














LetteRS 

Tell us wha t you think of this issue by 
writing to "utters,• DUNGEON° 
Adventures, 201 Sheridtin Springs 
Road, lake Geneua, WI 53147. You ca11 
also send your correspondence uia e­
mail to tsrdungeon@aoJ.com. 

The art is the key 
First and foremost, I would like to 

say thanks for putting out such a great 
magazine! It's the best time-saver a OM 
can have. Second. I would like to 
applaud a little-praised subject: the art. 
Over the years, the artwork has gotten 
better and 1 must say that it is a boon 
to the imagination. More times than 
not I have looked at an illustrated see-

nario and have come up wth some great 
ideas to pull on my players, and the 
descriptions I am thus able to give are 
points of great enjoyment. 

l especially would like to comment on 
issue #59. The maps are superb, and I 
really enjoyed the artwork in "Seeking 
Bloodsilver.• Keep John Dollar on as an 
artist, and you'll keep my imagination 
going. Kudos on another suocess. 

Nathan Caroland 
via e-mail 

Let me add my name to the growing 
list of DMs who highly appreciate your 
magazine. I would also like to say good 
job to the artists and cartographers. 
Sometimes the only way I remember an 
adventure is by the artwork. You were 
right in issue #59 when you said not 
enough credit is given to them. 

ls DUNGEON Adventures thinking of 
opening up a Web site on the Net? 

Lance L. Sharkey 
via e-mail 

Thanks, guys. 
lance, you're right about our cartog· 

raphers and artists. Jn fact, now that 
we're working with more tlran one car· 
tographer, we're going to add their 
names to the art-bylines in ihe aduen· 
tu.re, so you can tell who's doing which 
maps. Maybe in addition to fcworite 
writers, people will have favorite artists 
and even favorite mappers. 

There are plans afoot for a TSR Web· 
site, I understand, but nothing has been 
finalized as I write this. Believe me, as 
soon as there is one, we'll let you all 
know. TSR has an online presence on 
AOL. You can find adventures that peo· 
pk have upload!!d in the libraries, and 
some adventures from past issues of 
DUNGEON Adventures are euen posted 
tlu!re. 

Game stew? 
I'm impressed by the AD&D" game stew 
you people put together. 

My small gaming group plays 
straight AD&D" game rules in my own 
world, but I've had no trouble dropping 
AL-QA01>,. or Bnm-mrGH,. adventures 
("Bloodsilver' rocks!) into my existing 
campaign. We even fit Orienlal 
Advenlures (remember that?) in from 
time to time. All it takes is a different 
part of the world. If you can travel the 
planes, you can travel the planet. (We 
don't use the P!.ANEscAPE™ adventures, 
but I'm saving those for a surprise.) 

Steve Waterman 
Address Withheld 

Watch those hints, guys 
I just bought issue #58 of DUNOEO,.,. 

Aduentures and read the letters page 
and the introduction sections of each of 
the adventures. Before I read further, 1 
want to get these thoughts to you. 

1 somewhat agree with Willie Walsh. 
(I've read and run a good number of his 
adventures, by t.he way, and have never 
been disappointed.) 

I tend to be the only person in my 
gaming circle to read the magazine, so 
I've never had the problem of a player 
reading the adventure blurbs and 
guessing the crux of the module. I haue 
had problems with published TSR mod­
ules that I've r<ln in the past. Some 
scene or aspect of the adventure would 
be featured on the cover and the cat 
would be out of the bag. Does it really 
ruin the fun? For mature role-players, 
this shouldn't be a problem. Just 
because the player knows that a lich (or 
dragon, or what-have-you) is the mon­
ster at the end of the module, thanks to 
a blurb or covc.r art, doesn't mean his 
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Et>itORial 

You are holding in your hands 
a special issue of DUNGEON" Adventures. 
This is issue #60, meaning it is now a 
cool I 0 years since the first appearance 
of this magazine. 

Allow me to interject some personal 
history. When this magazine made its 
debut, I was living in Japan. There were 
very few people to play the AD&D" 
game with in Tokyo, and I was suffering 
withdraw! symptoms. Only rarely did an 
issue of DUNGEON Adventures 6nd its 
way to one of my local book.stores, and 
when it did, I grabbed it. 

Now I get to read each issue - and 
play the adventures - before it's even 
published. 

The adventures this month are an 
interesting set. 

Randy Maxwell's "Shards of the Day" 
- a scene of which graces our cover -
takes you on a quest into what is sup­
posed to be an abando.ned dwarven city 
to find the various parts of a powerful 
elvish artifact, for<:ing you into alliances 
and various sub-quests to achieve ulti­
mate victory. It would be a perfect side­
adventure for anyone running an 
Underdark campaign. In fact, it could 
easily slip right into the Night Bekw 
boxed set. 

Our second feature is "lase,• the 
Irish-Gaelic word for fish; but the exact 
implications of that word must be dis­
covered by the adventurers in Willie 
Walsh's latest campaign. 

~emesis"' is a Pl.ANl?scAPETM adven· 
tu.re that takes you to a poisonous 
island in the Abyss where you have to 
battle ... ah, never mind. That would be 
giving it away. Practice your rbebus­
reacling and set off from Sigil. You don't 
need to play Pl.ANl?scAPE to enjoy this 
one, though; anyone who can get to the 
Abyss should have fun . Suffice to say 
that Chris Perkins has Done It Again. 

We shouldn't forget this month's 
SideTrek - "Centaur of Attention; by 
Johnathan M. Richards - a brilliant lit­
tle piece in the "now why clidn't I think 
of that" traclition. 

Something you won't see in this issue 
is the index for issues #48-60. There 
was so much good stuff in this issue, we 
didn't have the heart to cut the mod­
ules, and we didn't want to skimp on 
the index; so you11 get that with the 
next issue. 

Keep your proposals coming, and 
please forgive us if it takes a little time 
to get to them. We read them all, and 
that takes a while. 

We are especially interested in 
unusual adventures and settings that 
can easily be adapted to a generic 
AD&D setting. Willie Walsh, for exam­
ple, makes excellent use of his Celts 
Campaign Sourcebook. That is the kind 
of "different" adventure that really 
takes the game out of the ordinary and 
gives a dose of spice to your campaign. 

It is important that, however exotic 
these settings are, they be playable 
through standard AD&D game rules; 
and if you use one of our pre-existing 
game worlds such as 0AJU( SUN°, or 
AL-QM>u.I" try to provide information on 
how someone can play according to core 
rules. (An excellent example is "Seeking 
Bloodsilver," a BIRTHRJG~ adventure, 
published in issue #59.) 
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SHARDS OF 
THE DAY 
BY RANDY MAXWELL 

Night and day 
Artwo<K by Jomes Holloway 
cartography by Michael Scott 
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This is Randy's 16th adventure in 10 
years. Of his umg asS-OCU.tion with 
DUNOEO~ Adventures, M says, "TMre 
is no better cure for hubris than getting 
a manuscript back with what you con· 
sidered a well-crafred encounter marked 
'This is stupid' in large, red Idlers.• 

"Shards of the Day" is an AD&D" adven­
ture for a well-balanced party of &-7 
PCs of levels 7- 9 (about 46 total levels). 
A larger group of lesser levels may 
attempt the adventure, but all should be 
experienced and well-equipped, and 
they should expect some attrition. 
Clerics and others with access to heal­
ing are crucial. 

This is an Underdark adventure that 
can take place in any convenient loca­
tion in the DM's campaign. Also, though 
it ill written as a stand-alone adventure, 
DMs using the Night Below bo><ed set­
ting may use this module as a side 
adventure for PCs to hone the dun­
geoneering and negotiation skills need­
ed in that campaign. A passageway or 
an entrance leading to the city of 
Dylvwyllynn can be added easily 
enough to the Strategic Mid-Underdark 
Map used in the Night Below campaign. 

This adventure uses a non-psionic 
version of the mind flayer (illithid). 
DMs using psionics in their campaigns 
may use the monsters as described in 
the MONSTROUS MANuAJ.· tome. Also, 
the adventure does not use a standard 
city map but instead uses movable map 
tiles to depict an underground city. The 
DM should become familiar with the 
Map of Dylvwyllynn sidebar and the 
tiles before play begins. 

Adventure Background 
The PCs are resting, passing through, 
or looking for adventure in any large 
city the OM finds convenient. On the 
second day, a messenger delivers a gold­
lettered party invitation to the estate of 
Baron Rodorigo Enano Casta. The 
baron is an old, wealthy, and powerful 
dwarven diplomat known to all (espc: 
cially those in the inner circles of 
power). If PCs ask the messenger, 
innkeepers, or anyone familiar with the 
local gentry, they are informed that the 
baron has a reputation for lavish par­
ties wherein guests are showered with 
gifts and expensive tokens of esteem. 
Invitations s uch as this one are much 
coveted, and the PCs would be consid· 
ered utter fools not to accept. 



The baron is an amiable but shrewd 
individual. He deals fairly with every· 
one but drives the hardest bargain he 
can in any business situation. His man· 
sion lies directly off the main road a 
milo we&t of tho city and cannot be 
missed. If a map is required, the DM 
may use any "lnansion,. or "estate" map 
from any source he wishes (back issues 
of DuNoeoN Adventures being an excel· 
lent source). He keeps no guards nor 
soldiers at his house and employs only a 
dozen servants. If attacked, he uses a 
ring of invisibility to elude his attacker. 

Baron Rodorigo Enano Cesta 
(known to his friends as "Squint"): AL 
LG; AC 6; MV 3; PlO; hp 22; THACO 
14; #AT l ; Dmg by spell <DM's choice); 
S8,D6,C6,l l8, W 18,Ch 17; ML 15; 
XP 4,000; ring of invisibility, ring of 
protection +4. 

Servants (12): AL any good; AC 10; 
MV 12; O·level humans; hp 4 each; 
THACO 20; #AT l; Dmg by weapon type; 
ML 15; XP 15. 

You arrive at the baron's residence 
to find that there are no other guests. 
Servants usher you into a richly fur· 
nished den and provide refreshments. 
Soon, the baron enters with a hearty 
"Well, well, you've arrived!" 

He pours himself a drink and set.­
ties his stocky dwarven frame into a 
large, overstuffed chair. He sips hls 
drink and scrutinizes each of you over 
t.he lip of the glass. It is hard to decide 
whether there is merriment, wisd.om, 
or both in t.he old dwarf's pale eyes. 

"You're wondering what in the Nine 
Hells an old dwarf wants with the 
likes of you, eh?" With that he rises 
from his chair and rings a small bell. 
A servant quickfy arrives carrying a 
long, narrow wooden chest. 

The baron continues, "l won't just 
tell you, I11 show you!" The servant 
places the chest on a low table, then 
exits the room. The baron produces a 
small silver key from hls pocket and 
unlocks the chest. He waits for you to 
gather around, obviously wishing to 
make hls presentation as dramatic as 
possible. He whips open the chest, 
grips an objed within and raises it 
over his bead. 

"Behold!" he exclaims, waving a 
sword dangerously near your faces, 
"the Shard of Dawn!" 

If the PCs ask what they are doing 
here or what is so important about the 
sword, the baron explains hjg excite· 

ment. The DM may paraphrase or role­
play the following as suits his need. 

While usually safeguarding dwarven 
property rights and negotiating trade 
deals, the baron has used his spare time 
to indulge A secret pas.sion. He has 
spent much of his adult life searching 
for the Shards of the Day (see •shards 
of the Day" sidebar). The item repre· 
sents two major concepts to the baron: 
dwarven power as it was of old and the 
friendship that once existed between 
dwarves and elves. He wishes dearly to 
return this magical item to dwarven 
hands before he dies. To this end the 
baron has questioned countless travel· 
ers, searched vast libraries, and consult­
ed many sages concerning any and all 
records, rumors, and tales detailing the 
whereabouts of the Shard& At long last, 
he has invited the PCs to his home to 
divulge the results of this long search. 

The baron discovered the location of 
the Shard of Dawn (see "The Digs" 
map). He has been able to ascertain 
beyond a doubt that the Shards were in 
the city of Dylvwyllynn before its fall. 

"Of old, Dylvwyllynn was a magnifi· 
cent, underground city, but its exact 
location has long since been lost. The 
city was damaged in an earthquake 
and abandoned. Unsavory creatures 
took up residence there. The constant 
warfare of the city's new denizens 
sealed the many entrances to the 
world of sunlight.• 

At thls point he stops, rubs his 
hands together gleefully, and looks up 
at you. His dark eyes are intense and 
gleaming with hope and expectati.on. 
He continues, but with the possibility 
that the end of his long search might 
truly be in sight, his voice becomes 
louder and clearer. 

"But now, I have a map to a possible 
entrance to DylvwyUynn. And I have 
you, a brave and resourceful band of 
adventurers.• Here, the baron winks at 
you and gives a little laugh. 

He continues: •oh yes, make no mis .. 
take, I have made inquiries as to your 
character and the nature of your band. 
I have done so with many groups of 
sell-swords and bounty hunters. I 
would be fool not to, don't you think? 
There are so many these days who 
merely take the money and run. So, I 
have chosen you for my quest. Shall 
we discuss the matter?" 

At this point, he offers each PC a 
5,000 gp gem, with the promise of 

SHARDS OF THE DAY 

another 50,000 gp in gold, gems, and 
jewelry to be divided among the party 
as they wish, should they agree to find 
the Shard& The reward is, of course, 
contingent on finding the complete 
magical item. The baron mo.kcs clear 
that the price decreases if only parts of 
the item are recovered. The reward is 
10,000 gp for each piece found. In addi· 
tion, other than the Sh~ the old 
dwarf cares not a whit about any other 
treasure; the PCs may keep anything 
else they find. 

For the Dungeon Master 
The DM may place the Digs in any con· 
venient range of wild hills or mountains. 
Also, he may handle the journey to the 
Digs in any manner desired, and the 
trek can be long and eventful or short 
and uneventful. As for the area near the 
Digs, it has few trails and no protection 
from the unpredictable weather. PCs 
must scrabble and wander as best they 
can through the treacherous landscape 
until they locate the mine. In any case, 
the trip should not cause the PCs to lose 
a great deal of equipment or deplete 
their strength significantly. 

Dylvwyllynn 
l. The Digs. The Digs is a crude 

mineshaft following a weak vein of sil· 
ver deep underground. The vein supplies 
just enough silver to make further dig· 
ging seem worthwhlle, but it never 
widens into a true lode. Even the most 
tenacious miners eventually grow weary 
and give up. The shaft slopes downward 
at a 45• angle. The roof is held in place 
by several flimsy-looking wooden beams 
and buttresses. There are constant small 
rock falls but no major collapses. 

Ocx:asionalzy the tunnel makes a 
slight curve to the left, or it dives down 
steep stairs, but primarily it just goes 
on and down, following the silver vein. 
Any encounters here are with the duer­
gar of area 2. They do not attampt bat.­
tie in the Digs but flee back to their 
citadel to await intruders. (DMs using 
the Night Below may wish to use the 
Garlstone mines detailed in that cam· 
paign instead of the Digs.) 
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2. The Gates of Night . 
The thirty·foot-wide and twenty­

foot-high tunnel is poorly made, as if 
someone or something dug a rough 
passageway in a hurry, with no inten­
tion of using it again. As you descend, 
the tunnel grows wider and higher. 

The tunnel's descent ceases and the 
walls disappear as you step out into 
the flat expanse of a small cavern. 
Directly across the cavern the tunnel 
continues through a great citadel. The 
front of the fortress is decorated by 
complex reliefs and fading frescoes of 
dwarves at war, at work, and at wor· 
ship. Arrow slits and empty windows 
glare menacingly from strategic 
points among the reliefs. 

Apparently there were large gates 
at one time, but now only the great 
iron hinges remaini however, the tun­
nel mouth is not completely open. 
Instead of a gate, a ghastly curtain 
has been hung across the entrance. 

Dangling like marionettes on 
strings, skeletal remains hang loosely 
on thick ropes. There are more than a 
dozen humanoid skeletons. 

Climbing the sculpted front of the 
fortress to inspect the dark windows 
and arrow slits does not require a Climb 
Walls ability. Anyone thrusting a light 
source in a window sees only a wall of 
rubble and debris, and a sword or pole 
used to probe an arrow slit is blocked 
almost instantly by fallen debris behind 
the opening. lt is obvious that the inte­
rior of the fortress - or at least the 
front - has collapsed. 

lf the PC. inspect the skeletons, they 
notice that the sketelons are held not by 
normal ropes but by thick strands of 
woven spider silk. 

When the PCs pass the skeletons, 
they enter a 30' x 20' corridor. While 
the hall is smooth and straight, its 
walls are cracked and flaking. To the 
right and left are several side tunnels, 
but all appear blocked by fallen rubble. 
The PCs may attempt to dig out these 
side passsges, but it is impossible, as 
the rock above continues to fall. 
Excavations prove fruitless, as there is 
nothing to find beneath the rubble. 

The blocked tunnel before the clear 
one is actually a concealed trapdoor 
(detected as a secret door). Even if 
detected, the door cannot be opened 
from the tunnel side. Read or para­
phrase the following when the PCs 
investigate the cleared tunnel: 



As you approach the tunnel, some­
thing dark and many-legged issues 
forth. You find yourself facing twelve 
duergar mount<ld on grisly steeders. A 
clatter from behind warns you to look 
in that direction. Apparently, one of 
the blocked tunnels behind you is 
mere carnouOage used as part of a 
trap. The rubble blocking the last tun­
nel you passed has swung out into the 
main corridor, blocking your retreat. A 
score more unmount<ld duergar stand 
in the corridor behind you. They a.re 
accompanied by five riderless sword 
spiders. 

Some of the steeders have climbed 
the tunnels' walls and ceiling. The 
gray dwarves' eyes glitter with malev­
olence as they watch you from their 
upright, sidewa,ys, and upside-down 
positions. 

One of the upright duergar moves 
forward slightly. He eyes you depre­
catingly for a moment, then leans for­
ward with both arms across the back 
of the spider's thorax. He speaks 
clearly: "You are doomed, my little 
Oies. Surrender now and I promise 
you a quick and easy death." 

Duergar (29): INT average; AL LE; 
AC see below; MV 6; HD see below; 
THACO 19 (x24), 17; #AT l; Dmg by 
weapon; SA stealth, invisibility, enlarge­
ment; SO surprised only on l, save vs. 
magical attacks with +4 bonus. immune 
to paralysis, illusion/phantasm speUs, 
and poison; SZ S; ML 18; XP 420 (x20), 
650 (xlO), 1,400; MM/96 {Dwarf). 

