail spikes; SZ H: ML 14; XP 975: 
MM/246. 

26. Servants' Area and Kitchen. 

This chambet· is furnished with plain 
paneling and a floor of sturdy oak 
planks with a smaU rug by the door. 
A blazing heart.h takes up much of 
the north wall. Copper kettles. cut­
lery, and vegetables of all kinds hang 
from overhead racks. Obviously this 
room is a kitchen. and the smell of 
cooking food brings a pang of hunger. 

The kitchen is furnished with a 
large wooden table. half a dozen 

chairs, :lnd a set of coal pegs along 
one wal I. Two women of m1ddle years 
are sitting at the table, t.alking qui­
etly. They jump to t.heu- feet m alarm 
as you enler. 

The two ladies are Sadi ond Anna, the 
only se1·va.nts to survive except the 
huller, .Jeren. The three of t.hern do their 
best to keep Il"inia happy nnd avoid het· 
minions. There were six sen'anls when 
lriniu moved against Alariui;. The oth­
ers displeased the mish·css or were 
simply in the wrong place at the_ wrrmg 
time. Sadi nnd Anna are very fright­
ened but can 'l think of tiny way to es­
cape their situation. If lhe heroes 
identify themselves, the ladies will offer 
a little advice or information and beg 
the PCs lo leave before they are discov­
ered. "lf the mistress finds you here 
with us, she'll kill us all-m· wurse." 

None of lrinia's minions enters this 
room, by her direct order. She wants to 
keep some siervants a1·ound, after all. Do 
not make any random encounter checks 
while the PCs are here. Howeve1·. if the 
alarm has been raised and the heroes 
have left an obvious trail. it is likely 
that st>meone will come to investigate 
this room sooner or late1~ 

Area 261\ is a well·slockec.l pantry. 
Kegs of ale, sacks of grain, vegetables, 
spices. and other foodstuffs fill the 
room. One corner is magically refriger­
ated and holds several sidei:. of beef. 

Sadi and Anna: AL NG; AC 10; MV 
12; 0-level human: hp 3. 2; THACO 20; 
#AT l; Dmg by weapon type (unarmed); 
ML S. 

27. Gallery. 

Dozens of beautiful portraals. paint· 
ings, busts, tapestries. banners. and 
other objects of art adorn I.his mag· 
nificenl hallway. The w{lllS and floor 
are of white alaba~ter, and the ceil· 
ing is a clear crystal dome that floods 
the aJ·ea with light. One picture 
strikes you as pru1.icularly unusual­
two waniors in plate mail are stand­
ing in th~ foreground, while a 
bea\1t1ful beach at sunset stretches 
away behind t:.hem. 

The sunset. picture is a mat,rical gate 
to a distant land. <The OM c.an use 
whateve1· locale he thinks appropriate.) 
Anyone who stands before the picture 
and touches its surface will be instantly 



whisked to that spot. Tu return, the 
traveler must stand at the exact spot on 
the beach lhal the pidw-e portt·ays and 
speak the name "Alarius." 

Every time a PC looks away from I.he 
picture and looks back again, the pic­
ture updales it.self. On the second 
glance, a rider appears in the back· 
ground. On the third glance, the wur· 
riors turn to leave. Have some fun 
describing the ongoing scene-it has 
nothing whatsoever to do with the ad­
venture, but it could be exciting if a PC 
suddenly managed to dump himself in 
the middle of a strange scene. 

28. The Orange Spire. 

Brilliant beams of golden light Oash 
and scintillate from a shard of ja­
cint.h embedded in the floor in the 
center of the room. Deep, ruddy 
shadows lu1·k in the corners of this 
chamber, and bright yellow-orange 
rnys highlight the spire's upper 
reaches. This chamber is similai- to 
the other spire chambers. with 
sharply sloped walls that meet 100' 
above. However, three small rooms 
have been partitioned off against lhe 
east and south walls. 

The m·ange spire appears to be used 
as per$0nal quarters. Elegant furni· 
ture is tastefully placed about the 
room, including a large bed., several 
armoires and dressers. and a small 
writing desk. Long streamers of yellow 
and red silk decorate the room, and 
several paintings hang from the walls. 
The shard Lhat gives this spire its color 
is actuaUy embedded in a tloor of elem· 
crystal. and t.he light seems to radiate 
n·om I.he luminescent crystal under­
foot. For the moment, it appears that 
no one is p1-esenl. 

