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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

o

As Steve approaches completion of his
graduate studies in biomechanies at
Cornell, he's managed to devote much of
his spare time to Cities of Bone, his
third boxed set for TSR's AL-QADIM*®
campaign setting. Steve is currently
working on the Crusades Campaign
Sourceboaok, in the historical reference
series. Steve dedicates “An Artist’s Er-
rand” to Wolf, Tami, Ray, Mark, and
Pete, who playtested this 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 total levels). The madule as-
sumes the party is familiar with spell-
jamming. The party should include at
least one spell-caster, preferably a wiz-
ard, but a party of resourceful (and
powerful) fighters and rogues should be
able to complete the adventure. PCs
with an understanding of navigation,
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 located four-
weeks’ journey in the Flow from Refuge
(see DRAGON™ issue #159) and five
weeks from Realmspace. Named in
honor of a famous explorer, Pirtelspace
contains a frozen moon, a narrow aste-
roid belt, a water-world, and a spherical
asteroid shell orbiting a cold, red star
(see the Players’ Map on page 12). The
area of wildspace just inside the sphere
boundary is bitter cold, with tempera-
tures sometimes below freezing. A frost-
covered moon, Century, orbits in this
region.

The temperature 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 Anthonius
Pirtel, orbits Archin. During the five
centuries since Skyport’s construction,
the 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 adventure
begins when the PCs have stopped at
Skyport for repairs or respite from the
harsh demands of adventuring in Pirtel-
space.

Both Pirtelspace and Skyport have
been previously detailed in *“The Sea of
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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 catapult as
the ship slowly approaches. It is not
rushing you, but doesn’t seem too
friendly either.

When first sighted, Oloth Kulggen is
15 hexes from the PCs’ ghip (one hex is

roughly 500 yards on the tactical move-

ment map that accompanies the
SPELLJAMMER boxed set). With her

new rigging and sails, the Astral Em-
press has a maneuverability class of C
(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 of mal-
functioning each time a course 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 duties on the
bridge or in the engine room. If the
Astral Empress is boarded, the 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 inexperienced fighter/priest
named Drisinil Dalael, sits at the helm
of the damselfly approaching the PCs’
ship. Like all spelljammers, she has lost
her memorized spells, including those
that all drow learn. With her crew of
nine drow, she hopes to be able to scare
off what she perceives as a snoopy
tradesman,.

The damselfly, named the Elamshin
(which can be taken to mean “the will
of Lolth” in deep drow), has an SR of 1.
The ship is equipped with a minor helm,
a hidden medium ballista, and a medi-
um catapult in its turret. 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, areas 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 the death.

Against the Elamshin

The damselfly has been stripped down
to make room for the extra armament
and turret, so there isn't much room on
board for anything else. Tanthalyn
brought the Elamshin along on the
expedition as a remote fighter, for extra
firepower in a pinch (an encounter with
an elven man-o-war, for instance). Hav-
ing spied on the 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 warriors (9): AL CE; AC 4; MV
12; F2; hp see Elamshin areas A-G;
THACO 19; #AT 1; Dmg by weapon
type; MR 54%; ML 14: XP 650; MM/112.
113; chain mail, shield, long sword,
hand crossbows (no sleep poison), six
crossbow bolts, helmet of light seeing
(see “Dark Elves in Space"). Spells
(each usable once per day): dancing
lights, darkness, faerie fire.
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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 the 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. If 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 expire. 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 adventure,
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:

As you draw closer, you realize that
the nebula is actually a spectacular
whirlpool of blue light, its outer tentac-
ular arms stretching perhaps a mile in
diameter. 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
flat black and traced with sun-yellow
lines. She reminds you vaguely of a
black hornet.

During the past two weeks, you have
watched blue swirling arabesques,
inscribed on the inside of Pirtel’s crys-
tal sphere, grow larger 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 these portals, guiding
space travelers to an easy exit from
Pirtelspace.

The journey has been frigid but
quiet, allowing your party to recover
from the battle at the asteroid
stronghold. A few days ago, a few
degrees off Alastriel, you noticed the
birth of a 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.

If the PCs continue to Alastriel, they
will find a portal leading into the Flow
and little else. If they change course to
investigate the strange, growing nebu-
la, read or paraphrase the following to
the players:

When first sighted, the Sunless
Secather 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 Alastriel, read or
paraphrase the following additional
paragraph:

As you draw closer, you realize that
the whirlpool's vortex is much larger
than you estimated from farther
away. About 100 yards across, the
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
interrogating 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 maximum 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 at 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 straightforward
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
intact. Finally, the powerful scrolls from
area 11 of Oloth Kulggen open a whole
range of possibilities, including teleport-
ing a strike team over to the man-o-war.