Leader: HD 4+8; hp 23; AC 3; ham­
mer and short sword. 

Unmounted Duerga r (19): HD 1+2; 
hp 6 each; AC 4; hammer, pick, and 
spear. 

Mounted Duergar (9): HD 2.+4 (x8); 
hp 12 each; 1 HD+2; hp 6; AC 4; light 
crossbow and pick. 

Steedeni (10): INT low; AL CE; AC 
4; MV 12; HD 4+4; hp 21 each; THACO 
15; #AT 1; Dmg 1-8; SA sticky attack to 
bold opponent, the victim suffers -2 to 
attack and damage rolls and is auto­
matically bitten once per round· SD 
jump up to 240'; SZ L; ML 13; xP 975; 
MM/326 (Spider). 

Sword spider (5): INT average; AL 
CE; AC 3; MV 6, web 8, climb 8; HD 
5+5; hp 25 each; THACO 15; #AT 2; Dmg 
2-8; SA leap up to 30' and impale with 
five legs for 2-12 hp per leg, if leap is 
20' or more, each leg receives a +l dam­
age bonus; SD upward attacks against 

Duergar Lair 
1 square = 10' 
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the spider are at -4, due to the impaling 
blades that protect the spider; SZ L; ML 
13; XP 2,000; MM/326, 327 (Spider). 

The duergar w.Ut two rounds to allow 
the PCs to think. Then, with a hoarse 
shout from one of the duergar, the 
sword spiders leap to the attack, fol· 
lowed by the duergar on their steedere, 
then the unmount<ld gray dwarves. The 
sword spiders attack like war dogs, 
dodging in and out to cause whet dam· 
age they can. The mounted duergar 
attempt to sweep through, kill quickly, 
and pursue any who Oee. The battle in 
this corridor is a wild free-for-all, with 
opponents attacking PCs from front and 
rear, as well e.s from side walls and ceil­
ing. Those duergar attacking from the 
ceiling do so with crossbow or thrown 
spears. Unmounted duergar employ 
their invisibility or enlarge powers to 
their best advantage. 

Mounted duergar either themselves 
attack or allow their steeders to attack. 
If a steeder is lost, the rider continues 
to fight on foot. If any mounted duergar 
are killed or incapacitat<ld, another 
duergar climbs into the saddle and con­
tinues the mounted attack. 

The leader attempts to stay out of the 
contest and can be found upside-down 
on the ceiling, directing the battle. His 
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loss does not lower morale, but if all 
duergar of greater than 1 HD are killed 
or incapacitated, the remaining duergar 
nee. The spiders fight so long as they 
are commanded but if the duergar nee, 
they abandon the fight. Using captured 
steeders or sword spiders is extremely 
difficult. DMs should keep in mind the 
alignment and disposition of the crea­
tures. The steeder saddles are fitted for 
those of dwarven stature and are not 
usable by anyone over 5' tall. 

Any captured or surrendering PCs 
quickly find that the duergar promise of 
a quick and easy death we.s tripe. 
Captured PCs must be rescued quickly 
or they are tortured for the amusement 
of the duergar. Captured duergar refuse 
to talk, so any information must be 
gathered by ESP, charm, or other magi­
cal means (remember the duergar's +4 
bonus to magical attacks). Ouergar pris· 
oners know only their neighborhood 
well (the map tile in which they are 
locat<ld); none have any information on 
the Shard$ of the Day. The following 
may be learned from them: 

• Somewhere deep in the city, there 
is a large lake. 

• The city bas multiple levels. 
• There are drow and kuo-toa within 

the city. 
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• There are other wandering bands 
of duergar, but they are scattered a nd 
disorganized. 

2A. Common Room. This room is in 
an extreme condition of disrepair. Its 
gray walls and ceiling are devoid of 
ornament but are profuse with cracks. 
The duergar have patched things up 
only as much as necessary. Crude stone 
tables and chairs, as well as dirty pallet­
like beds, are scattered here and there. 
A bag of dirty clothes and several boxes 
of assorted stoneworking tools rest on 
the tables and Boor. The PCs discover 
600 gp worth of dull duergar jewelry if 
they search the beds. They also see a 
stone door in the southern wall. 

2B. Spider Stable. The room smells 
of rot and decay and is choked with tat­
tered webs and tangles of spider's silk. 
Hanging listlessly in the silk are the 
barely identifiable bits and pieces of 
long dead victims; a skeletal band here, 
a thigh bone there, etc. On the ceiling 
watching the PCs every move are two 
sword spiders (hp 24, 27; see area 2 for 
details). They are left here t.o guard the 
room beyond (area 2C). Due to their 
location near the ceiling, they are diffi­
cult t.o see, and they surprise PCs on 
1-4 on ldlO. If the webs are ignited 
with a torch or other fire source, the 
room erupts in flame as the strands of 
sticky silk bum furiously. Spiders on the 
ceiling and anyone else in the room suf· 
fer 2d4 hp fire damage from burning 
webs. If the webs are ignited before the 
spiders attack, they drop to the floor 
and lose all chance of surprise. 

2C. Prisoners. 

The door opens smoothly and quietly 
in testament t.o dwarven craftsman­
ship. The room beyond is dark, but two 
eyes glitter in the dark interior. They 
belong t.o a haggard and starved 
svirfneblin prisoner. He sees you and 
attempts t.o speak, but bis tongue is so 
swollen and his lips so dry and cracked 
that only unrecognizable noises come 
forth. He is hanging by bis wrists from 
two slender ropes, his feet swinging 
slightly above the floor. To his left are 
two more deep gnomes strung up in 
the same manner, their heads bowed. 

They have been hanging for four days 
and are in sad shape. If PCs cut them 
down and give them water, the two 
unconscious ones rouse themselves and 
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recover enough to stand. The one who 
waa conscious is able to speak more 
clearly aft.er drinking some water. He 
identifies himself as Ablund, bis two 
friends as Detek and lnglang. Ablund 
asks the PCs to help them return t.o an 
enclave of his own people not too far 
from the citadel. If PCs ask about the 
Shards of the Day, the deep gnomes 
state they know nothing, but that their 
burrow warden might. They have no 
weapons or armor and can do little 
more than plod along. If deserted, only 
Ablund survives t.o return home (with 
bis tale of rescue and abandonment). In 
this case, any of the PCs' future deal­
ings with the svi.rfneblin are very cool 
(-6 penalty to PCs' Charisma). 

Abiund, Detek, and Ingiang: AL 
N(G); AC 10; MV 3 (6); HD 3+6; hp 4 
(24), 3 (22), 2 (18), THACO 17; #AT 0, 
(1); Dmg nil (by weapon type); SD 20% 
magic resistance; SZ S; ML 5; XP 420; 
MM/159, 160 (Gnome). 

3. Svirfneblin Lebensraum. This 
area is controlled by the deep gnomes. 
This particular enclave is a pioneer 
expedition from a deep svirfneblin city. 
They are looking for a chance t.o colo· 
nize. (If the OM is using the Night 
Below, the Oylvwyllynn svirfneblin are 
unaffiliated with and unaware of the 
deep gnome enclave in that campaign 
and vice versa). This area gives the PCs 
a chance to rest, resupply, and gather 
information. If rescued svirfneblin 
accompany PCs (from either 2C or 4B), 
the gnomes act as guides to the enclave. 
To assure themselves that the PCs are 
not merely using them to penetrate 
their peoples' defenses, they give no 
warning of the following: 

The walls begin to narrow. The car· 
ridor rapidly shrinks from twenty feet 
wide to a bare five feet, and you must 
go in single file. You have the uneasy 
feeling of being watched. 

Suddenly there is the screech of 
metal on stone, and a grating made of 
thick iron bars falls into place ahead 
of you, blocking any advancement. 
Out of the shadows ahead appears a 
svirfneblin holding a lantern. 

Every entrance int.o the svirfneblin­
controlled area is guarded in this same 
manner, so the above encounter may be 
used at any point the PCs enter deep 
gnome country. If PCs have rescued the 
svirfneblin prisoners, the deem gnomes 
wait a moment to determine the PCs' 

reaction. If the PCs make no hostile 
moves, one speaks up with "Let me 
pass, brother. I bring friends!" At th.is 
point a deep gnome comes to the grating 
and inspects the party. When satisfied, 
he has the grate raised, and the PCs 
may prooeed unhindered. Thereafter, the 
svirfneblin are cautious but cordial. 

If PCs do not have the prisoners and 
attack what they think is a deep gnome 
with a lantern, they find it is actually a 
piece of polished silver reflecting the 
image of a svirfueblin standing around 
the corner. Missile attacks clang loudly 
off the metal, and spells may fail. The 
mirror has been placed there for this 
exact purpose by the gnomes. (Because 
of distance and the quality of workman­
ship, the PCs have no chance of realiz­
ing it is a mirror). 

If the PCs attack, the gnomes treat 
them as enemies. If not, the svirfneblin 
are willing to negotiate. If PCs attempt 
to lift the grate, they find they are 
standing on a trapdoor that is immedi­
ately triggered and drops them int.o a 
10' x 10' x 10' pit filled with sharp iron 
spikes. PCs suffer ld6 hp damage from 
the fall plus ld6 hp damage from ld6 
stakes. In addition, the tunnel's ceiling 
has a trapdoor holding several large, 
rough st.ones. Immediately after the 
PCs are dumped into the pit, this door 
opens and drops the st.ones on the 
party. PCs must roll Dexterity or below 
on ld20 with a +2 penalty (because 
they have just been dropped into a pit) 
to dodge the st.ones or suffer ld4 hp 
damage from each of ld4 stones. Any 
PCs hanging on the gratings, levitating, 
or flying are immediately battered to 
the pit Boor by the s tones and s uffer 
damage as those who fall int.o the pit. 

If the PCs have not rescued any deep 
gnomes but do not attack, then negotia­
tion t.o proceed is mandatory. If PCs 
immediately apologize for trespassing 
or offer t.o pay for passage through, a 
deep gnome advances to the grating to 
negotiate with the party. In such a case, 
the gnomes want only to assure them· 
selves that the intruders are not truly 
hostile. Payment for safe passage is not 
required, and PCs need only to belt or 
sheath weapons to prove they mean no 
harm. Once the svirfneblin are satisfied 
the PCs are not a threat, the grate is 
lifted and the party may advance. 

Svirfneblin (54): AL N(G); AC O 
(x2), AC 1 (x8), 2 (X44); MV 9; HD 3+6 
(x44), 4+ 7 (x8), 5+8 (x2); THACO 15 
(x2), 17 (52); #AT 1; Dmg by weapon 



Each map tile 16jWWlll a 500' X 500' 
~flit.be city fllDylvwyllynn. While 
PCs may mon within a tile, the only 
wey to pue from one to another is via 
tbe roads or teleportation. The l>1ee are 
not _.. to miniature ficuree, but play­
.. IDliY atW uee them m.. ueefUJ vieuaJ 
cl-, dmoting marching otder, and 
locet!ng PCs in relation to hazard&. 

PlllClq the ..... The City Map Key 
abowa the location and orientation of 
eacb tile mid de6nea the city's ai.ze and 
lbape. Aa the PCs - through the city, 
the DM Jll- the map l>1ee on the table 
to malda the City Map Key. Tbe letter in 
the CIBllter cl each tile is uaed for orienta· 
dan. For eumple, lf tbe i-is upside 
down CID the ~ the DM abould be 11111'8 
the letter cm the map tile is upside down 
wbc placed OD tbe table. 

wi- PCs discover Dylvwyllynn, the 
DM pl-. tbe map ti1ee In the configu­
radaD ... tbe en*"-9 ..... When the 
PCe leaft this-, the tilee are moved 
and 18Di:ieaWd - at a time ae eech 

- - • eatered. Encounten, pur­nit, and 8VllliUm take pm CID the table-
top in much the 181118 ICl'Olling fashion 
•a eampater pme mue. 

Tiie~ 

m.A-D. 'l'bele are neighhnbooda 
al dwuwn family villu, apartmente, 
abape, ~ lllld inna. 

1'lle B. Tb-. are the wmeboueee, 
sraln U.. ma reins balJe, and other 
-..~ 

Tiie P. The ti1ee depic:& greet, cav· 
- dwm •• catbedrala. They have 
ftlllt.ed ..W. maring to a beicht of 
llOO' and are dominated by hup -
of clwm vaa deities. '!be atatuel ware 
cuftd in• ad the cavern ucavated 
anund them. Tbe eolid gnmte figuree 
- 80' tall, eacb • anding OD a 26' high 
>e 11' wide h•ep•' pedeetel. Each 
..... .atb with the - <lltbe deity 
ftcbad In 10' high dwm •• run. OD all 
lb: &cae afthe pedaetal. The DM is free 
to ct.Ide wbicb deieiee are dapicted. 
....,, _.. dmn rid in the quake and 

- --toppled. Tiie 0. Thie tile may be cut in two. 
Thie i9 a oolla.,....i -*iGO and muet be 
arieDted to at tbe map. It is impaea­
able • the rabble is • clanproue, shift. 
Ins maae afboulden and rocb. 
Att-npei,. to tannel a paseap requiree 
• peat deal af wwk and time .. well .. 

the proper tools and materials for 
shoring up the walls. Spells such as dis· 
inkgrate or rock lo mud are oflittle use. 
With nothing to support the maea of 
looee rock above, the ceiling collapees 
into the void created by the boulders 
cleetroyed or eoftened by a spell; how· 
ever, a alone ehape spell works well for 
creating a buttress or supporting pillar. 
To make a J>IUl'lap requires 3d12 hours 
of labor per 100' of tunnel created. The 
tunnels are not automatically safe. 
Unleu at least one party member has a 
mining or engineering proficiency, any 
new tunnela are treated ae "unaafe 
areas" (eee 14, Encounter Table). 

The G tile is uaed ae an overlay on 
other tiles to indicate that the area is in 
ruins. 

DM note: The collapsed northern end 
of Dylvwyllynn is not the end to travel 
In that direction. It is the DM'a option 
whether there are openings in this 
UD8t8ldy alag barrier w bich ma.y lead to 
deeper realnls of the Underdark or to 
undiscovered portions of Dylvwyllynn. 

Tile B. Tbeee garden caverns were 
delved with steeply domed roofs 100' 
high. Thay were planted with &uit tree&, 
flowering ahrube, and a multitude of 
flowan. Thay contained eeveral foun. 
tain8 and were lighted overhead by a 
large stone orb on which special contin· 
uaJ light epe1la were cast. When the 
dwarYea fled, the magical lights failed. 
Tbe tree&, ahruhe, and tlowan died and 
were replaced by a foreat of f\mgi. There 
are eeveral dift'erent varieties of large 
tree-like f\mgi growing in ecattered 
atanda throughout these caverna. The 
floor is carpeted with a bizarre awirlinc 
rainbow pattern of colorfW molds and 
lichena. Movement is reduced to one­
half normal rates due to the clouds of 
mold spores rising from underfoot. Any 
movement or fighting cauaae the mold 
spores to rise and disperse. While hann· 
leae, they obecure vision to one-half nor­
mal and are unpleasant to breathe. 
Moat creaturee avoid theee areas due to 
the adverse atmosphere and ravenoua 
mold men. For encounters in this tile, 
roll ld6 . 

1-3.. Mold Men C5d4): INT low; AL N; 
AC 4; MV 12; HD 1-6; THACO 19 (1-2 
HD>, 17 (8-4 HDl, 15 (6-6 HD); IAT 1; 
Dmg 1-6 or by weapon; SA-2 penalty to 
opponent's surprise roll; SD piercing 
weepona caUM only 1 hp damage; SZ 
S-M; ML 10; XP 120-2,000; MM~. 

Tbomla (2d8): INT animal; AL N; 
AC 3; MV 15; HD 4; hp 15 eadl; THACO 
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17; #AT 1; Dmg 2-6; SA thorn rake; SZ 
M; ML 12; XP 175; MM/293 (Plant, intel· 
ligent). 

4. Mold, raaeM: INT non·; AL N; AC 
9; MV O; HD nil; THACO 15; IAT O; Dmg 
O; SA spores; SD immune to weapons, 
cold, and fire; SZ S-L; ML nil; XP 35; 
MM/255. 

I. Violet fanpa (ld4J: INT non·; AL 
N;AC 7; MV 1; HD 3; hp 11 eech; 
THACO 16; IAT 1-4; Dmg nil, SA rol8 
Oeah; SZ M; ML 12; XP 175; MM/12D 
(Fungus). 

8. llhrieken (2d4): INT noa-; AL N; 
AC 7; MV 1; HD 3; hp 10 eech; THACO 
16; IAT O; Dmg nil; SD noiee (~ 
chance of bringing mold men); SZ M; ML 
12; XP 120; MM/120 (Fungua). 

Tlle L LikeTile G, this one can be cut 
in two. It depicts the ahore of I.eke Atrox 
(area 9 ). The clwarvee built atone qua.ya 
out into the lake and traveled illl waters 
in enchanted stone barpe. None cl the 
barges atiI1 existe. All that remains DOW 

is the cold water and crumblinc pien. If 
an encounter occun, - aree 9 or the 
Tile K encounters. 

111e J. Tbeee are the mammoth eteir­
wella leading up to or down to other _. 
tione oftbe city Caee ar811 I and 8). They 
are wide shallow ltepe apirallng 1,600' 
up or down around a centnll pillar. The 
pillar is 160' In~ while the atepe 
are 160' long. The 1'8'D•ining epece is 
filled with a 60' wide ramp to allow 
carte or other vehidee to be hauled up or 
down, and a swiea of level, pladhnn-like 
landinp where thole ualng the stain 
can rest. If a G tile is uaed to~ a J 
tile, then the stain are impa.eble, 
being blocked about haltway up or down. 

Tile K. Thia tile marb areae of llOlid 
rock or may be uaed to depict I.eke 
Atrox. Un.like Tile G, twmela or J18811q&­

waye may be delved through theae -
ualng ~or rock lo mud epella. 
(Proper tools and aboring materiala are 
needed to -te). For lalre encounters, 
roll l d8 and coneult the &Jllowing: 

1-3.. ~ petrol (8): eee aree 9 
for detaila. 