These are lrin.ia's personal chambers. lf 
the alarm has not been raised and she 
has not been encountered elsewhere, 
there is a l·in-4 chance that she is here. 
Normally. no one else disturbs this Toom. 
However, lrinia may have ordered one of 
her minions Lo guard the shard if she 
knows that the PCs are seizing Lhe crys­
tals. If Krucalhros has stationed dretch 
here, the fiends are hiding on top of the 
closet and bathroom under cover of their 
darkness ability. They will use their speU· 
Uke abilities to best effect while attempt, 
ing to summon more dratch. One of their 
number will tekport to get reinforcements 
when the PCs first appear hel'e. 

lf Irinia and her guards (half the war· 
riors from area 20) are defending this 
room, she will remain inuisible and look 
for a good opportunity to strike while 
her warriors attack. 

The shard is embedded under l ' of 
diamond-hard crystal. Striking at the 
crystal floor with weapons has the same 
effect as striking at the exLerior of 
Prism Keep. However, there are several 
ways the shard can be freed from the 
diamond floor: 

A PC of good alignment can simply 
stand over the spot where the shard is 
encased and concentrate-the shard will 
float up out of the crystal and into his or 
her hands. The spells knock, shaUer, dig, 
pa$SwaU, stone shape, tra11sm1ite rock to 
mud, disintegrate, sl01te lo flesh, limited 
wish, or meld into stone can all be used 
to retrieve the orange shard. 

The chamber to the sout.b (area 28AJ 
is a luxurious bathroom. Irinja main­
tains a large wardrobe with a number of 
elegant robes and othe1· accessories in a 
cavernous closet (area 28B>. Her small 
writing desk is wizard locked (12th 
leve1) and contains Irinia·s spell books 
<warded by a sepia snake sigil on the 
fo·st page) and personal valuables. A 
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small pouch of 80 pp and 25 gp with ~j,. 
300-gp emeralds is slashed in one 
drawer. Another d1·awer is guardoo by u 
fire trap sp<>ll and contains a wand nf 
magic missilu with 26 charges and a 
potion of healing. 

The entrance to l.rinia's treasury !area 
28C) is hidden behind a large min·or on 
I.he batlm'IOm wall. lnside are t;wo large 
chests of U:on-bound oak, containing a 
total of 250 pp, 1,900 gp, and 3,000 sp. 
The chests are locked and wizard IJJclU?CL 
The lid of one chest has a hidden cornpart­
menl that. contahis a pouch with eight 
emeralds worth 130 gp each and a ~roll 
with the spells releport and iiwi.s1bilit.v. 
The SC(,'<md chest contains a potion rack 
holding eight potions of flying. lrinia 
creates a number of these pot.ions fi'Om 
time to time for her war1·iors. 

The White Tower 

To complete the adventure successfully, 
the heroes must recover all the crystal 
shards and bring them to the courtyard 
When the PCs place the last. shard in 
the pedestal, read or paraphrase the 
following to the players (note thal Kax· 
alhros may be guarding this area with 
the aid of several dretch; see area 6): 
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PRISM KEEP 

As you place the last crystal into its 
niche in the pedestal, the pedestal 
goes dark for a second. Then each 
piece glows brightly in its own color, 
and lbe six shards fuse into a single 
while gem. The intensity of the light 
grows t.o a blinding brilliance in a 
matter of moments. Suddenly. there 
is a brilliant flash of light. Around 
you, m.ist.y walls of white crystal 
begin to form-a tower of purest light. 
materializing from the white emana­
tions of the healed gem. You can see 
the courtyard beyond through the 
misty walls of the white spire. In a 
moment, the walls solidify, clear, and 
seem to disappear altogether. leaving 
you floating in a gray void. You feel 
as though you have been somehow 
transported far away from Prism 
Keep. 

In the cenLer of the white tower, 
you can see a crystal block nearly 10' 
to a side. In lhe middle of the block, a 
snowy-bearded wizard is suspended, 
trapped by the crystal that surrounds 
him. 

"Thank you, my friends," a voice 
whispers in yotu· mind. ·•1 am almost 
fre~. 'lbuch the Rainbow Crystal to 
the glass that imprisons me, and I 
shall escape from this confinement.. 
But be carefuJ-Irinia anticipated 
this day and placed one last guardian 
in yow· path .'' 

Suddenly, there is a rush of wind 
and something is in t.he middle of 
you1· group, slashing and rending! 