Cosette didn't hire the party to kill
the entire complement of the man-o-war
but rather enlisted their aid to recover
her necklace. How the party solves that
open-ended problem is the crux of the
adventure. Tanthalyn and his crew are
lethal opponents that the PCs should
just barely be able to vanquish if it
comes down to 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 Seather (drow 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 jettison,
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 the probability of arriving
on-target. Since their destination is a
rather thin ship, even a failed “Low”
result probably means that the party
arrives below the 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 days), Tanthalyn 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 determine its safety.
The scout returned a few hours ago to
relate that the gate indeed leads to
Realmspace (he could tell by the distinc-
tive rune patterns inscribed on the
inside of Realmspace’s crystal sphere).
At the rate the gate is growing, Tantha-
Iyn hopes he will be able to take the
Sunless Scather through in two or three
days.

The power of the necklace has been
expended (at least temporarily), so the
captain is currently storing the valu-
able item in his secret treasure room
(area 18B) aboard the Sunless Scather.
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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 and two end tables fill the
port half of the chamber.

The star charts are written in deep
drow and detail the projected positions
of the Black Widow Nation’s fleet in
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 DM section.

The desk’s lower drawer is wizard
locked (9th level). Inside are packets of
scented love letters and scrolls of Tan-
thalyn’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 100-400 gp each).
Tanthalyn also keeps a philtre of love
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 first case contains a masterful
portrait of a beautiful human woman in
her early twenties. The inlaid gold
frame bears the name “Emelia.” Eme-
lia, a noblewoman from Waterdeep, was
Tanthalyn’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 Torquenay
(worth 900 gp). A large vacant space in
the case could accommodate Cosette’s
necklace, but the necklace is not to be
found here.

The second case displays the weapons
and armor of Tanthalyn’s most memora-
ble opponents, including a dagger of
venom +3 of drow 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 Tanthalyn to touch
it. Because the blue-steel blade is beau-
tiful, Tanthalyn decided to 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, but that
requires consultation with a sage and
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RUDWILLA
STEW

BY CHRISTOPHER PERKINS

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

Artwork by Steve Schwartz

Chris writes: "““Rudwilla’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 xvarts 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-aligned party con-
taining a mixture of races and classes.

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

For the DUNGEON MASTER™

The adventure begins in the town of
Griffondale (area A) where the PCs
encounter Jelmark, an emissary of the
Duke of Mulcrow. Jelmark hires the
party to help the witch Rudwilla pre-
pare a special stew for a cantankerous
bugbear chief who lives 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 that his diplo-
macy and resolve have enforced the
tenuous bugbear truce, annual deliv-
eries of the stew have kept the peace in
Mulcrow for five 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 to discredit or threaten
if they dare.

At Jelmark’s request, the PCs visit
Rudwilla in her secluded hovel (area B).
From there they are sent on an errand to
retrieve three ingredients needed for her
stew: black gretchen (a rare moss), witch-
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D7. Great Cavern,

D9. Chieftain's Cave.

This immense hollow cavern is dis-
cernably colder than the rest of the
bughear lair. The floor is uneven, and
beds of straw are scattered along the
walls and in the various niches. The
roof ranges in height from 20’ to 30',
and stalactites line the ceiling like
rows 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.

D8. Dead End Cave. Adventurers
approaching this area of the bugbear
lair hear the shrieks and laughter of the
bugbear children.

The great cavern begins to narrow as
it sinks deeper into the earth. Ahead,
vou 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 adult
bughears 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(x2), 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 Y; hp4 (x5), 3
(X 6),2(x5), 1(x3); THACO 20; #AT 1;
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
treasure.

A large bed of straw occupies the
eastern niche of this dark, 15" -high
cave. Skulls have been placed into
smaller 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 spell); a
2'-tall erystal 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 (% 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.

D10. Exit Tunnel. A large boulder
seals off this 10'-high, 6'-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).
If the DM wishes to enlarge his cam-
paign to include further underground
adventuring, 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 svirfneblin.

Concluding the Adventure

Once the stew is delivered and Bruggh
is satisfied, the party may return to
Rudwilla’s hovel or go directly to Grif-
fondale to receive payment for success-
fully completing the quest. Jelmark is
not vigilant enough to confirm 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 fine). He may
even hire a bounty hunter to track the
party down,

The party should receive 1,500 XP
total 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 lair), 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 the future (they might even
combine their resources to eliminate a
common enemy).

Having explored the Keep of
Ewerwell, the PCs may wish to claim it
as their new base of operations. If the
PCs were successful in averting war
with the bugbears, Jelmark (as the tax
collector for the region) will gladly draw
up a deed for the abandoned keep if
they so desire. Of course, he will de-
mand that they pay purchase tax on the
land, amounting to one-quarter of their
reward earnings (250 gp). Additional
taxes 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.