4. Voclyulot (ld2l: INT avenqre;AL 
CE; AC 2; MV 3, swim 6; HD 8; hp 32 
each; THACO 13; #AT 3; Dmg 3-1213-121 
1-10; SD awnmon electric eels; SZ L; MI; 
13; XP 2,000; MM/352 <Umber Hulk). 

11-«. Blectrlc eel (l cl3): INT--; AL 
N; AC 9; MV swim 9; HD 2; hp 9 each; 
THACO 16; tAT 1; Dmg 1-3; SA electric 
shock; SD immune to elecmcal attaob; 
SZ L (9' long); ML 7;XP85;MJll117 
(Fieh). 
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type; SA 1tun daiu at +2 bonus to hit, 
cut blindMt1, blw; and cluurge "''' 
once per day; SO radiate non-detA!ction 
aa spell, 1ave at +2 va. poison and +3 vs. 
everything else;~ (x4<1), 251J. (x:8), 
30'l> (x2) magic reaiatance; SZ S; ML 13; 
XP 420 (x« ), 650 (x:8), 975 (x2); MM/ 
159, 160 (Gnome). 

The actual number of svirfneblin 
defenders ia at the OM'a diacretion. It 
takes only one tum for all the svirf· 
neblin to be armed and at their defen· 
aive poeitione once an alarm is sounded.. 

If PCa lulve rescued prisonen, they 
find the deep gnomes a serious but gre­
garious bunch. If .PCa aak! they ~ve 
an almoet immediate audience with the 
burrow warden, lnangle. (Tb.is may 
take time and a few bribes if PCs have 
not arrived with reacued prisoners.) 

Jrzansle (burrow warden): AL N(G); 
AC -1; MV 9; HD 6+9; hd 32;THACO 
15; IAT l; Omg by weapon type; S 7, I 
17, W 17, Ch 16; SA 1tun dart.a at +2 
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bonus to hit, cut blindMu, blw; and 
cluif18• ,,./(once per day, 609& chance of 
summoning earth elemental once per 
day; SO radiate non-detection aa spell, 
save at +2 va. poison and +3 vs. every· 
thing else; 351J, magic resistance; SZ S; 
ML 13; XP 1,400; MM/159, 160 (Gnome). 

The burrow warden ia a 235-year old, 
whito·haired avirfneblin. Tf the PCs res­
cued tho prisoners, he rewards them 
with ten 100-gp rubies. If PCs refuse 
the reward and state that it was their 
pleaaure or duty to rescue the prisoners, 
they receive a + 1 Charisma bonus when 
dealing with these evirfneblin for the 
next 2dl2 days. lrungle ia like the 
Baron Enano Catta; while enthusiastic, 
he ia no fool and does not let hia emo­
tions override hia judgment.. He works 
tirelessly for the deep gnome enclave. If 
PCs deal fairly with lrungle, he treats 
them fairly. He haa never heard of the 
Shard#, but when the PCs describe the 
blades, hie face brightens and he nods. 

"Yee, I know them. The white-haired 
elvee have the •tarry blade. I think 
they worship it.. 

"!'he bright one you deacribe is in 
the handt of the fish-men of the lake. I 
also know where to find yet another 
portion of thie thing you seek." 

He poors at you as if sizing you up. 
•sun-dwellers, listen. We can help 

each other. l can supply you with food, 
water, and guides. What I need from 
you are your sword arms and spells. I 
have an eye-monster to deal with. The 
creature terrorit.es my people to the 
north and blocke our way to fertile 
fungi gardens. We are forced to make 
a Jong march around the area con­
troUed by the many-eyed horror, and 
that journey;. sometimee as deadly as 
the creature. I need guards t.o protect 
my miners and engineers while they 
block the tunnela where the creature 
roams." 
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lrzangle offers 5,000 gp worth of jew· 
elry for the protection of his workers 
w bile they seal the t.unnels and make a 
safe passage to the fungi gardens. He 
supplies PCs with two guides (HD 3+6, 
hp 20 each) and support in this quest, 
but not with warrioni or other gnomes. 
The deep gnomes have lost too many 
warrioni in that area and will not risk 
more for the sake of the PCs. 

The tunnels to be collapsed and 
sealed are marked on the Web map 
(area 4) and the gnomes intention is to 
work from south to north destroying 
the eastern and western tunnel 
entrances as they go. The svrifneblin 
work in groups of 10 (HD 3+6 each) and 
require 24 hours per tunnel to seal it 
properly. Should the gnomes be 
attacked by the driders of area 4 or 
anything else (the DM should not rule 
out other deruzens of the city attacking 
the svirfneblin), they cease working and 
retreat to area 3 for at least 24+2d6 
houni. Therefore, the PCs are looking at 
a mirumum of 10 days guard duty (see 
Web map) and probably several days 
more. How successful or unsuccessful 
the svirfoeblin are depends on how well 
the PCs protect them. The PCs may dis­
cuss tactics and strategy with the deep 
gnomes and learn as much about the 
eye-creature's habits as possible. The 
adventurers learn that several deep 
gnomes have seen the creature but 
were able to tum tail and escape before 
it saw them. (The OM should note that 
the svirfneblin are firmly convinced the 
creature is a beholder and always refer 
to it as such.) By careful questiorung 
the PCs learn the following: 

• The creature never invades the 
enclave proper and attacks only smaller 
wandering bands outside the northern 
defensive parameter. 

• There have never been any sur· 
vivors of combat with the creature, and 
no svirfneblin bodies or equipment have 
ever been found. 

• The exact location of the creature's 
lair is unknown. 

• There seem to be many giant spi· 
deni in the general area of the beholder 
attacks. Whether this is merely coinci· 
dental is not known. 

If PCs are successful in protecting the 
gnomes or have already encountered 
snd destroyed the threat to the 
svirfneblin in area 4, lrzangle is as good 
as his word and provides all information 
snd assistance he can to help PCs in 
their quest (excluding warrioni). He 
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of • atone or metal. The occu-
puta of the city ue dllll8' and certain 
typ88 of siant fungi tbr fuel. 

8"'1 ....................... 
P.:sms wap 
11oet building interion are multi· 
roamed, but the rooms flwm ....... are 
bue and empty of anytbins -
unidentifiable rubbWi. Their fumiab. 
inp have lone since molderecl to dust 
and 1111,)' valwlble or uafW items have 
been laot.acL May of the buildinca have 
multiple levela, but very few have ewer 
!bur llf.clriM. When dwelling Wlder­
paand. atrudunie can just• ...Uy be 
built downward .. upwud. The cham­
bers jmmedjetely oft' the pueqcway 
that the PC. are fillJowinc are alwaya 
-.ldered the "tint 11oor.· un1-
aibuwlee Rated in the numbered 
locale9 in the adventure, the DM may 
cletarmlne ll tbani ere other floore 
abcml GI' below the lint t1oor by rolling 
ld lOO and conaultinc the following 
val.-: 

Boll 
lcl109 
01~ 
111-86 

l'IGm' »-rlp&lon 
No other floon 
Roll ld4 to determine number 
o1 floon. DM'a di8cretion on 
placina floon above, below, or 
both in relation to first Door. 
RolJ 2d4 or DM'a diec:retioa. 

...... , • .,.,The bulk of 
~ i8 built upon the ...... 
level. borisontal plane. Thua, a PC 
••ncllna on the first floor of a building 
an one aide of the city ie only a fraction 
of an inch bicher or lower than a PC 
etandina on the ftrat floor of a building 
a mile away. Thia lll88Jl8 the main paa­
...- and etreeta run on without 
P'adea. etepe, or ataln. The.,._,. 
~,. marked on the map tilee are 
ea~ 20" wide with 20' Milinp for a 
mam artery, or 10" wide with 10' ceil­
ings for minor roads. Only the ~r 
and minor rcJ9da COIHl8C:tin& the first 
floors of the city ere detailed on the 
map. Smeller patba, - pauage­
waya, and p1111ble flaaures cauaed by 
the eartbquab may exiat and are lell 
to the DM'e diecretion. The DM abould 
locate thM8 before play begina and not 
auddenly place them for the conve­
nience of trapped PCa. 
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reveab that the tilver henmphere is in 
a myconid colOl\Y (area 15). While the 
myconid and avirfneblin are on amiable 
term.I, lrungle Ii.a no influence with 
the fungus men and cannot intucede on 
the POt' behalf. The deep gnomes and 
myconid are merely non-hostile neigh­
bors, not necHaarily friends. 

The PCe may refuse to help the 
gnomes or abandon the job after they 
have acceplOO Iriangle's offer; however, 
as they say in tho Underdark "Friends 
are few and far between, so hospitality 
is more precioue than gold." If they 
don't help, POt are welcome to remain 
with the evirfneblin but must pay 
(through the n-) for any services, 
food, and suppliee at three times the 
prices listed in the PH& They may also 
hire one or two guides, but no bearers, 
labolVll, or guarda. Guidee must be 
paid 250 gp (in gema) per day and they 
will do no fighting. ln addition, guides 
know only the main roads and are often 
unsure where many side roads lead. 

Irzanglo reveals the location of the 
silver hemisphere only for a rugh price. 
The OM may haggle mercilessly with 
the PCs about the information, starting 
at 12,000 gp and coming down to a min­
imum of 6,000 gp (75% must be paid in 
gema, magical itema, or apellcasting 
aervicea). 

4. A TansJecl Web. This is the hunt­
ing ground of a small BJ'OUP of driden. 
Outcaate of the drow (area 8), they wan­
der Oylvwyllynn in eearch of prey. They 
have struck upon a unique hunting pro­
osdure. They allow their prey to enter 
an area they call "the Web" (tee map), 
then shepherd a gu spore toward the 
victims. The driders and their spider 
friends cl08e in behind the victims. 
Thus, the unfortunate victima seeing 
what they believe to be a beholder head­
ing their way retreat back into the arma 
of the driders. If PCs have befriended 
the avirfneblin (area 3) and have been 
wamed about this area, they should 
gain a +2 bonus againtt surprise. If not, 
they may be in for a nasty shock. 

If and when the tvirfneblin begin 
sealing tunnela (eee area 3), the driders 
are immediately aware of it. They also 
understand the significance of the 
gnomish atnl!A!CY and move to put a 
stop to it. They avoid direct confronta­
tion with guarda or warriors and 
ambush and destroy the gnomish 
workers and their equipment in a aeries 
of hit-and-run att.ecks; however, the 
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dridera ate not suicidal. If they are 
unable to defeat the PCe or put a stop 
to the destruction of the Web, they pack 
up their gu eporea a.nd move to a bet­
ter bunting ground. 

4A. Tar<:hlruk'• Lair. This is the 
central oore of tho Web. It is here that 
the drider wait.a for word or anyone 
entering the area. He then uses his 
umeen urvonl spell to enter the spore 
nursery (area 48) and begins gently 
moving a gas spore in the direction of 
intruden. The other driders rush to cir­
cle behind the victims (using their nat­
ural cloirvoyance ability to •see• that 
everyone is in place and the trsp is 
ready to be 1prunJ). 

When the attaek begins. the PCs may 
roll percentile dice. Any PC rolling 91-00 
realiz.ee that the "beholder" approaching 
is a gas spore. Alternatively, the PC may 
roll hia lntell~ce acore or less on ld20 
to realize the "beholder" is a gas spore. 

Tarchkuk, Pbotenk, and Wahelkt 
(Dridere): AL CE; AC 3; MV 12; HD 
6+6; hp 36, 33, 29; THACO 13; #AT l; 
Dmg 1-4 or by spell or weapon type; SA 
poison, dancing light., faerie fire, dark­
nes., levitate, lrnow alignment, cktect 
rrwgic, clairvoyance, auggestion, dispel 
rrwgic (each once per day); SD eave as 7 
HD monster; SZ L; ML 14; XP 3,000; 
MM/112, 113 (Elf, Drow); short sword, 
12 poison arrows (type 0, see Table 51: 
Poison Strength, DMG/73), short bow 
CTan:hkulr.); 1hart sword +I, 1ix orrow• 
+I, short bow (Photenlt); hand axe (x3), 
12 poison arrow• (u Tan:hkuk), short 
bow (Wahelltt). 

Tarchkuk'1 1pells (as 8th·level 
mage): ma.gic mi11ih, prouctwn from 
good, umeen urvont, wntriloq..Um, 
darlrneu 15' rodiur, dttect invuibiluy, 
misdirection, haste, hold peraon, vam· 
piric touch, mon1ter 1umm-0ning II, 
shadow mon1ttr& 

Photenk's 1pells (as 7th-level priest): 
cauu fear, cauat light wounds, protec· 
twn from good, find traps, hold ptrl/()n, 
ob1euremtnt, continual darknes., cau1t 
blindntH or <hafne11, cauu 1triou• 
wound& 

Wabelkt'11pell1 (u 6th-level mage): 
charm ptNOll, confu1t /otyfWJ(l~S. phan· 
taa17141 fortt. wall of fOtJ, cktect good, 
invuibility, ~ 1pectrol f~ 

Bqe 1plden (10): AL N; AC 6; MV 
18; HD 2+2; hp 11 each; THACO 19; 
#AT l; Dmg l~; SA surprise, poison; 
SZ M; ML 8; XP 270; MM/326, 327 
(Spider). 

20 Issue No. 60 

4B. Spore Nursery. If PCs have 
uncovered the truth about the gas 
spore/beholder ruse, they are extremely 
unlikely to believe the gu spores in the 
nursery ate behold<'-n. lf PCs have not 
encountered the gu 1pore, the DM 
should keep the beholder pretext alive 
for as long u pouible. 

Aa you open the door, the musty 
smell of fungi mixed with the stench 
or rotting carrion assault.a your nos· 
trils. Three large spherical objects 
move lazily about the room. Two are 
turned away from the door, while one 
gazes blandly at you with a single, 
huge eye. Waving stalks atop the 
spheres squirm listloaaly. 

Aa you stand among the awful car­
rion, eomething moves in the comer of 
the room. A lone 1virfneblin, naked 
and covered with filth, clumsily dodges 
one of the Ooating apheree. He slips 
and falls on the elimy Door, barely able 
to get to his feet spin. 

The deep gnome bu been trapped in 
the room dodging the gu spores for two 
days (the sporee ate elow, but they are 
continually attracted to his body heat). 
He is exhausted a.nd barely able to 
stand. If PCs attempt to destroy the 

fungi before re8Clling the prisoner, they 
must take extreme care that he is not 
killed in the exploeion or a •pore. The 
PCs may reacue him easily enough 
using an UM<ell atf'IJOnt (cl la Tan:hlrult) 
or other appropriate apell (wtb, etc.) to 
trsp, entangle, or move the deadly 
spores aside and create an escape route. 

Gu aporu (3): INT non-; AL N; AC 
9; MV 3; HD I hp; 1'HACO 20; tAT l; 
Dmg 6--36; SA epore infection; SZ M; 
ML 8; XP 120; MMfl20 (Fungus). 

If reacued, the deep gnome identifies 
himself ae Ablingle (hp 7, other statis· 
tica as svirfneblin in area 2C). He has 
several wounds delivered by the driders 
and is exhausted from his long ordeal 
in the nursery. The deep gnome can tell 
PCe that, besides a convenient place to 
grow gu spores, the room is also the 
dridere' treuury. In a back comer is a 
chest wherein Tarchkuk (again, via 
unattn aervont) places valuable objects 
recovered from victims. The cheat con­
tains 18 gema (rubiee and emeralds 
taken from avirflleblin victims) worth a 
total or 2,000 gp. There is also a small 
bag of myoonid f)OUJ<kr of hallucinati<>n 
and a rnyoonid potion of fungua Ma.lityf 
(see MM/2S4, 265 for details). The drid· 
era came by these items when they 



slaughtered a small party of myconids. 
If the myconid items are returned to 
the fungus men in area 5, it increases 
the PCs' Charisma by +2 (18 maximum) 
when dealing with the myconid. The 
chest is locked and weighs 15 lbs. It can 
be removed by an unseen servant or 
ulekinesis. If the chest is opened, 20 
hairy spiders rush forth to attack any­
one opening it. As Tarcbkuk rarely 
feeds a prisoner to them, the spiders 
are ravenously hungry. Therefore, even 
if the chest is opened from a distance 
using a kMck spell or othe.r means, the 
spiders scurry toward the nearest PC. 

Hairy spiders (20): AL NE; AC 8; 
MV 12, web 9; HD 1- 1; hp 3 each; 
THACO 20; AT 1; Dmg 1; SA poison; 
SZ T; ML 10; XP 65; MM/326, 327 
(Spider). 

If PCs have not yet located the deep 
gnomes (area S), Ablingle gladly shows 
them the way, and the gnomes give the 
PCs a 500.gp reward for his return. If 
returned to the svirfneblin, the deep 
gnome tells them the truth about the 
beholder attacks. If PCs have put an 
end to that threat, Jnangle further 
rewards PCs with all he knows about 
the Shards of the Day (in this case, the 
PCs must still hire guides and pay for 
services; see Ir-zangle, area S). 

5. The Garden Loft. 
The stairs wind on and up around a 

great gray pillar. It is a seemingly 
endless climb before you step out onto 
level ground. The area is a riotous 
jungle of giant toadstools and mush­
rooms, towering in the gloom above. 
The floor is a multicolored carpet of 
fungi. Glowing fungi grows rampant 
throughout the cavernous chamber, 
giving everything a greenish tinge. 
Well-worn trails snake in and out of 
the forest of giant muahrooms. 

In old Dylvwyllynn these chambers 
were orchard retreats that s upplied the 
city with exotic fruits and a place to rest 
on green grass beneath the treea. All 
were lighted with huge overhead globes 
of modified oontin=l light spells altered 
to act as sunlight. The globes have long 
since ceased to function, and there is 
not the slightest trace that trees ever 
grew here. The gardens are now forests 
of giant fungi, lichen, and molds. 

The garden loft. ia a place of eerie 
beauty and sudden danger. As PCs step 
off the stairs, many things happen at 
once. They are surprised by duergar 

animator spore iombie on 1--S on ldlO. 
Animator Spore Zombies (3): AL N ; 

AC 10; MV 9; HD l; hp 4 each; THACO 
19; #AT 2; Dmg 1-311--S; SD immune to 
sl.eep, charm, Mid, death magic, and poi­
son, cannot be turned; SZ S-H; ML 20; 
XP 35; MM/264, 265 (myconid). 