Wbeo the mageliug Tymor spm the 
gem of Prism Keep under Irin.ia's or­
ders. the White 'lbwer faded from the 
physical world into an ethereal exist­
ence. Tymor was killed by the release of 
energy, and Alarius was entombed in 
crystal by the sudden destruction of the 
magical power lhal be had imbued in 
the great gem. ln a sense, the crystal 
block is Alal'ius's own creation, a physi­
cal manifestation of the magical effects 
that stranded him in the Ethereal. 'l'he 
restored tower now exists simultane· 
ously on the Ethereal and Prin1e Mate­
rial planes. 

lrinia did not expect tbat anyone 
would ever happen across the ethereal 
tower. since the Ethereal plane is a very 
big place. However, she decided to guard 
against a chance meeting by binding a 
fiend to her service. The sorceress sum­
moned a hordling and. struck a bargain 
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with the creatw·e to guard the arch· 
rnage's enchanted slumber. 

This hordling is a horrid creature 
with an apelike body and powe1ful, 
bowed legs thaL let it spring up to 20'. 
Its bluish-puxple skin is covered with 
bony knobs all over. including its huge 
hairless head. It has fow· tentacles with 
razor-sharp serrated claws, and a gap· 
ing maw filled with fangs. The hordling 
is currently using its improved inuisibil· 
ity power but may choose to reveal itself 
for a round lo strike terror into its prey. 
It begins the combat by springing into 
l.he back ranks of the party and maul­
ing a lightly armored PC, attacking 
while inuisible. 

The hordling's bargain is to defend 
the wizard's tomb until the hordling is 
destroyed or until Alarius js freed. If a 
PC can touch the Rainbow Crystal to 
the glass block, releasing Alarius. the 
fiend will instantly depart, its bargain 
fulfilled. 

Hord.ling: IN1' low; AL NE; AC O; 
MV 12; HD 9; hp 51; THACO 11; HAT 5; 
Dmg ld4 +6 ( x 4), 2d4; SA gaze causes 
enfeeblement of one target within 5'; 
SD immune to fire and acid attacks; MR 
15%; SZ L; ML special (summoned); XP 
10,000; MC8. The hordling can be tw·n· 
ed as a wight. 

Whenever the heroes frne Alarius, 
read the following: 

As you touch the Rainbow Crystal to 
the glass tomb, the crystal prison 
begins to dissipate in smoky wisps. 
In moments, the archmage inside is 
free, and Alru·ius opens his eyes and 
steps forward from the wreckage of 
his tomb. "Thank you, brave ones;' 
he says, gripping yow· arms. "You 
have ended a great evil today!' 

You notice that the White 'lbwer 
has retw·ned to the keep, and that 
the colorful spires are sparkling in 
the sunshine outside. Alarius smiles 
and stretches. "I have been trapped 
for years. l never thought I would see 
the sun again. What can I do to re­
ward you for youx service to me this 
day?" 

Conc luding the Adventure 
There ru·e a couple of possible endings 
for this adventw·e. If you would like 
Prism Keep itself to be the PCs' reward 
for success. then Ala.rius should not be 
1·evived. H e has been in his crystal 
prison too long, and the heroes become 
the new masters of the t,ower. 

If you do not want yow· PCs Lo gain 
conti·ol of Prism Keep, Alarh1s revives 
with his full complement of spells. Re is 
a ve1·y powerful mage and still knows 
some of the rulers of the lands nearby. 
He will be happy to reward the heroes 
with gems worth 5,000 gp, several small 
magical items. and a Jetter of intt·oduc­
tion to any of the local rulers. He will 
even grant the heroes one wish if he 
feels they have the wisdom uot. to abuse 
it. Alal'ius will also tell the PCs that. 
they are welcome to come and visit him 
anytime they like, and t,o make them­
selves at home in Prism Keep. 
If Irinia has survived until oow. she 

flees when she sees the While 'lbwer 
return. She has no wish to face Ala1·ius 
after what. she did to him, and will use 
her spells to go as far and as fast as 
possible. In the future, she will harbor a 
grudge against the PCs for upset.ting 
her plans and may retuxn to haunt 
them someday. 

If the PCs at'e only partially success­
ful and leave the keep with one or more 
of the crystals, frini.a wi 11 not rest until 
she hunts the party down and recap· 
tures the shards. Q 

Moving Away? 

If you have a subsoriplion and plan 
to move soon, please let us know at 
least six weeks beforehand. If you 
live in the Unitr,d States 01· Canada, 
send your old address, your new 
address, and your most recent man­
ing lahel to: Subscriptions Depart· 
ment, DUNGEONOl> Adv1mlures, P.O 
Box 111, Lake Geneva W I 53 147, 
U.S.A. The more quickly you let us 
know al>oul your move. tht:: easier it 
is ror us lo keep _your i;ubscription 
goirig. We might not be able Lo re· 
place copies of the magazine that 
you miss! 
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