As for Rudwilla, she will continue
making her stew for as long as she
remembers the recipe. If the party 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 undoubtedly find better ways
to earn a living.

When the PCs are more experienced,
they could be hired by the Duke of
Mulerow 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 D10) and
many more adventures. Q
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The Case of the Helpful Seer

BY J. BRADLEY SCHELL

Artwork by Karen 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 warrior 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 Gritze! gets his
audience, read the following:

GRITZELS

compressed by the great weight they
carry. His clothing is made of the fin-
est silk and cloth, perfectly tailored for
his body. Gesturing for your indul-
gence, he reaches into his pouch and
pulls out a folding stool from an impos-
sibly small opening. After 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, | 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 his huge form with a wave of
his swollen hand, “I have certain
physical needs. Therefore, I 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 to you. I will
now retire to my wagon, where I will
await your response.”

Gritzel struggles to his feet, packs
up his stool, and turns to leave, Just
as he is reaching the exit, he turns
around and says, “Because [ 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 they are false”
Without further words, the fat man

walks out.

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 your annoyance, you call for the last visitor of the day.

In all your experience you have never seen such a great mass in such a small
area. This round man waddles up to you on short, thick legs like tree trunks,

For the DUNGEON MASTER™

Not surprisingly, Gritzel is not the seer he
purports to be, He is actually an accom-
plished dual-class illusionist/thief. He uses
his magie to con wealthy people into pay-
ing him for warnings of events for which
he and his illusions are responsible.
Gritzel normally charges 50-100 gp a




GUIDANCE

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 the DM to make
such decisions, but remember that Grit-
zel is skilled in these matters and is
unlikely to make many misjudgments.

In addition to the gold, Gritzel expects
the PC to provide 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 offer,
Gritzel shrugs his shoulders, wishes the
PC “Good luck. You'll need it,” and
leaves. Once his wagon is out of sight of
the stronghold, Gritzel hides it in the
first convenient spot, leaving behind his
homonculous as guard (see “Gritzel’s
Wagon™'), and sneaks back invisibly. He
then implements his “giant scheme”
(see “Gritzel’s Illusions”) in revenge for
his rejection. When the illusion has run
its course, he leaves the area, never to
return.

Gritzel: AL LE; AC 2; MV 9 (obese);
T4/114; hp 45; THACO 16; #AT 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, improved
phantasmal force (X 2), invisibility;
clairvoyance, infravision, phantom steed,
spectral force ( X 2); emotion, improved
invisibility (% 2), phantasmal killer;
advanced illusion, demi-shadow mon-
sters, 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-Ib. capacity), bracers of
defense AC 6, and a ring of mind shield-
ing. His thief 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 presents the
image of a dandified, nonaggressive,
somewhat dull, overweight, middle-aged
man.

In reality, 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
years 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.

Gritzel’'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 the 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 has taken extensive care to
protect his wagon from magical serying.
To this end, he used a ring of three wish-
es to create a permanent false vision
spell centered on his wagon. Anyone
attempting to 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, extra 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: defect magic, mend-
ing, Nystul's magical aura, read magic,
mirror image, wizard lock, clairaudi-
ence, delude, illusionary wall, vacancy,
wizard eye, summon shadow, permanent
tllusion, 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 (B); HD 2; hp 13;
THACO 19; #AT 1; Dmg 1-3; SA bite
causes sleep; SD save as creator; SZ T
(18"); ML 14; XP 270; MM/192; ring of
invisibility.

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 with great effectiveness.

The homonculous primarily serves as
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PRISM KEEP

BY RICH BAKER

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

Artwork by Terry Paviet

Rich graduated from Virginia Tech in
1988 and served for three years as an
officer in the U.S. Nauvy. He works for
TSR, Inc. as a designer and has pub-
lished several accessories and adven-
tures, including Rock of Bral, Valley of
Dust and Fire, Dragon’s Crown, Mer-
chant House of Amketch, The Dale-
lands, Cleric’s Challenge, and Dark of
the Moon. He also has several DRAG-
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&D" 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.

In addition to the AD&D rule books,
you should also have a copy of MC8, the
Outer Planes appendix to the Monstrous
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, Tanar’ri
are very capable and dangerous mon-
sters, and can be difficult to properly
run.

This adventure is not set in any par-
ticular campaign world and is designed
to be insulated from the surrounding
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-
ful advisor and counselor throughout
his career. Alarius was noted for his
command of the 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 running kingdoms and decided
it was time to retire and spend his days
with his beloved magic. In secret, he
created a great magical gem from six
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