The spore iombies do not attack 
immediately but attempt to herd the 
PCs back down the stairs. If the PCs 
attack, the iombies defend themselvas, 
but they are no match for heroes and 
should be quickly dispatched. They can­
not be turned because they are not 
undead but animated by a fungal bio­
chemical reaction. 

If the spore zombies are attacked, it 
appears as if the toadstools have oome 
alive and are moving slowly toward the 
PCs. Following the spore iombies are 
40 myconid with hp 22 (x8), 18 (x8), 14 
(X8), 9 (x8), 5 (x8). If the PCs destroy 
the zombies, the myconids atta.ck. The 4 
and 5 HD myconid bombard the PCs 
with pacifier and hallucinator spores 
(see MM/264, as animator spore above) 
while the lesser fungua men use a club­
bing action of clasped fists to attack. 

The PCs soon face overwhelming 
odds. The myoonids send out distross 
spores, and 20 more myconids arrive 
each round aft.er the first (until all 
myconids in the garden loft. arrive). They 
can bear and understand undercommon 
but have no vocal organs to speak. Once 
PCs have killed or damaged a myoonid, 
negotiation is difficult but not impossi­
ble. Thereaft.er, it requires weeks of care­
ful apologetic contact to win simple non­
belligerence (trust is unlikely). Any PCs 
captured by the myconid are not mis­
treated but given a potion of <kcay. PCs 
muat save vs. poison or die and become 
animator spore iombies. The myoonids 
do not oonsider this cruel but mere self­
preservation. 

If PCs do not destroy the spore iom­
bies (by casting hold or web spells, etc.) 
or retreat down the stairs before dam­
aging a myconid, then friendly contact 
with the creatu.res is certainly possible. 
Therefore, smart PCs may wish to 
shout from the stairs or use messoge, 
ventriloquism, whispering wind, or 
other spells to communicate from a dis­
tance with the myconids. Again, this is 
unlikely to win trust but at least allows 
for negotiation (via rapport spores). 

If PCs sheath all weapons and 
explain they are in Dylvwyllynn loolting 
for a magical item, the myconids imme-­
diately move aside. After entering, the 
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PCs are surrounded by four 5-HD fun­
gus men and guided to a cavern, into 
the presence of the myconid !ting. The 
myconid guard surrounding the PCs is 
as much there for the PCs' protection as 
for the myoonids. The guard keeps the 
PCs away from violet fungi, russet 
mold, and the voracious mold men. 
Questioning the guard is impossible 
and pointless. After the initial commu­
nication at the stairs, they refuse to 
emit more rapport spores. If ESP or 
other mind-reading spells are used, 
they reveal only the pervasive fear 
among the myconids. 

Myconids (200): AL LN; AC 10; MV 
9; HD 1 (x40), 2 (x40), 3 (x40), 4 (x40), 5 
(x40); THACO 19, 17. 15; #AT 1; Dmg 
ld4 x HD; SA spore clouds; SD except 
for the hands, a myconid's sltin is poiso­
noua, and contact causes ld4 hp dam­
age per touch; SZ T- L (2' tall per HD); 
ML 18; XP 65, 120, 175, 270, 420; 
MM/264, 265. 

6A- The Reyseta St.one 
You feel it as you enter the cavern: 

this is the hub, the center of the 
myconid oolony. It is cooler and 
brighter here. In the center of the 
chamber is a great round stone cov­
ered with a thick coat of glow fungi. It 
illuminates the room like a full moon 
on a clear night. 

The myconid leading you waddles 
its way among the low stone mounds 
arranged in ooncentric circles. At last 
you reach a large empty space near 
the globe. There, the muahroom king 
stands stirring the bubbling, fuming 
contents of an earthenware pot. As 
you smell the fumes, for a brief instant 
you understand the love of the fungua 
for the decaying earth and the longing 
to meld. The understanding passes as 
quickly as it began, and then a voice 
comes booming through your bead: 
"What do you seek?" 

Reyseta (king): AL LN; AC 10; MV 
9; HD 6; THACO 15; #AT 1; Dmg ld4 x 
HD; SA/SD as myconid; SZ L; ML 13; 
XP 650; MM/264, 265 (Myconid); oil of 
fiery burning (x2). 

The fumes from the pot the king is 
stirring act as rapport spores. There is 
no saving throw, and the ability lasts 
for as long as the PCs are within 10' of 
the uncovered pot. The great globe cov­
ered with glow fungi was once a contin· 
ual light fixture attached to the roof. 
The low mounds surrounding it are the 
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Garden Loft 

lombe of the dead myconid kings. Their 
number attest. to the length of time 
lhi.s myconid colony has been here. 

At lhi.s point the Pee have several 
optioM depending on how they have 
arrived aL lhi.s juncture. If they learned 
from the avirfneblin (area S) of the 
silver bemitpbere'1 location, they can 
ask whether the king knowe of such an 
object.. If they do not know the myconids 
poseesa the object, they muat describe 
the SAfirda of tM Dczy thoroughly. 

In any case, the king !'ffponds: 

"You seek the treaslll'ff of the dark 
places, and you aro noL allies of the 
grief-givere - the tentacled ones.• The 
king bowa ita hoad. . 

"The tent.acled ones have a poison 
against which we have no defeMe. 
They spread a duaL that cha?ges my 
people, causing them lo do violence to 
each other. Never in our lmtory have 
we done violence lo each other! The 
poison keepe the cirdes from melding, 
and we are become 1.,... than whole. I 
can find no cure. I fear we are loet!" 

The voice suddenly whispers rather 
than booms. "The shiny object you 
seek ia here, but you cannot find it 
without my help.• 

22 issue No. 60 

If Pee inquire as to who are the ten· 
taclecl ones, the OM may paraphrase or 
role play the following information: Not 
long ago, a group of mind flayers . 
arrived in the deep plac:ea of the oty, 
they were experimenting with dusts 
and powdere (aee ares 6). To what pur­
pose the myconids could not tell. 
Rec~nUy, the creatures have invaded 
the myconid gardens and have spread a 
toxic powder among the fun"!' men 
(the powder ia dust of contrariness; see 
area 6 ). Whon thia happens, the 
myconids actually grow angry with 
each other. Since these att.ack.s, there 
has been a great deal of difficulty meld· 
ing. Thia inability lo meld ia cauaing 
aome fungua men 1pontaneoualy to 
rel- diatreae spores without actually 
being in danger. Thia, in tum, leads to 
more argument& amone the myconid. 

The king pauaea, and hi.a voice 
comes clearly again. "I will give you 
the object you covet. But first, you 
must recover a packet of the poiaon or 
the secreta of ita making from the ten­
tacled ones. With the knowledge of its 
making, I can brew an antidote.• 

If PCe return victorious or have 
already encountered the mind Oayers 
and recovered a packet of the dusl of 
contrarirum, Lhe king ia overjoyed and 
immediately wa1b lo a nea.rby tomb, 
moves aeveral atones, and raises the sil­
ver hemisphere from ita hiding place. He 
knows nothing further about the ShartU. 

6. Mind Flay"ra' Cellar. The stairs 
wind downward into a large undersec­
tion of the city that the dwarves called a 
"cellar." The illithid have lei\ two stair­
cases open (Tile J) leading to their sec­
tion of the city for euo of access to an 
escape route should they need one. The 
mind Oayers have used a methodical 
approach lo their lair and have blocked 
several tunnels by bringing the ceilings 
down and collapaing Lhe corridors. The 
few remaining entmnc:ea are guarded by 
their troll slave• (see below). The shad· 
ed aresa on the map denote areas sprin­
kled with the du.i of controriMu. The 
effecta of thia du.i are the aame as 
thooe of a riJtS of controriMu, but the 
duat has no other magical ability (see 
DMG/141). In addition, the effecta of the 
dust wear off after 2410+4 rounds. The 
~ have no chance of noticing the mag­
ical duat among the duat of centuries 
found throughout Oylvwyllynn, but the 
aresa eo sprinkled radiate magic. 

Mind Flayers' Cellar 

N 

* 
x Guardian 

TroU. 

' 

Collapsed 
Paeeare 

Anyone entering these areas causes 
the duaL lo swirl up (the duat acts as a 
contact poison and need not be breathed 
to be effective). The PCe must save vs. 
poiaon or suffer the duat'a effects. The 
OM DUlkea all rolls eecrelly and informs 
thoee failing their save how t.a act (this 
can be done quickly and easily via a 
short written note). This allowa affected 
~ to ham it up as they bicker and 
argue. Self-pre1ervation overrides the 
contrarineea of tho duet, and thoee 
afTectA!d do not allow themselves or 
other PCs lo bo killed or injured for the 
sake of argument. However, the con· 
trarinesa can cause loud disagreements 
that bring trouble on the party, cause 
them lo lose initiative, or miss oppcrtu­
nities to gain treasure. 

GA. Guardians. Each guard pcet 
(see map) bas three trolls. They allow 
nothing and no one to enter the area 
and are allowed lo eat anything or any­
one that trie8. Each post is equipped 
with three ahri.,kers (hp 12 each, see 
Map of Oylvwyllynn, Tile H for details) 
kept quiet in a dark room nearby. 
Should a battle be gnine against them, 
one troll retreata to this room and kicks 
one or two of the shriekers. The result,. 

' 



ing shrielui can be heard throughout 
the area. A force of ld4+ 1 trolla arrives 
to invMtigate the ahrieks in ld4 
rounds. It requilw another 2d4+ 1 
rounda to bring the two mind flayers 
and all remaining trolls to the battle 
(aee area 6C for dot.ails). 

TroU. (3): INT low; AL CE; AC 4· 
MV 12; HO 6+6; hp 37, 25, 30; THACo 
13; #AT 8; Dmg 5-815-815-12· SA throw 
atones or wield weapon at +5.' SD 
regeneration; SZ L; ML 20 (1.4); XP 
1,400; MM/349. 

All troll guarda and attendants are 
~der the influence of the mind flayers' 
tnrulte charm 17WIUIU ability. Aa an 
added meaaure of control, the mind 
flayers have attached coll.art of ob«fi. 
t~ about the necb of the trolls. Upon 
mmd flayer command, the collars 
inflict pain in the aame manner aa the 
wizard •pell aymbo/. Thus between the 
fear of pain and the ch4rm apell, the 
creatuttt are wholly enslaved by the 
illithids and obey orders to fight to the 
death (ML 20). There are 22 trolls 
throughout the lair, three at each 
guard •talion and two personal atten· 
dants per mind flayer. lf the mind flay­
ers are destroyed or driven off, the 
trolls !'T9 f~ from their enslavement. 
They unmediately rip off their collars 
of obedience, and their morale returns 
to normal (14). 

SB. Laboratory. The illithida are 
a~pting to perfect the dual of con­
trarrneu. But due to the magical dust's 
adverse effects on the elder brain (the 
centeJ- of illitbid community life), the 
experunents are being conducted well 
out of its telepathic range (see MM/251 
for information on the elder brain). This 
11 to the PC'a advantage because, once 
the creatw'M are outside the ran,e or 
~ elder brain, they may be aurpriaed 
with normal chances of succeaa. 
~e illithi~ have chosen the usually 

placid and V>oleoce-deploring myconids 
(area 5) aa test subjects for the dual. lf 
PCe have entered the illithid-controlled 
area undetected, there is a 35% chance 
that one mind flayer ie in the laboratory 
when PCe enter. In auch a case. it ie 
ac:compenied by two troll elavee (hp 35 
80) and the mind Oayer'e only concern ia 
escape (by plane shi(lirig if neceeeary). lf 
eacape 11 impossible, it fights to the 
death. Such a battle brings ld4+1 troU. 
to investigate in ld4 rounds. It brings 
the other mind flayer and the remaining 
troll guarda 88 battle in area 6A. 

Mind Flayers' Lair 
1 square = 10' 

abrielcera 

trolls 
guard post 

The altulls are containers (they slosh 
or rattle if ahaken). Each ie 1toppered 
with a hard, th.ick plug of wax where 
the spinal cord enters the cranium. lf a 
<ompreMnd languO(lt1 spell ia cast., the 
gold glypla reveal the aaaorted noggins 
contain. a number of rare and ooeUy 
alchemical agents worth approximately 
8,000 gp total, and three of the akulls 
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Area 6 

6C. lllltbids' Quarten. lf PCe have 
entered the illilhid lair undetected, 
there is a 66% chance of surprising both 
illitbids here. If one of the creatures bas 
been found elsewhere, then only one 
mind lbl.yer and two troll guarda (hp 31 
each) are here. lf diecovered, they are 
unlikely to negotiate; they attack and 
destroy any weak adventuring parties 
or flee if preeented with a strong threat. 

Mlnd flayers (2): AL LE; AC 5; MV 
12; HD 8+4; hp 42, 39; THACO 11; tAT 
4; Dmg 2 hp (x4) + special; SA 1ugges­
tion, charm penron, charm mon1ter, 
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ESP, leuitate, <U1trol projection, plane 
shifl once per round as 7th-level mage, 
mind blast; SD 90% magical resistance; 
SZ M; ML 15; XP 9,000; MM/251. 

While this room is little more than a 
resting place for the illitbids when they 
are not in the laboratory, it is not with· 
out comfort. AB the illitruds have slaves 
to lug many of the comforts of home, the 
room contains two truck, soft, well-made 
sleeping mats, a large trunk, and three 
small chests. The large trunk is 
unlocked and contains bedding and per· 
sonal paraphernalia of the mind Oeyers. 

The three small chests are locked and 
trapped and their keys are in the pos· 
session of the mind Oeyers. Thief PCs 
receive a - 10% penalty to find and 
remove the well bidden traps and a 
-20'-'1 penalty to pick the intricate locks. 
The needle traps jab anyone picking the 
lock, injecting a Type D poison (see 
Table 51: Poison Strength in the DMG). 
The chests contain an assortment of odd 
items. One contains a silver decante.r, a 
silver serving tray, and six jeweled, gold 
goblets worth a total 1,500 gp. The sec· 
ond chest contains six scrolls. The 
scrolls are used primarily as trade and 
barter items for the mind flayers and 
include a protectwn from elemenW.ls and 
a protectwn from petrifi,catwn; the oth· 
ers are a scroll of three lst--level wizard 
spells (DM's choice), a scroll of two 2nd· 
level wizard spells (DM's choice). a scroll 
containing drut deuil and heat metal, 
and one containing cure light wounds 
and cure serious wounds. Each is in a 
finely crafted copper scroll tube worth 
100 gp. The third chest bolds three 
small silk pouches, each containing one 
use of dust of contrariness and a vial of 
potion. The potions are fire resista""'1, 
giant strength, and oil of fwy burning. 
If PCs attempt to hammer them open 
(each lock withstands 10 hp damage 
before opening), the concussion causes 
the fl.ask with the oil of frery burning to 
shatter and the oil to detonate. This not 
only damages PCs but destroys the con· 
tents of the third chest and ld6 scrolls 
(and scroll tubes) in the second chest 
(the DM may choose or roll randomly to 
determine which scrolls are ruined). lf 
the PCs have not yet encountered the 
myconid (area 5), they may trade the 
dust of contrariness from the chest and 
the laboratory notes from area 6B for 
the silver hemisphere in the fungus 
men's possession. If the PCs are helping 
the myconid (area 5A), they need only 
show the silk pouches of dust and lab 
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notes as proof they have completed their 
part of the bargain. 

7. The Fall of the Hou se of 
Ramma. The area is patrolled by d.row. 
They are refugees, not immigrants, bav· 
ing arrived through the shifting debris 
of Dylvwyllynn's northern walJ. Being 
primarily of the clan Ramm a (a clan 
that backed the losing side of a coup 
d'etat in a deeper d.row citty), they 
escaped annihilation and have stopped 
in Dylvwyllynn to lick their wounds and 
plot their revenge. The drow have no 
allies in the city, and they are actually 
at war with kuo-toa (area 9). 

Entranoos to the d.row area are 
defended by guardposts (see map) con· 
structed of 3' -high stone barriers across 
passageways. The posts are manned by 
four d.row each. There is a 10% chance, 
that Captain Dakaar (area 8C) is at any 
guardpost at anytime. Each guard con­
tingent also bas an enslaved umber 
bulk at its disposal. If a 6,ght goes 
against the guards, they send the umber 
bulk in a suicide ass.ault wrule they 
retreat. Due to the distances between 
the guardposts, guards cannot easily call 
for help and must retreat to the Temple 
of Lolth (area SJ to give warnings and 
gather reinforcements. If PCs can get 
past the guards, they ma,y locate occu­
pied buildings by following the trails 
through the dust. Any POs captured by 
the d.row must be quickly rescued (with· 
in 2dl2 hours) or they are sacrificed to 
the goddess Lolth (see area SF). 

Elf, Drow (4): AL CE; AC O; MV 12; 
F4; THACO 17; #AT 1 or 2; Dmg by 
weapon type; SA dancing lights, faerie 
fire, darkness (each once per dey); SD +2 
on all saving throws vs. spells, surprised 
only on 1 on ldlO; SZ M; !ML 14; XP 
650; MM/112, llS; short s·word +I, dag­
ger +I, hand crossbow or :i><>isoned 
javelins (50/50 chance of either, javelins 
use sleep poison, save at -4). d.row chain 
mail +1, drow shield +1. In addition, all 
drow in the city, from lowest to highest 
are equipped with ad.row cloak of 
elvenkind and d.row boots of elvenkind. 

Umber Hull<: INT average; AL CE; 
AC 2; MV 6, burrow 1-6; HD S+S; 
THACO ll; #AT 3; Dmg 3-1213-1211-10; 
SA confusion, surprise; SZ L; ML 13; XP 
4,000; MM/352. 

8. Temple of Lolth. Shortly aft.er 
arriving in Dylvwyllynn, the d.row 
stumbled upon a beholder and 
destroyed it. In its treaswre board the 

Shard of Midnight was found. They 
believe the finding of the blade is an 
omen of good fortune and a sign of 
favor from the dark goddess Lolth. They 
have converted an old dwarven villa 
into a temple dedicated to the evil 
Queen of Spiders and enshrined the 
blade there. 

SA. Entr ance. 

You notice trus area has been thor­
oughly cleaned of the telltale dust 
common throughout the city. There 1s 
a sweetish-sour odor of burning 
incense and blood in the passageway, 
but you can't trace the source of the 
smell. Stepping into a four-wey inter· 
section, you see the east, west, and 
north tunnels are blocked by iron 
grates. 

The foul'-way intersection is a guard· 
post with four drow temple guards (hp 
22 each, see area 7 for details) and an 
umber bulk (hp 44, as area 7). They 
attack intruders immediately and need 
only shout an alarm to bring the rein­
foroements from the guard barracks 
(area SB ) in ld4 rounds. The heavy 
grates have no ropes or pulleys and 
must be raised manually (this requires 
a combined Strength of 35 with only 
two persons being able to work together 
in the tunnel). The drow move the 
grates by using their natural leuitation 
abilities. Reinforcements arriving at 
any battle in the intersection are 
unlikely to raise the grates but simply 
use crossbows and javelins to attack. 
The noise of battle brings the captain 
(area 8C) in 2d4 rounds and the priest-­
esses (area SD) in Sd4+4 rounds. lf the 
noise of battle is still present or no one 
bas contacted her to tell her what is 
happening, the baroness (area SE) 
arrives in 10+2d4 rounds to investigate. 

SB. Barracks. These rooms are 
sparse, bare, and spotlessly clean. The 
drow soldiers take pride in keeping the 
barracks and equipment as neat as pos· 
sible. Each barracks has eight comfort· 
able and well-made pallets. Two large 
chests containing communal property 
(blankets, rope, etc.) and four small 
chests containing the personal items of 
the guards. Unless reacting to an alarm 
at the entrance (area SA), eight d.row 
temple guards are alweys here (hp 22 
each) and an umber hulk (hp 44). There 
is also a 20% chance that Captain 
Dakaar may be in any barracks inspect--
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ing his troops. If PCs investigate the 
rooms, they find the small chesl8 each 
contain about 100 gp worth of such 
things as silver rings and bracelets, 
small gems, and ld6 pp. 

BC. Cap tain's Quarter'8. The cap· 
tain keeps an austere and spartan 
room. There is only a sleeping pallet 
and a small cb""t containing blankets, 
clothes, 100 pp, and 600 gp worth of 
gems and jewelry. There is only a 30% 
chance of finding him in this room. 
Otherwise, he is making his rounds of 
the guardposl8 (area 7) or in the bar­
racks (area SB). 

Captain Da.kaar Ram.ma: AL CE; 
AC - l ; MV 12; FM.15; hp 25; THACO 
16; IAT l; Dmg by apell or weapon 
type; SA/SD as drow (above); D lS, Ch 
17; MR 60%; ML 16; XP 2,000; MM I 
112, 113; short sword +2, dagger +2, 
cros•bow +1, drow chain mail +3, drow 
1huld +2, wand of magic miuilt1 (25 
charges), brooch of 1/oulding. iron fla1lt 
(contains a itom). 

Spells: burni11lf hand&, charm ~r.on, 
magic missile, shoclting grasp, Melf• 
acid arrow, web, Melf• minute meteors. 

Dakaar is haughty, belligerent, and 
genuinely evil. He i1 a good strategiat, 
and - while it waa the baronesses' 
faulty stratagems that nearly proved 
death for the Ramma clan - it waa his 
tactical expertise that aaved the few 
survivors now populating Dylvwyllynn. 
In battle, Dakaar's first move is to 
release the xorn from his iron flaslt. He 
ia also not shy about using his wand of 
mOlfic missiles. 

Xom (from iron flaslt): AL N; AC -2; 
MV 9, burrow 9; HD 7+7; hp 37; THACO 
13: #AT 4; Dmg 1-3 (x3)1&-24; SA sur­
prise; SD immunity to natural and 
magical fire and eold, half-damage from 
electrical attacks and edged weapons; 
SZ M; ML 16; XP 4,000; MM/361. 

SD. Prie&tes8ea' QuuUrs.. The 
room is occupied by three minor priest­
e88e& of Lolth. There is a 50% chance of 
finding them here or in the temple (area 
SF). Each of the prieatesses is vying for 
the poet ofhigb prie.tesa. In batUe, they 
are not brilliant atrategists. They fail to 
understand that the overwhelming 
might of the drew that they were taught 
to revere in their youth is more self­
aggrandizing prepagnnda than actunl 
fact. Therefore, they have a penchant for 
demanding suicidal frontal assaul18 by 
followers instead of more rational tac-
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Areas 

human and svirfneblin hands and 
kuo-toan clawa. They leap and run 
about on their fingertips in a spider· 
like fashion. As you look, you see that 
each is tattooed on the back with the 
image of a black widow spider. 

The chest ia trapped with 20 crawl· 
Ing claws. They are the bands removed 
from sacrificia.l victims. These bom>rs 
attack any non-priestess of Lolth who 
opens the chest. 

Cr awling Claws (20): AL N: AC 7; 
MV 9; HD 2-4 hp: THACO 20; #AT I; 
Dmg 1-4; SD immune to turning. holy 
water, death magic, slttp, Mld. charm, 
roise ckad, and control undeod; SZ ~ 
ML 20; XP 35; MM/4S. 

SE. Quarters of the Baroness 

This room ia a monument to opu· 
lence. The air is fragrant with per­
fume. The floor is carpeted with two 
matching rugs. Mongrelman bides, 
bugbear pelta, and even a stone 
giant's skin hang on the walls aa tro­
phies. The room contains a large bed 
and a wooden table. There are also 
four large trunks and four smaller 
chesl8 and a large, polished braaa 
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mirror sends a perfect yellow-golden 
reflection back from the northern 
wall. The southern wall is dominated 
by a fountain that is obviously used 
as a bathing basin. Bottles of per­
fumes and oil rest on its edge. 

This room is occupied by the 
Baroness Ramma Anchora, unques­
tioned ruler of the Ramma clan. If PCs 
investigate the trunks, they find 200 gp 
worth of bed-clothes, clothes, and per· 
sonal belongings of the baroness. The 
smaller chests contain ceremonial items 
needed for the temple of Lolth, includ­
ing five blocks of in~n.se of meditation. 
Good-aligned PCs should destroy the 
ceremonial items {except for the magi­
cal incense) and receive 1,000 XP for 
doing so. While heavy and cumbersome, 
the plush carpets are worth 2,000 gp 
each. While the trophy hides are rela­
tively worthless, the perfumes by the 
basin are rare and worth 1,000 gp per 
bottle. 

There is a 50% chance of finding the 
baroness here. (Otherwise she is in the 
altar room). The baroness is an extraor­
dinarily charming, beautiful, and evil 
woman. She brooks no argument, 
accepts no criticism, and expects total 
obedience and commitment from under-
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lings. She feels neither remorse or pity 
for the failed coup. She feels she is the 
iajured party in that her followers let 
her down by not succeeding in the over­
throw. 

Baroness Ramma Anch ora: AL 
CE; AC -l; MV 12; HD F81C9; hp 56; 
THACO 13; #AT 312; Dmg by spell or 
weapon type; SA dancing lights, faerie 
fire, darkness, levitate, know alignment, 
detttt magic, clairuoyaru:e, suggestion, 
dispel magic (each once per day); SD as 
drow guards; I 17, Ch 18; MR 68%; ML 
14; XP 6,000; MM/112, 113; short sword 
+2, d4gger +3, hand crossbow +1, drow 
chain mail +2, drow shield +1, ring of 
protection +2, potion of human control, 
staff of swarming insects (17 charges). 

Spells: cause fear, command# detect 
good, prottttion from good, charm per­
son or mammal, dust devil, Mid person, 
silence 15' radius. animate dead, prayer, 
speak with dead, cloak of fear, free 
action, protection from good I 0' radius, 
flame strike. 

SF. Altar. 

From the ceiling, ten feet over­
head, bang thick, multicolored, 
streamers. Each streamer depicts a 
more gruesome and horrific bit of 

drow history than the one next to it. 
There are numerous depictions of the 
original schism between the elves and 
the war that drove the drow beneath 
the earth. In aU of these, the elves of 
the world above are depicted as dis­
torted, ugly brutes, while the drow are 
presented as beautiful and graceful. 
There are also a few streamers show­
ing spectacularly absurd victories by 
small drow armies over large num­
bers ofkuo-toa, mind flayers, and 
other underworld races. 

There is an overpowering odor of 
incense and old blood you smelled at 
the entrance, but the floor and walls 
are sparkling clean. The center of the 
room is disorienting, where a great 
wall of darkness stretching from floor 
to ceiling neither catches nor reflects 
light, giving the uneasy impression 
that it is shifting and moving. 

The drow have set permanent walls 
of continual darkness around the al tar 
(see map for areas of darkness, treat as 
if cast at 20th level for purposes of dis­
pel magic). Light and continual light 
spells are ineffective, aa they are imme­
diately canceled by the permanent 
darkness. As the worshipers of the evil 
goddess say: "Anyone approaching her 
altar must pass through darkness to 
reach it.• In Lolth's case, this is a liter­
al as well as an allegorical expression. 
The shifting and moving nature of the 
darkness is an optical illusion (it is 
merely the mind playing tricks such as 
phantom lights in a pitch black room). 

There is a 50% chance that the 
baroness is here (if not, she is in area 
SE). In addition, there is a 50% chance 
the three priestesses of Lolth are in the 
altar room. If the baroness or priest­
esses are here1 there is also a contin· 
gent of eight temple guards with them. 
Also, if he has not been encountered 
elsewhere, Captain Dakaar is also here. 
If the PCs have entered the altar room, 
the baroness is outraged and fights to 
the death to preserve its sanctity. 

In combat, the streamers hanging 
from the ceiling cause a great deal of 
difficulty. They hang freely and barely 
touch the floor, however, they are 
anchored securely by bolts to the ceiling 
and cannot be pulled down (PCs may 
actually climb the streamers if they 
wish). As arrows, throwing spears, 
grenadelike missiles, etc., are snared by 
the streamers, all missile combat is at 
-4 to hit (treat all targets as be.ing 50% 



hidden by cover on Table 44: Cover and 
Concealment Modifiers in the DMG). 
The cloth in the tapestries is a thick 
metal mesh weave that is difficult to 
cut or pierce and is virtually fireproof. 
The PCs may cut the streamers down 
only if they have metal shears, tin 
snips, or other such devices. The 
streamers and walls of darkness cause 
any combat to be a prolonged game of 
hide and seek. 

The temple guards move to protect 
the entrance to the altar room and keep 
anyone from escaping. They also send 
one of their number to gather reinforce­
ments from the barracks (areas SB). If 
the baroness is not in the room, only 
four guards (hp 22 each) are on duty, 
but combat conditions remain as 
described. In this case, the baroness, 
the priestesses, and more guards arrive 
in 4d4 rounds. 

If PCs enter the walls of darkness, 
they find the area trapped with deadly 
floor-to-ceiling turnstiles. The turnstiles 
are made of some fungal wood bristling 
with sharpened and poisoned spikes. 
Each turnstile is geared at the top and 
bottom with each gear meshing neatly 
with its neighbor. Thus, anyone attempt­
ing to pass between two turnstiles 
(either walking, flying, or levitating) is 
skewered by 2d6+2 spikes for ld6 hp 
damage each. It is impossible to ignore 
the damage and force a way through as 
the turnstiles 00.,ome jammed on the 
skewered victim and fail to turn. 
Anyone stabbed must also save vs. poi­
son or suffer 5d6 hp damage while those 
saving suffer only half damage. The 
turnstiles may be destroyed individually 
by fire or spell. There is only one safe, 
narrow path through the darkness, and 
the PCs must use trial and error or a 
find tM pa!h spell to locate it. 

You step out of the darkness as if 
stepping into another wor ld. You 
stand in a small area lighted by a 
smoking brazier and engulfed by 
walls of night. At the north end of the 
lighted area is a blood-stained altar. It 
is a large slab of stone with a shallow 
coffin-shaped indentation in its cen­
ter. In the garish orange-red light of 
the brazier, the stone seems almost 
black. At the four comers of the slab, 
incense burners pour out a sickly pur· 
pie smoke. At the head of the indenta· 
tion, with stars shimmering in the 
depths of a deep black blade., is the 
Shard of Midnight. 

The altar area is the treasury of the 
temple. As the Ramma clan lost most of 
their wealth and property in the 
abortive coup, the bulk of the non-magi· 
cal treasure is from Dylvwyllynn. 

At the south end of the lit area are 
iive small urns. One contains coal for 
the brazier, a second incense; the others 
are full of coins, gems, and various jew· 
els worth 5,000 gp per urn. Most of the 
msgical treasure is being used by the 
Ramma. That held in reserve is in a 
large, locked and iron bound chest near 
the urns. It bolds potions of fire breath· 
ing, speed, and invisibility, two pairs of 
drow boots of elvenkind and two drow 
cloak$ of elvenkind. 

If a rogue opens the chest, he baa the 
same chance as his Find/ Remove Traps 
ability of noticing the chest has a false 
bottom. Other PCs examining the chest 
must make an Intelligence cheek (roll 
Intelligence or less on ld20) with a +2 
penalty to notice the false bottom. The 
false bottom covers 10 scrolls. 

Seven of the scrolls are nonmagical 
texts detailing the various evil rituals 
of the temple. They are worth 1,000 gp 
each to any sage. Two are priest scrolls 
with the spells hold per!J()n and storu 
shape. The last one is not a scroll but a 
map of the area of Dylvwyllynn that is 
known to the drow. (The OM should 
prepare this in advance and may make 
it as limited or extensive as be wishes. 
However, it should by no means be a 
complete map of the city.) 

9. Fish Tales. 

As you wander down the passage· 
way, you smell water. Suddenly, the 
passage ends and you step out into an 
immense mind·boggling vastness. You 
are standing on the shores of a subter­
ranean lake. With no hint of wind, the 
water that stretches as far as you can 
see is smooth and shiny as glaaa. It is 
impossible to tell bow far the lake 
stretches into the gloom. In the end· 
less gloom, you can see the barest hint 
of a rock jutting out in the lake. As 
you look back, you see the great wall 
of the cavern rising up into the dark­
ness. You notice there is neither win­
dow nor vent overlooking the lake. 

This is Lake Atrox, a huge under­
ground body of fresh water. The blank 
wall ove.rlooking the lake is purposely 
devoid of windows and vents to keep 
unwanted winged visitors out. Once on 
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the lake shore, the PCs are squarely in 
the kuo-toa controlled area of the city. 
The kuo-toa arrived via the lake from 
some deep underground kuo-toan city. 
(For DM's using the Night Below, the 
Dylvwyllynn kuo-toa are aware of their 
brethren in the City of the Glass Pool, 
but, in true kuo-toan fashion, the two 
communities do not cooperate with each 
other.) The kuo-toa are attempting to 
create a base from which to launch 
slave-taking raids on the upper world. 
While they control the lake front and 
the entrances to it, they are having dif· 
ficulty moving into the city proper 
because of drow raids and their own 
chaotic approach to the conquest of 
Oylvwyllynn. 

The kuo-toa have established no 
guardposts, but four patrols - half on 
shore and half in the water - wander 
ceaselessly up and down the lake front. 
The land-based patrols are accompa· 
nied by troglodyte slaves. All patrols 
immediately notice and investigate any 
light source on the lake shore and one 
patrol arrives in 2d4 rounds. There­
after, the other three patrols arrive sep­
arately in ld4, 2d4, and 3d4 rounds 
respectively (if the rolls dictate, it is 
possible for patrols to arrive simultane­
ously). The patrols do not negotiate and 
attack anyone they discover. If a battle 
is going against the kuo-toa, they 
retreat to their lair to warn their duke, 
Alooploopo, and gather reinforcements 
(see area l OA). 

The common battle tactic of the kuo­
toa is to send a wave of 10 troglodytes 
in a frontal aaaault to absorb the brunt 
of any missile or spell attacks. This is 
followed by the remaining troglodytes 
and then the kuo-toa. If battle takes 
place on the lakefront itself, the kuo-toa 
take to the water in an attempt to 
encircle the PCs. The OM should note 
the troglodytes are only poor to fair 
swimmers and prefer to avoid the 
water. Also, if the kuo-toa are defeated 
or retreat, the troglodytes flee. If the 
kuo-toa are victorious, any captured 
PCs must be rescued quickly (2dl2 
hours) or they are used as food for the 
kuo-toa and troglodytes. 

Kuo-Toan Patrol (8 each): INT high; 
AL NE; AC 3; MV 9, swim 18; HD 2 
(X6), 8 (x2); THACO 19 (x6), 13 (x2); #AT 
1 or 2; Dmg 2-5 and/or by weapon type; 
SA + 1 strength bonus on all weapon 
attacks; SD skin secretions reduce 
chances to grapple, grasp, tie, or web to 
25%, surprised only on a 1, immune to 
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poison, paralysis. and illusion magic, 
electrical attacka cau&e half damage, 
m"l{U: miHilu cau&e only 1 hp damage; 
SZ M; ML 13; XP 176 (x6), 1,400 Cx2); 
MM/216, 216; ahield, dagger, spear, 
weigbtA!d throwing net, and harpoon (8-
HD fight.era only). 

Tro1lodytee (18): INT low; AL CE; 
AC 5; MV 12; HD 2; hp 10 each; THACO 
19; #AT 3 or l; Dmg l-2/l-2J2-.,5 or by 
weapon; SA use special javelin with +3 
bonus w attack roll and do 2d4 hp dam· 
age secrete disgusting oil, save vs. poi· 
son'or lose ld6 points of strength for 10 
rounds; SD chameleon-like ability; SZ 
M· ML 11; XP 120; MM/348; 50% use 
U.:.th and claws, 25'*' two javelins (see 
SA above), 10% stone morning star, 10% 
swne battle axe; 5% sword. 

10. Treasu.... bland. A lighthouse 
once graced this little island's shores to 
guide dwarven barges and boats on the 
lake. It wppled inw the lake during the 
esrtbquake, however, and only the light 
keepera' residence remain&. Even from 
the outlying picra, PCs can do no more 
than glimpse the nearest rocks of the 
island. 
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The PCa may investigate the island 
eithe.r by awimming, Rying, or teleport­
ing. They may also find the nearest fun· 
gal garden and u&e some of the giant 
toadstools 88 material for dug-out 
canoes. Swimming is the most danger­
ou.s coune of action, as it gives the kuo­
toa the "home field advantage.• If PCs 
swim, the noi&e attracts att.ention and 
there is a 75'*' chance that they are 
attacked in the water by kuo-toa forces 
(both from areas 9 and 10). The island's 
force of kuo·toa and any remaining 
patrols will ccrtoinly attack PCs in the 
water. lf PCe use canoes, the fish men 
do not attack them while on the water 
but wait until the have made landfall 
on the island. They then either sink or 
steal the canoes, attempting to leave 
the PCs atranded on the island. 

lOA. The Keeper's H ouse. This 
structure wu built in the same manner 
88 shepherd cottages in the world 
above. (Tho Keeper was o!Un called the 
"Shepherd of Shipe.") With its white­
washed walls and lhatched roo~ the 
sheer expenae of maintaining the struc· 
ture waa a testament to the power and 

wealth of Dylvwyllynn. The house with­
stood the quake and is still relatively 
sound though the thatdling bas long 
since rottA!d w dust and the building is 
roofless. ln addition, the int.erior wood. 
('ft walle havo oithor rot.led or been 
st.ripped and uaed for firewood. All that 
remains of the etructure is the skelewn 
of the stone outer and supporting inner 
walls . 

There arc 20 normal kuo-toa (hp 10 
each) encamped around the building. 
The interior rooma are barracks for the 
kuo-toan duke named Alooploopo and 
bd two captain• (45 hp each), three 
lieut.enanta (hp 36 each), four whips 
(see below), and two moniwrs (see 
below). They immediat.ely join in and 
direct any battle taking place on the 
island. The duke commands from 
behind the battle, directing his troops 
and cuting 1pell1 88 appropriate. His 
captaina and lieutenan11 rally the fight.­
era and, 88 there are no slaves on the 
island, use the lower level kuo-toa 
much the same way as the patrols use 
the troglodytes. The whips and moni­
tors maintain morale and battle frenzy . 

Monitors (2): AL NE; AC 4; MV 9, 
swim 18; HD 7; hp 56 each; THACO 14; 
#AT 4; Dmg 2d4 (x2)1ld4 +l (x2); SA 
double damage from hand attacks (2d4) 
if trying to eubdue; SD as kuo-toa; SZ 
L; ML 17; XP 975; MM/215, 216. 

Whlpa (4 ): AL NE; AC 4; MV 9 , swim 
18; HD 3F/31': hp IS each; THACO 14; 
IAT 1; Omg by weapon; MS 25'1c, HS 
25._,, ON ~.CW 7<>'1; SA/SD as kuo­
toa; SZ L; ML 17; XP 420; MM/215, 2 16; 
dagger, long sword. 

Duke Alooploopo: AL NE; AC 4; 
MV 9, awim 18; HO IOC/121'; hp 48; 
THACO 14; #AT I or 2; Dmg 2-S and/or 
by weapon type; MS 65%, HS 70%, ON 
70%, CW 75%, RL 86%; SA/SD as kuo­
toa; S 17, I 17, W 17; SZ L; ML 15; XP 
5,000; MM/216; harpoon+J, dagger +I, 
net of entrapment. 

Spells: cause light wounds (x2), <ktect 
good, prouclion from good, charm per· 
son or mommal (x2), hold person, 
silence 16' radiu1, cause blindness or 
deafne.,, couu diaeau, bestow curse, 
cauoe oeri<lu1 wound• (x2), prot«ti<ln 
from good IO' radiu" cause critical 
wournU. 1/ay liuing. 

Evil, wise, and crafty, the duke is a 
maslA!r of many languages, speaking 
common, undercommon, and several 
dialecta of dwarvish and elvish. He 
attempts w negotiate if the PCs are 
posing a serious threat. He proposes the 



kuc>-toa and PCs join forces and destroy 
the drow (area 8). He offers them both 
the pick of his own treasure board (be 
does not allow PCs to have a look first) 
and the pick of the drow board when 
they are conquered. He has no intention 
of keeping any deals, but be is willing 
to use PCs as allies in his war to con· 
trol the city. He intends to let PCs do as 
much fighting as possible and either 
weaken themselves or weaken the drow. 
In either case, the kuo-toa win. 

If the duke is informed that the PCs 
have already destroyed the drow, negc>­
tiations proceed more smoothly. (\Vbile 
overjoyed at the destruction of his ene· 
mies he fears those who did it.) In any 
case, he knows nothing of the Shards of 
the Day but does know of the shiny yel· 
low blade hidden in the treasury (area 
lOB). The kuc>-toa hate the blade 
because of its bright light, but they 
value it as a magical item. They intend 
to trade it at the first opportunity. lf 
PCs can force the issue by superior 
strength, the duke may trade the blade 
for the destruction of his hated drow 
enemy and a minimum of 10,000 gp 
worth of assorted treasure. 

lOB. Large Cellar. 'll'he cellars are 
below water level and tlhe many minor 
cracks in their walls have allowed 
water to leak in and filti them. To inves· 
tigate, the PCs must either use a wwer 
water or wat.?r breathin,g spell (they 
may also use repeated dives holding 
the.ir breath). This is the kuo-toan trea· 
sury and it is protected by multiple 
traps. The cellar appears to be empty 
save for a layer of grayish mud, but the 
treasure is concealed in two shallow 
pits beneath the silt. Tine pits are cov· 
ered with a thick coat of mud and it is 
possible to walk across them without 
realizing they are there. 

The kuo-toan duke has placed a 
special glyph of warding in the mud of 
the cellar's noor. The glyph erupts into 
a great whirlpool should any non-kuo· 
toa enter the room. All in the room 
must save vs. spell or be immediately 
swept off their feet and suffer ld4 hp 
damage per round for 10 rounds as they 
are bounced off the walls, ceiling, and 
noor by the swirling water. A save 
reduces damage to half and those wear­
ing a ring of free action automatically 
suffer only half-damage and may save 
for no damage. The swirling waters also 
disturb the layer of silt, clouding the 
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water and reducing visibility to one 
foot. A purify food and drink spell or 
pouring a potion of sweet water into the 
muddied water instantly removes the 
murky cloud; however, this merely caus· 
es the silt to settle to the noor. If dis· 
turbed by combat or PCs attempting to 
dig up and remove it, it rises and fouls 
the water again. The silt settles natu­
rally in 2dl2+6 hours. If PCs have used 
a lower water spell, the glyph still 
erupts but the thin layer of swirling silt 
merely knocks victims down and inflict­
ing ld6 hp damage. 

If the PCs find the pits, they discover 
the northernmost pit holds 3,500 gp 
worth of assorted gems and jewelry. In 
addition, there is a ring of animal 
friendship and a ring of mind s~kling. 
The southernmost pit holds a @.gger 
+I, 10 bolts +I for a drow hand cross· 
bow, three potion decanters containing 
healing, leuitatwn, and water breathing. 
They also find the onyx dog figurine of 
wondrous power. The kuo-toa, having 
never seen a dog, do not realize the 
power of the object and value it only for 
the onyx. As the PCs are uncovering 
these goodies read the following: 
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Al. you are removing the objecta 
from the 1hallow pit, you keep think­
ing your eyes are playing tricks on you. 
Every now nnd then, there is glint of 
light from the bottem of the pit. It i8 
not a gem or jewelry, but the murky 
silt d- not allow a good look at the 
thing. 

Al. the PCe pull the objecta from the 
murk, one cl-. hie band on the hilt of 
a sword. The sword comes out of the pit 
with it.I hilt decorated with a fire opal 
and inset with the elder rune L<ubo1. 
There it no mistaking the glowing yel­
low blade. The PCs have recovered the 
Sha rd of Noo11. 

The third pit, located near the west­
ern wall, is a trap for the gTeedy. The 
kuo-tea have collected the powerful 
acidic fluidl 11.ed by violet fungi te rot 
flesh and lulve placed a pool of this 
awful glop in the pit. Anyone 9Cr8ping 
away the thick mud covering it releues 
it inte the water (activating the glyph of 
wordi1111 doe• not uncover the pit suffi­
ciently te release the fluid). Thia 
appears aa a sudden up-rush of red· 
dish-purple liquid from the pit in n 20' 
x 20' cloud. The enzymatic fluids are 
immediately diluted by the water and 
cease to rot flesh instantly. However, it 
does not render them harmlesa. Any 
victim within the cloud mu.st either be 
cured by a cun diaeaM spell or eave v-. 
poison every round within the cloud or 
1u1Ter 2d6 hp in acidlilte bum damage. 
A auccesaful save means the victim is 
affected 88 if by the rash version of an 
irritation spell. The cloud of enzymes 
dissipates nnd ceases te be harmful in 
one tum. If this happens a&r a lower 
wotu epell, the enzymes ru.sh through 
the watery silt on the floor. Thus, dam­
age remains the same but i8 confined te 
Pee' feet. At O~ra option, this may 
cawte a penalty te a victim's movement 
rate (-ld6 or-I point of MV for every 2 
hp of damage suffered). 

!OC. Small Cellar. 
This room was the kitchen for the 

Llghtkcepcr'• house, but it is now 
Oooded. In the southern corner is o 
fire pit, the overhang of its chimney 
looking quite strange in the underwa­
ter confines of the cellar. From the 
shallow bowl of the fire pit comes an 
OCC88ional glint and sparkle. A.a you 
move teward the fire pit, you see 
there are gems. A veritoble pile of 
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wealth, heaped inte the crater of the 
dead oven. There are several rubies 
glinting on tep and the white fire of 
diamonds sparklee from somewhere 
deep in the heap of precious atones. 

Anyone fool enough te reach out and 
gTab a handful of treaaure ia attacked 
by a c:ryl!tal ooze the kuo-toa placed 
here 88 a guardian. The creature hides 
in the chimney a few feet above the fire 
pit and surprises anyone reaching for 
the gems on 1-4 on ld!O. It need only 
drop upon the hand ond arm of anyone 
attempting te take one of the jewels 
and, in this case, gains a +2 te hit. The 
creature is not exactly enslaved by the 
kuo-tea; the duke uses the ring of om· 
mol fmndship from the treasure in the 
large cellar (see area 98 ) te keep it 
from attacking. (If PCe find this ring 
before encountering the c:iy1tal ooze, 
they cannot posa.ibly UM it against the 
creature without lint cmcovering that 
it is magical and run tat.a te discover 
just exactly what it does.) If the ooze i8 
defeated, the PCs find that while the 
hoard appears te be worth thousands of 
gold pieces, it is actually only worth 
hundreds. The PCs find 800 gp worth of 
rubies and small diamond& ond many 
worthless rhinestones and glaas beads. 

Crystal Ooze: AL N; AC 8; MV 1, 
swim 3; HD 4; hp 16; THACO 17; IAT l; 
Dmg 4-16; SA paralyzing poison; SD 
immune te acid, cold, heat, fire, takes 
only l hp damage from weapona; SZ L; 
ML 10; XP 420; MM/278. 

Concluding the Adventure 
If PCs retrieve all tho parts of the 
Shards of the Day from Oylvwyllynn, 
give the party a 50,000 XP stery award 
for the recovery. In addition, the baron 
is overjoyed and immediately pays the 
promised reward with an extra 1,000 
gp gem for each surviving PC thrown in 
for a job well done. 

The PCs have won a powerful NPC 
for a friend that may be used hereafter 
88 a source of information and political 
and economic intrigue. If the OM is 
using the Night Belo1u, the baron can be 
used as one of the powerful "off-st.age 
NPCa" suggested in that campaign. 
While he may not be penonally that 
powerful himself. the baron knows 
everyone worth knowing and can 
arrange introductiona and open doors 
that would otherwise be cloeed. 

If PCs gain only part of the Shard.I, 

give each PC 2,000 XP per piece of the 
found. ln thia case, the baron is happy 
but merely pays the promised price with 
nothing extra. He remains friendly but 
clearly considers the job only half fin­
iahed. The baron may allow PCs a sec­
ond try at the city, but hires a few pow­
erful NPCa te aaaiat them. If auch au;.. 
tance ;. required, the reward ;. ~uced 
subetanlially (DM'a discretion). 

If PCe have been wholly una....,..ful, 
they may eell their maps and knowledge 
of Dylvwyllynn te the baron (price i8 
negotiable but should hardly cover 
ex:penses). If PCs recover but attempt te 
keep tho SharcU, the baron hires experi­
en.ced thieves te steal it back. 

All Oylvwyllynn is a mommoth under­
ground city, th.e OM can create any 
nwnber of adventures there. Planar 
creatW'ff, especially slaadi alaven, 
buteiu, and tanar'ri may try te estab­
lish lain and baae8 within the city. 
Liches and vampires find Dylvwyllynn a 
comfortable aett:ing. There may even be 
an isolated pocket of descendant.I of the 
original dwarven inhabitants. Cut off for 
centuries, they might believe the world 
above is but a myth. And, of course, 
there is the endle88 traffic and discoUl"lle 
on the Underdark. n 
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NEMESIS 
BY CHRISTOPHER PERKINS 

Hell hath no fury .. . 
Al1wofl< and CortOQIOPhv by Rob lazrorettt 
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Clim wriu1: "My first PUNESCAPB'" 
ada«nlu~ ('Umbra,' in wia mJ g<Mr· 
aUd a lot of fflJ<Ur ~•ponse. I lu>pe tJiU 
adwnlu~ d«1 tM "1m& Special thanJr.s 
to S~pMn Donhlt for inapiri"lf mt to 
wr~ this Aby1mol toh. • 

feR. +Hf 
+ DUNGfeH MAS+fR. + 

Trikante the lncantifer once wrote of 
Vudra N •a dismal aggle>meration of 
tropical islanda choked with impenetra· 
ble jungles and sUrTOunded by oceans of 
heaving blood." Few have described the 
53lat layer of the Abyss quite so elo­
quently. Govemed by the mariJuhs -
the snake-bodied, six-armed generals of 
the Blood War - Vudra is regarded as 
onoe of the most dreadful domains. It& 
ruler is a marilith of gargantuan pro­
portions, with naming red eyes and skin 
of b lackest nigh t. Known to her minions 
as S haktari, this dark fiend is said to 
devour all that she 8008, although she 
spoends moet of her time "sleeping" in 
the crimson oceans of her realm. 

!Each of Shaktari'a marilith vassals 
commanda her own "island." Although 
each quietly conaidera herself the true 
ruler ofVudra, all~ deference to the 
six-armed Queen or P\)ison. Kaliva is 
among the moat feared and despised or 
her kind. Like aU marilitha, Kaliva 
believes her kind are the true force 
behind I.be Blood Wara, but Kaliva is 
far from an ordinary tanar'ri. 



Kaliva wu bom not a marilith but a 
human. She wu raited by an evil duke 
who trained her 111 a fighter. Her proud­
est accomplishment wu beheading a 
paladin who led a charge against her 
father's cutle. Since then, she's always 
held a rascination for beheading her 
enemies. Later. when the duke was 
accused or treason and the king's army 
besieged the castle, Kaliva fought her 
way to freedom and Oed the kingdom. 
Eager to make a name ror herself, she 
turned mercenary. Almost immediately, 
she was hired by a poweriul wizard 
named Nalen Blacbtar and became his 
henchman. 

Nalen's lust for Kaliva became 
increuingly evident, yet ehe ~ 
him at ev<!ry tum. Th<!ir association 
ended bitterly, and the angry Nalen 
used a pow<!riul 1ha~ha1111~ spell to 
transform Kaliva into a hideous rut­
terkin tanar'ri. Nalen then banished 
Kaliva to the Abyaa. where be usumed 
she would be enalaved or destroyed. 
Kaliva's keen mind and superior fight­
ing skills, however, enabled her to stave 
off the attacks or other obyaaal fiends. 
Her survival did not go unrewarded, 
and Kaliva grew in power. Eventually 
she obtained a tnnor'ric rorm that not 
only befitted her personality but also 
mocked her once considerable beauty. 
She became a marilith, with all the 
abilities commensurate to her station. 

Kaliva hao devoted considerable time 
to plotting the demise or Nalen Black­
ruu-, and not juat for revenge. She can 
find no way to undo the wizard's magic 
and hu grown accustomed to her 
tonar'ric rorm. Capitoliting on her ban­
ishment, Kaliva carved out a niche for 
herselr and earned the dread or lesser 
tanar'ri under her command. However, 
her secret isn't sare so long as Nalen 
Blackstar liveal Ir rival mariliths were 
to uncover the truth about her past, 
they would undoubtedly use the knowl­
edge against her. For this reBBOn, her 
secret must remain hidden rorever. To 
that end, Kaliva plans to kill Nalen 
who, to h<!r knowledge, resides some­
where in Sigil or poaaibly in the 
Outland& (See the PIM.'ESCAPE boxed 
set for detail• on these regions.) 

If the Blood Want have taught Kaliva 
anything, it'• the importance or prepa­
ration. Sicjlled beyond compare with the 
blade, Kaliva hao devoted the last sev­
eral months to acquiring the most pow· 
enul armament imaginable - swords 
that she believes will give her the 

"edge• in a battle with Nalen (and any 
competing taoar'ri who stand in her 
way). After months or careful research, 
and with the help of her unCailing 
henchman, Kaliva hao decided which 
blades will be hent. 

Although she has magical weapons or 
lesser power, Kaliva wants four or the 
most dangerous awords ever forged. So 
rar, Raja Khan Cher rakshasa hench­
man) has retrieved three of them: 
Starzad, a vorpal scimitar; Ffazablur, a 
bastard sword or unparalleled quick­
neu; and WuardboM, a long sword 
that endows its wielder with additional 
magic resistance. Soon, the fourth blade 
will ra11 into h<!r clutches: Mi.dnighl, a 
broad sword that drains the life force 
from its victim. Once all the weapons 
are in her pos1M1ion, the banished 
marilith intend& to track down and 
destroy her old nemeaia. 

All four sworda have one thing in 
common: until recently, they were all 
located somewhere in SiiiJ. With the 
help or several charmed spies, Raja 
Khan has carerully tracked each sword 
over the last several months. 

The first sword, Ffazablur, was token 
by Raja Khan aft.er its guardian (a 
dabua) foll prey to a phantasmal Jrillu 
spell that the rak8hasa cast from a 
scroll. 

To obtain the second sword, Wizard­
boM. Raja charfm!d a mage·s apprentice 
and commanded him to remove it from 
his m~r'a tower. (The apprenticed.is­
appeared 1hortly thereaft.e~) 

The third blade, Stanad, was stolen 
from the Armory, headquarters or Sigil's 
infamous Doomguard. The thier was a 
talented tiening named Lliaian Slitter­
knire, whom Raja hired and later killed. 

The adventure begins when the PCs 
are hired by Saija Slitterknife, Llisian's 
sister, to find clues or her brother's 
whereabouts. The PCs m.ay know Salja 
as the tielling waitress at The Black 
Sail, a seedy tovem restured in "Umbra• 
(DUNG&ON" Ad~lllurts #66). 

Shortly aft.er the PCs conclude their 
meeting with Saija at the Black Sail, 
Raja acquires the fourth blade - th.e 
broad sword Mi.dnisht - from a vault 
deep within Sigil'a Hall or Records. The 
Hall serves ao headquarun ror the 
Takers, membent or a faction called the 
Fated. Raja snatches the blade with the 
unwitting help or a young records clerk 
named Warrin Spellbinder, whom the 
PCs encounter while oea.rching for 
Saija's brother in the Hive. 

NEMESIS 

THE SL l + +Ell~NIFE 
• SllL IN GS • 

The adventure begina at the Black Sail, 
a tavern in Sigil'a Lower Ward. The tav­
ern is a familiar haven to PCs who sur· 
vived the perils or "Umbra.• A detailed 
description or the Black Sail is provided 
in "Umbra• and in TSR's adventure The 
Eternal Boundary. 

While visitin,g the Black Sail, the 
PCs meet a young tiefiing waitress 
named Saija Slitterknife. Ir Saija knows 
the PCa, ehe seats them in a private 
alcove and wastea no time asking for 
their aaaistance. (See "The Missing 
Tielling" b<!low.) If the PCa are tint. 
time visiton, Saija allowa them to find 
their own seats in the common area, 
takes their ordef11, then hands one PC a 
paper elip with the following message 
written on it: 
/(you cuturs want ajob, meet me in 
the alley ~hind th• Sail at the tnd of 
my shift. I'll be waiti"ll with thejinlt. 
- No peelers. 

s. 
After she finishes her shift, Saija 

waits in the alley behind the tavern. Ir 
the PCs show no interest in helping her, 
she triee to bribe them with her magical 
ring (which she took from the finger or a 
drunk). She11 offer the ring as a reward 
tr the PC1 find her brother. Salja is very 
streetwise and not eaoily duped. She 
also hao a "boyfriend• at the tavem - a 
swill-drinking comugon baatezu named 
Horrn. The comugon wu tricked into 
donning a hat of llupidity and is now 
cuned with low Intelligence (7). Horm 
is a drooling ad.mirer or Salja'&, and the 
tieOing keepe him on a short leash. He 
is not one orThe Black Sail's more pop­
ular patrons, and Saija isn't really fond 
or him. Nevertheless, ir the PCs give 
Saija a hard time, she whistles to Harm 
and lets him rearrange the nearest PC's 
face. The OM should devise statistics for 
the comugon ir and when they become 
neceaaary. 

Saija Slltterknite (fomale tiefling): 
INT very; AL N; AC 7 (Dexterity); MV 
12; HD 4+3; hp 19; THACO 15; IAT 2; 
Dmg ld4/ld4 (1tilettoe); SA poison; SD 
+2 to save vs. electricity, fire and poi­
aon; hair damage from cold; SZ M; ML 
11; XP 650; PLJ.NBSG<PB Mo,VST1IOIJ-S 
Co.vPENDIUM/112; two stilettos in scab­
bards (lined with Type 0 poison), 
amulet of findi1111 (hidden under cloth­
ing), ri1111 of ngeneratwn. 
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The Missing Tiefling 

Salja is the sister of Llisian Slitter­
knife, the tiefling whom Raja hired to 
steal Starzad. Llisian is missing, and 
Saija needs the party's help to find him. 
Salja and Llisian are tiefling twins, and 
as s uch their emotional bond is particu­
larly strong. Their father, a rogue 
tanar'ri, provided bis two children with 
identical amulets of fuuling (see 
ENCYCWPBDIA MAGIC<~, vol. I, page 32). 
The amulets work in tandem; by con­
centrating on the image of her brother, 
Saija can see through Llisian's medal­
lion. Similarly, Llisian can see through 
bis sister's amulet. Out of mutual con­
cern for their well-being, the twins 
promised to use the amulets of finding 
to keep track of one another. 

Salja recently lost contact with her 
brother. Taking a break from her shift, 
she gazed into her amulet and saw a 
disturbing image: a distorted tiger's 
face followed a blinding flash of light. 
She tells the PCs that the amulets of 
finding can function only when both are 
present in the same plane of existence. 
If one is taken to another plane, both 
amulets temporarily cease to function. 
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Salja knows her brother would never 
leave Sigil, for the Cage is where both 
siblings agreed to conduct their busi­
ness. Fearing the worst, Salja believes 
that someone may have killed Llisian 
and taken bis amulet. She wants the 
PCs to track down her brother - rescu­
ing him if possible or, at the very least, 
retrieving bis magical medallion. 

If the PCs agree to help Salja, she 
tells them her brother's last-known 
whereabouts. Llisian had recently pil­
fered a sword from the Armory and was 
slumming around the Hive, not too far 
from the Gatehouse (headquarters of 
the Xaositects). Salja tells the PCs that 
Llisian had many contacts in the Hive 
and did most of his business there. Sbe 
knows her brother is responsible for 
stealing Starzad. and regards theft as a 
necessity for survival in the Cage. If 
questioned about Llisian's practice, she 
replies: "It ain't exactly dark, cutter. 
Sometimes you gotta take what you 
want and pray you don't get scragged! 
Sometimes that means you gotta peel 
leatherheads for a living.• 

Saija doesn't know who paid Llisian 
to steal the sword, nor is she acquainted 

with any of his associates. She did, how­
ever, see Llisian waiting in the shadow 
of an iron bariaur statue. Salja was 
astute enough to recognize the 
Gatehouse looming in the background. 
Perhaps a clue to her brother's where­
abouts can be found near the statue or 
Gatehouse. 

+IN +HI! HIVE+ 

If the PCs agree to help Saija, they 
must search for sig:ns of Llisian in the 
Hive. Salja cannot provide names of 
specific places, since Llisian was known 
to frequent dozens of establishments. 

The Hive Ward is a chaotic sprawl of 
tightly-packed structures and disease­
ridden slums. During the day, petty 
thieves and lost people roam the 
streets. At night, craruum rats come out 
to play, drunken bubbers litter the 
slimy back-alleys, and horned shapes 
linger in the shadows. The Dustmen 
haunt the crowded streets, filling their 
wagons with the carcasses of the dead 
before shuffling back to the Mortuary. 
Disorderly Chaosm.en (Xaositects) roam 
i.n packs, creating disturbances and 
lynching clueless leatherheads. 

The Battling Bariaur 

No one in the Hive seems to know 
Llisian Slitterknife's current where­
abouts. However, any slummer can 
direct the PCs to the square containing 
the Battling Bariaur, one of Sigil's 
many crude landmarks. The iron ststue 
stands 12' tall and captures the bariaur 
in a fighting pose, clutching a glaive. 
The statue's brimstone pedestal is sur­
rounded by a garden of neatly-trimmed 
razorvine. If the PCs remain near the 
ststue for three or more rounds, they 
hear a cry for help from a nearby alley. 

Saving Warrin 

A terrified cry ee<:apes from a dark­
ened alley. You hear a feeble voice 
deep within the alley, desperately 
pleading for mercy. "Take the sword! I 
won't tell anyone! l swear by the Lady 
of Pain!" 

A map of"The Alley• is provided for 
the DM's reference. This encounter 
takes place in a condemned section of 
the Hive overrun by the barmy 
Xaositects. The buildings that enclose 
the alley are normally deserted, but not 
when the PCs arrive. 



Raja Khan has lured Warrin 
Spellbinder into the razorvine-oovered 
alley and turned on him. The rakshasa 
has assumed its true form, eager to see 
the clerk's eyes swell with terror. If the 
PCs investigate, their &udden arrival ie 
enough to startle Raja and drive him 
away. The rakshasa uses a magical gate· 
key to escape through the unseen portal 
to the Abyss. The portal snaps shut the 
instant Raja is through. Covering Raja's 
escape are 10 hirOO Xaositects who lurk 
in the acljacent buildings (see below). 

A 12' thick canopy or razorvine has 
formed 10' above the alley. The 
razorvine is not dangerous unless the 
PCs try to fly, climb, or leap through it. 
The canopy does render the alley 
unnaturally dark, although slivers or 
light provide just enough illumination 
to discern the alley's course. 

Several of the doors that lead into 
the acljacent tenements are locked from 
the inside. Behind th.ree of the doors 
lurk 10 hirOO Xaosit.e<:ts: humans 
charmed by Raja Khan. If Raja calls for 
them, the Xaositects respond immedi· 
ately. Unless they are disturbed, they 
remain hidden behind the locked doors. 

Raja's invisible portal to the Abyss 
lies at the end of the alley. If the PCs 
explore the alley, they eventually come 
face-to-face with the rakshasa and his 
quarry. Read or paraphrase the follow· 
ing when they near the end of the dark· 
ened alley: 

Barely visible at the back of the 
alley is a broad-shouldered figure 
clutching a dull black sword. The 
shape looks like a large man with a 
bestial head. Slumped by the figure's 
feet, a much smaller shape pleads for 
its life. 

"Pathetic vermin," grumbles the 
towering figure. "lt's time to pay the 
music!-" As the ominous fi,gure raises 
the sword, his cowering quarry buck· 
les with dread. 

Raja plans to slay Warrin, haul the 
corpse back to the Abyss, dispose of the 
evidence, and offer Kaliva the clerk's 
head as a souvenir. The party's untimely 
arrival forces Raja to abandon his plans. 
He activates the portal at the back of 
the alley using a secret gate-key (see 
below) and walks through. The rakshasa 
cannot risk losing the sword at this 
time, and he prefers not to fight unfa· 
miliar opponents. That task he leaves to 
the 10 Xaositect bashers hiding in the 
nearby tenements. 

Raja Khan (rakshasa rukh): INT 
high; AL LE; AC -5; MY 18; HD 8+ 16; 
hp 69; THACO 11; #AT 3 or 2; Dmg 
ld6+4/ld6+412dl0 or by weapon x2 (+4 
Dmg bonus with 18/78 Strength}; SA 
illucion, cpcllo (co.Gt o.t 9th level); SD +2 
weapons to hit (weapons below +4 
inflict half damage); MR immune to 
spells lower than 8th-level; SZ M; ML 
17;XP 8,000;MM/299 (Rakshasa, 
greater}; Midnight, ring of mind shreld· 
ing, potion of flying. 

Raja's wizard spells: charm pe,..,,n, 
shocking grasp, unseen servant; dark· 
ness 16' radius. improued phantasmal 
fore,;, inuisibility; slow. wraithform. 

Raja's priest spells: cure light wounds, 
protection from good, cause fear. 

Raja carries Midnight (fully detailed 
in the "Kaliva's Swords" sidebar). Raja 
also wears a ring of mind shrelding 
taken from the dead Llisian Slitterk:nife. 
ln addition to the magical sword and 
ring, Raja also carries a gate-key for the 
portal leading to the first layer of the 
Abyss. The gate-key is a live ophidian: a 
snake that Raja keeps in a bronze, oma· 
mental tube secured to his waist. The 
snake is not "consumed• like a spell 
component; however, the portal is one­
way only. PCs entering the Abyss via 
this gate must find some other way out. 
(Raja bas 

accessto "ARE y=u GUYS another por- w ' 

tal that leads LI KE. 
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jumbled to the point of being incompre­
hensible. A compreMnd langUJJ8es spell 
may be used to decode their speech. The 
Chaosmen know that the portal leads 
to the Abyss. They do not know how the 
porto.l i6 opened or cloa.od. Although 
they have watched Raja assume other 
humanoid forms, they do not under· 
stand what be is exactly, nor do they 
know his weaknesses. The Xaositects 
are here to keep the PCs occupied while 
Raja flees through the portal. 

If five or more Xaositects are slain, 
the survivors must make a successful 
morale check or flee. While Raja is pre­
sent, the Xaositects fight to the death. 

Warrin S pellbinder (human): AL 
LN; AC 4; MV 12; W4; hp 5 (16 at full); 
THACO 19; #AT l; Dmg by spell or 
weapon; S 9, D 15, C 14, I 16, W 8, Ch 
9; ML 7; spell book, cloak of protection 
+2, br0«rs of defense AC 7, ring of fire 
=i8tance, dagger +3; spells: burning 
hands, protection from euil, unseen ser· 
uant; pyrotechnU:s, wiulrd lock. 

Warrin is a low-ranking member of 
the Fated and a clerk in the Hall of 
Records. Knowing the command words 
to deactivate the vault's magical traps, 
Warrin was duped into helping Raja 
Khan steal the sword after mistaking 
him for one of his superiors. Without 

asking any questions, Warrin allowed 
the rakshasa to remove the 

blade and leave the vault 
unscathed. Once outside 

back to Sigil, but 
the PCs cannot locate 
it at this time.) 

+HE RED DEA+H?'" the Hall or Records, 
Raja Khan ordered 

the young mage to 
The portal remains 

open for only one round, 
- WARRIN SPE LLl lHDER. accompany him 

on a •special mis· 
sion• into the Hive. 
Seeing this as an 
opportunity to 

but it can be snapped shut 
instantly simply by killing the 
snake. (To do this, Raja takes hold 

MIS+AlllNG + HI PCS 
, ... Mti!RCYIULLlill.S 

of the bronze tube while casting his 
shocking gra.sp spell; the snake is ordi· 
nary and has only 2 hp.) If by chance 
the PCs manage to slip through the 
open portal, Raja attacks them on the 
other side - in the Plain oflnfinite 
Portals (see "Through the Portal"). 

Xaositects (10 charmed human 
fighters): INT average; AL CE; AC 6 (7 
without shield); MY 12; F4; hp 25 each; 
THACO 17; #AT 1or2; Dmg ld8 (battle 
axe) or ld3+ l/ ld3+ 1 (punching); SD 
cast babble (opposite of tongues) 
once/week; ML 14; XP 120; studded 
leather armor, shield, battle axe, pouch 
of coins (2dl0 gp each). 

Xaosit.e<:ts do not speak like other 
Cagers. Their speech is skewered and 

improve his stand­
ing and his reputation, the timid clerk 
followed Raja through the streets and 
back-alleys of Sigil. Little did Warrin 
suspect that the rakshasa was leading 
him to his death. 

If he survives the rakshasa's attack, 
Warrin offers the PCs his profound 
thanks. Warrin is not a gift.eel magic­
user, and his association with the Fated 
was prompted by two factors. First and 
faremost, his mother Eurayle was a 
m.ember of the Fated before she pe.r· 
ished in the Outland burg of Plague­
Mort. With his mother gone, Warrin 
inherited a fair amount of personal 
wealth. Among the items she left behind 
were several spell-keys - devices that 
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enabled certain spelb to function on cer­
tain plane& In exchange for the spell­
keys. the Takers granted Warrin mem­
bership. 

Warrin rarely viaiis the Hive and is 
not familiar with Lli1ian Slitterknife. 
Warrin is eager to 800 Midnight safely 
returoed to the faction's headquarters 
in the Hall of Records, preferably before 
ite absence is detected. Jn exchange for 
the PCs' help, he offors them a portion 
of his inheritance. Unwilling to part 
with hi8 mother's remaining magical 
items, Warrin offers the party a signed 
pact arranged between his mother and 
an agathinon, granting the owner of the 
pact one 1pecial favor. See "Warrin's 
Reward" for detaila. 

By tracking down the raksba.sa, 
Warrin bopM to retrieve Midnight and 
redeem himaelfbefore his superiors dis­
cover the thef\.. Time is of the essence, 
so Warrin int.ends to follow the raksh•sa 
through the portal (or send brave 
adventurers on his behalf), but first he 
needs to locate a proper gate-key. 

The portal opens whenever a live 
snake is brought within 5' of it. 
However, Warrin did not see Raja with a 
snake. Raja simply kept the metal 
snake-tube aecu.red to hi• waist, walked 
within range, and whooeh! - the portal 

appeared. The same 

'"'Wa!RmS 
ARE FISHING ... 

UPSIDE·Da!WN ... 
mAN BREA~S WIND ... 

Emerging from the alley, you see 
three peculiar humanoids approach. 
These slender beings have short grey 
horns portruding from their foreheads, 
and tall manes of wispy-white hair. 
They are dreseed in ornate grey robes 
and hover alighUy above the ground. 
Despite their freakish appearance, 
there is something oddly majestic in 
their countenances. They drift toward 
you, their oxprc88ions immutable. 
Suddenly, various symbols begin to 
appear in the air around them. The 
symbols materialize one after the 
other, coming together in rows to form 
some kind of cryptic moseage. 

These three myaterioua beings are 
called dabu& Dabue are the caretakers 
of Sigil - seldom troubled by the other 
occupant.a of the Cage because of their 
•arcane powers.· Oabua do not speak; 
rather, they com.mun.icate using sym· 
bols and images that simply appear in 
the air around them, forming strings or 
sentences called rebuaea. The dabus do 
not communicate often - only when 
the need arieea. 

Years ago, tho dabus took possession 
of a magical bastard sword called 
Ffozoblur. Tho weapon, once owned by 
an evil tanar'ri, was eeized after the 
tanar'ri was sent to the Mazes by the 
Lady of Pain. Ono dabus was entrusted 
to guard the aword, for fear the weapon 
might someday be used to bring harm 
to members of ite race. Recently, bow· 
ever, thie dabua was elain by a plum· 

tCUJmol ltilur cast by Raja Khan. 
DEBN"+ EA+ +HE CHEESE?' - Three dabue were lat.er assigned to 

locate the murderer. 
Ne WA 1 + Tho dabus want the stolen 

· · bastard sword returned. 
T HA+ CAN"+ BE RIG H + ! ·· Although they harbor no 

desire for vengeance, they 
- WARR I H. +RYING 
+e I N+ERPRE+ A 

thing 
happens if the 
PCs somehow identify 

REIU S 

the proper gate· key and bring it within 
5' of the portal. Comm um spells can be 
used to ident.ify the proper gate-key for 
thie portal, but see below. 

•TH£ DAIUS • 

Warrin obvioua)y needs healing. and he 
gracioualy thanka anyone who takes the 
time to help him. As Warrin and the 
PCs leave the alley, the OM should read 
or paraphr880 the following: 
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know exactly how rak.shasas can be 
killed (a bleued crossbow bolt), they 
know how Raja Khan leaves Sigil, and 
they have the knowledge and a gate­
key to activate the portal. (As custodi­
ans or Si.gil, tho dnbus are aware or just 
about every portal in the Cage.) Dabus 
are bound to the Cage and cannot 
depart Sigil under any circum-stances. 
No dabua can leave or be taken from 
the Cage by any mean& For this re&· 
son, the dabua need someone to track 
down the miseing eword. 

The three dabua who approach the 
party have been "sent• to provide the 
PCs with the gate-key for opening the 
magical portal. There is no explicable 

reason why they select the PCs for the 
quest, other than the fact the PCs are 
already involved in tracking down the 
raluhasa and the 1tolen sword(s). 

Each dabua communicates one rebua 
to the party. The OM may reveal the 
rebuses to the pla,yers at the appropri­
ate time. PCs should be given a chance 
to interpret the rebuses on their own. 
(Lucidly for them, the dabus are patient 
and accustomed to allowing plenty of 
t.ime for slower-witted species to deci­
pher their meuagee.) If the PCs seem 
to be struggling, Warrin can step in to 
assist. A native of the Cage, Warrin is 
familiar with the dabus and their 
method of communication, and be has 
received special training in the "art" of 
deciphering rebuaes. 

Once the party bu translated the 
rebuses, the dabua hand the PCs a 
scroll. The scroll depicta Kaliva's island, 
where the raluhase is thought to dwell. 
The OM should give the players their 
copy of the island map at this time. The 
dabus paid handsomely to acquire this 
map, but they do not reveal where they 
acquired it. The dabus also carry a 9" 
square obsidian coffer containing a 
harmless, living snake. When the snake 
is brought within 5' of the portal, the 
portal opens. 

The dabus offer no tangible reward 
for completing tho quest, although 
Warrin ie quick to point out that dsbua 
rarely make requeste to other species 
and that auch circumstances should be 
handled carefully. "Better than a one­
way ticket to the Mazes!" Warrin adds 
hastily. 

Dabua (3): INT very ; AL N; AC 7; MV 
12; HD 7; hp 43, 40, 32; THACO 13; #AT 
l ; Dmg ld8; SD limited spell immunity; 
SZ M (6 ' tall); ML 12; XP 650; PMCllO; 
long sword (hidden under robes). 

•RV~£ ef THRI!£ • 

If the PCs interpret the third dabua' 
rebus correctly, they should pay a visit 
to a local tanar'ri named Rule-of-Three. 
For a fiend, Rule-of-Three is a decent 
sort. The party can find him at The 
Slaughterhouse, a equalid tavern deep 
in tho Hive. When he learns the PCs 
have been tent by the dabua, he's more 
than happy to give them the chant 
about aurvival in the Abys& 

Warrin ia unacquainted with the 
Hive Ward and cannot guide the PCs to 
Rule-of· Three. and the dabua have 
other things to do besides lead the PCs 
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everywhere; however, an invisible qua· 
sit named Zilbog is nearby, overhears 
them, and offers to guide the party to 
the Slaughterhouse in exchange for a 
mug of viperwine (a poisonous tanar'ric 
concoction that the PCs can purchase 
at the inn). 

The quasit recenUy turned stag on 
its master and is no longer the wizard's 
familiar. With regards to the PCs, 
Zilbog has no hidden agenda apart from 
satisfying its viperwine addiction. If the 
PCs prove they are a tolerant and abid­
ing bunch, the quasit might offer to 
accompany them as a guide, provided 
they continue to support its bad habits 
(of which it has several). 

Zilbog (quasit): INT low; AL CE; AC 
2; MV 15; HD 3; hp 15; THACO 17; #AT 
3; Dmg ld2/ld2/ld4; SA poisonous 
claws; SD regenerate 1 hp/round; fear 
blast; turn invisible, dR.tect geed or dR,f,ecl 
magic at will; harmed only by iron or 
magical weapons; saves as 7-HD mon­
ster; immune to fire, cold and lightning; 
MR 25%; SZ T; ML 8; XP 2,000; MC/201 
(Imp) or PMC/56 (Imp). 

Zilbog can assume the form of a large 
bat or a giant centipede. 

At the SlaughterboWle 

The Slaughterhouse is a favorite hang­
out for most of the lowlifes who dwell in 
the Hive. The 'house serves an assort­
ment of beverages including viperwine, 
a rancid substance enjoyed by the qua­
sit Zilbog. Vlperwine is deadly to all 
non-tanar'ri. (Quasits are considered a 
lower form of tanar'ri.) Treat as Type F 
poison, with -6 to the save if the liquid 
is taken deliberately. 

An awful stench fills the interior of 
the Slaughterhouse - a blackened 
multi-story edifice wedged between two 
other buildings. There is only one floor 
inside, most of it taken up by an iron 
cage. Within the cage, two muscular 
humanoids are fighting a pitched battle 
for survival while a small horde of spec­
tators congregate along the perimeter 
to gamble on who will be victorious. At 
the moment, a human gladiator is 
being pummeled by a sligbtly·taller 
fiend with black ooze seeping from its 
pores (a farastu gehreleth). 

Attached to the walls of the 
Slaughterhouse are scaffolds that climb 
all the way up to the roof. The scaffolds 
are weighted down by dozens of patrons 
seated at tables or clinging to the web­
work of metal supports. 

Rule-of-Three can be found on the 
fift.h tier of the scaffold. One of the 
bouncers (a peery minotaur named 
Vaargh) points to Rule-of-Three's loca­
tion if the PCs give him a bribe of 50 gp 
or more. PCs can climb onto a comer 
elevator connected to a series of ropes, 
counter-weights and pulleys. By some 
unseen force, the lift is clamorously 
hoisted up to the fifth tier. A group of 
Xaositect bashers watch them from a 
nearby table, but they do not oppose the 
party. Thanks to his polymorph B£lf 
ability, 
Rul<H>f- "THREE SIDES 
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"Umbra."Turia is an agent of the 
Doomguard sent to find Starzad, the 
magical scimitar stolen from the Armory. 
Turia knows the identity of the thief, 
Llisian Slitterknife, but can't find any 
clues to his current whereabouta. She 
thought the cambion would have a good 
idea, but so far he's wasted her time 
questioning the ideals of the Doomguard 
philosophy. In truth, Rule-of-Three 
knows next-to-nothing about Ui.sian and 
the scimitar, but he is too taken with 
Turia's beauty to let her leave. 

Note: IfTuria was killed in "Umbra." 
replace her with Gwynzir, 

Three resem­
bles a homed 
dwarf with a 

+E& EVERY ARGUffiEN+. 

cu++ ER. 

a female tiellin,g with 
comparable statis­

tics. Instead of a 
magical benign, grandfather-

ly countenance. He is paying no atten­
tion to the fight below. He is presently 
engaged in a riveting (though on&-sided) 
conversation with a female tiefling of 
considerable beauty. 

Rule-of-Three is, in truth, a marquis 
cambion and a "retired• army recruiter 
for the Blood War. He came to Sigil 
after a falling out with his superiors 
and elected to remain in the Cage to 
conduct business (or so the cambion 
claims; see "Paying the Price" below). 
Rule-of-Three likes meeting people, 
malting contacts, and sharing his 
wealth of knowledge about the Abyss 
with any basher willing to pay the 
price. Watching his back are three weU­
paid minotaur bouncers. 

Rule-of-Three (marquis cambion): 
AL NE; AC -2; MV 15; HD 6; hp 42; 
THACO 12; #AT 2; Dmg by weapon + 7 
(strength bonus); S 19 (+3, +7), D 17, C 
15, I 15, W 13, Ch 20; SA spell-like abili­
ties; SD thief abilities; tanar'ri immuni­
ties; MR 30%; SZ M; ML 14; XP 6,000; 
PMC/98; eye of S£eing, dagger of venom 
+3, leather armor +3, ring of prouction 
+4, ring of shooting Bia.rs. 

Spell-like abilities (cast at 6th level): 
charm peT1J0n (at will), dR.W:t magic, fear 
Chy touch), polymorph self(3 times per 
day). 

Vaargh, Snurz, and Bhalog (mino­
taurs): INT low; AL CE; AC 5; MV 12; 
HD 7+3; hp 58, 55, 51; THACO 13; #AT 
1 (head butt) or 2 Chitelweapon); Dmg 
2d4 or ld4/by weapon type +4; SA grap­
ple, charge; SD +2 bonus to surprise 
rolls; SZ L (8' tall); ML 18; XP 2,000; 
MM/252 (modified). Each minotaur 
clutches a javelin of lightning. 

Rule-of-Three is joined by Turia, the 
humor less tiefling first encountered in 

+HE RIGH+ SIDE. 

+HE WR@NG SIDE. 

AND my SIDE."' 

short- - RULE · •F· THRIE ' S 
sword, +HIRD RIULE· 
Gwynzir •f'· +H um• 
employs a dag-
ger of armor piercing (see ENCYCLOPBDIA 
MAC/CA, vol. II, page 356). Instead of 
magical boots, she wears gauntleU of 
ogre power. Gwynzir's armor is stained 
deep red. 

Turla (female tiefling): AL NE; AC O; 
MV 12; F7; hp 55; THACO 13 (11 with 
long sword +1 and shorlsword +l); #AT 
2 or 512 (per weapon); Dmg by weapon 
type +l (Strength), +2 (specializ:ation); S 
16 ( +-0/+ 1), D 16, C 13, I 12, W S, Ch 10; 
SA poison; SD +2 to save vs. fire, elec­
tricity and poison; half damage from 
cold; ML 14; XP 3,000; PMC/112; sundu 
long sword + 1 (specialized), short sword 
+l (coated with Type E poison, good for 
two successful attacka),plate mail +l 
(stained deep blue), boots of striding 
and springing, three crystal vials (each 
containing one application of oily, Type 
E poison). Turia is ambidextrous and 
uses two weapons without penalty. 

While listening to the cambion's bab­
ble, Turia drinks from a cup of deadly 
viperwine. (Prior to buying the drink, 
Turia imbibed a vial of antidote to 
counter the viperwine's lethality.) The 
tiefling keeps her ears attuned to any 
mention of Stanad or other missing 
blades. If she suspects that Llisi.an 
Slitterknife took Storzod into the Aby88, 
she offers to join the party in pl11'11uil, 
intent on retrieving the sword for her 
faction. Turia is fearless to a fault and 
has no qualms about joining the PCs on 
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their dangerous excursion. If the PCs 
decline her aaai.atance, she foUows them 
8JlYW&:1 and defends heraelf if attacked 

If Zilbog i.a with the party, the qua.ail 
quickly cozies up to Turia. She reluc­
tantly adopta tho qu&Bil as her compan­
ion, all0wing it to finish off hu glass of 
viperwine. Tho two gradually become 
inseparablo. Zilbog is not the tielling's 
familiar, so Turia inherits none of the 
quasit's special abilities or hindrances 
as a nl8uit of their collaberalion. 

Learning the Rule of Three 

When the PCs inform Rule-of-Three of 
their queat and their encounter with 
the dabus, the cambion loolui intrigued 
and suppliea the following theory. 

"ll cannot be a coi.ncidence that 
three magical swords have vanished 
from Sigil. Finl. a sword named 
MUlnV/hJ i.a l.alten from the Hall of 
Records - seitcd by some outer-pla­
nar beast.. Then, out of nowhere. three 
dabus approach you with a miBSion to 
retrieve another stolen blade. Finally, 
there's my lovely companion, Turla, 
who is also scarchjng for a lost sword 
- this one a finely-wrought scimitar. 
This is indeed a puulo worthy of our 
investigation. Since your quest bas 
become of special interest to me, I will 
tell you what you need to know for 
one modest foe.• 

The "fee" for Rule-of-Three's informa­
tion i.a detailed under "Plt.ying the Price.• 

What Rule-of-Three Knows 

The cambion reoommends that the PCs 
stay awhile. He knows three things 
about the plane ofVudra, which he's 
more than happy to reveal: 

L "Beware tho jungles ofVudra. 
They are populated by tribes of bar­
lgura and other dangerous fiends.• 

II. "Vudra is k.nown as the plane of 
poison. Its oceans flow with the blood 
of many poi.sonoua creatures, and the 
air i.a toxic! Beware what you eat, 
drink, and breathe.• 

IIL "Vudra is ruled by a gargan­
tuan marilith named Shal<tari. 
Shaklari aleep11 at the bottom of the 
bloodaea, entrualing her vuaals -
the marilitha - to govern the plane. 
The croaa-trading marilitha constantly 
vie for control ofVudra, hatching 
echemes to usurp each other's power.• 
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Rule-of-Three h&B no immediate 
acce68 to poiaon curee, but he can pl"O­
vide the PCs with a list of three dealers 
in Sigil known to sell such things for a 
hefty price. Although Rule-of· Three 
claims these dealers are reliable, care­
less PCs might end up with a batch of 
cheap elixirs that do nothing! 

If the cambion is shown the dabus' 
map ofVudro, Rulo-of-Three ~zes 
Kaliva's island and offers the following 
three pieces of information: 

I. "The isla.nd is home to one of the 
mcet feared of Shaktari's v888als -
the marilith Kaliva. To satisfy her 
taste for blood, Kaliva sends ber 
lackeys to hunt for victims, mcet of 
whom are taken from the Prime 
Material plane." 

D. "The island is home to scores of 
humanoid nalivee brought to Vudra by 
Kaliva'a minions. Thole who are not 
drajned of blood survive by drinking a 
magical Ouid called Shaktari's lchor. 
From lime to limo, this scum gushes 
from the bewels of the plane. If you 
can 6nd a ro8(lrvoir, Shaktari's lchor 
will prolccl you from Vudra's lethal 
poison&" 

m. "To roach Kaliva's island, you 
must 6rst enwr the Plain of ln6nite 
Portals and say Shaktari's name to the 
guard standing to the lell. of the Bridge 
of Skulls. But be warned! The guard on 
the right i.a not to be spoken to.• 

Apart from the abeve information, 
Rule-of-Three knows little else abeut 
the perila ofVudra. He does, however, 
know a fa.ir deal about tanar'ri. The DM 
is referred to the Plana of Chaos boxed 
set (pagoe 8 and 9 of The TraV<!/ague) 
and In the Cagt: A Guidi! to Sigil (page 
56) for information on Rule-of-Three 
and his facts abeut tanar'ri. He is also 
intimately familiar with the altered 
effects of spells and magical items in 
the Abyss, for which tho DM should 
again refer to the Pl.ANESCAPE and 
Planu of Ch(J()fl boxed sets. 

Paying the Price 

Unknown to the PCa, Rule-of-Three has 
a personal atake in the party's quest.. 
The cambion i.a not in Sigil merely to 
•conduct buain088" as previously noted; 
he was hired by the wizard Nalen 
Blackstar, Kaliva'a nemesis, 30me time 
ago. Nalen never lcet interest in Kaliva, 
and he has devoted considerable time 

and magical energy to spying on the 
marilith over the years. Nalen knows 
Kaliva is behind the then. of four magi­
cal swords; he provided the dabus with 
a detailed map of Kaliva's island and 
asked the dabus to lead the PCs to 
Rulo-of-Throo. 

None of the information that Rule-of­
Tbree provides is free. The cambion 
expects something from the PCs in 
return, which ho mentions just before 
the party prepares to leave the 
SlaughterhoullO: 

•1 ask, humbly, that you bring me a 
souvenir from Vudra. The marilith 
Kaliva has an item in her possession 
that I desire. The item i.a called a 
n«Jtlcu:e of Shalltori. Each of 
Shaktari'a vaaaals wears one as a 
symbel of her loyalty to the Queen of 
Pniaon. Kaliva'a necklace is made of 
platinum and adorned with three fire. 
breathing serpents. I consider it suffi­
cient payment for the valuable infor­
mation I have shared with you." 

If tho PCs raject Rulo-of-Three's 
request, tho sporting cambion agrees to 
drop tho demond if one of the PC 6ght. 
ers concedes to a light with Graxagal, 
the farastu gehrclcth seen in the 
Slaughterhouse's central cage. The 
gehreleth bas just pounded the life out 
of its human challenger and is always 
looking for new foes. The challenge 
need not be held right away; after all, 
the PCa will need all their atreogtb to 
overcome the dangers in the Abyss. 
However, if the PCs return from the 
Abyss without the nttlllcu:e of Shalltari, 
Rule-of-Three expecta to see the 
strongest PC fighter take on the 
gehreleth (for whom the DM may 
devise statistics, if necessary). 

Graxagal is brutally hard on the 
compelilion. All.er tho beuncers finish 
scraping hie opponent off the floor, the 
farastu calls out for n more worthy 
challenger. Combatants may use fists or 
weapons of any kind in the 18' high 
combat cage. 

The neclllcu:e of Shalltari worn 
arou.nd Kaliva'a neck is detailed later. It 
doea posseas some magical properties, 
but Rule-of·Three'a interest in it is 
purely superficial. In truth, it is Nalen 
Blacluitar, not the cambion, who wants 
the necklace as a souvenir. If the neck­
lace i.a reoovered and given to Rule-of­
Three, the eambion enaurea that the 
"trinket" ia safely delivered to the wiz­
ard's lair in the Oullands. 
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By the time the PCs are ready to enter 
the Abyss, they should have a map of 
Kal.iva's island and a gate-key provided 
by the dabus, as well as vital informa­
tion from Rule-of-Three. The rakshasa's 
portal takes the PCs to the Plain of 
Infinite Portals, first layer of the Abyss, 
from where they can reach the deeper 
layers. The PCs have several NPCs sup­
porting their efforts including Warrin 
Spellbinder, the tieflings Turia and 
Salja, the dabus, and Rule-of-Three. 
\Varrin, Turia, and the quasit Zilbog 
may elect to accompany the PCs on 
their journey, although the DM may 
prefer to let the party travel alone. 

If the gate-key (snake) is brought 
within 5' of the portal, the magical gate 
opens and remains open. If the snake is 
killed or taken 5' from the gate on 
either side, the portal snaps shut. At the 
DM's discretion, one of the dabus is 
waiting at the portal when the PCs 
return from the Slaughterhouse to 
ensure that the PCs cross the threshold 
safely. 

If the PCs decline to walk through 
the portal, the dabus leave the snake in 
their custody (with the coffer to contain 
it) and depart. Individuals who turn 
down a request by the dabus often find 
themselves the subjects of scorn and 
ridicule by other denizens of Sigil; a few, 
according to Warrin Spellbinder and 
Rule-of-Three, have even found their 
way into the Mazes - condemned by 
the Lady of Pain herseltl In short, 
Warrin suggests that the PCs help him 
retrieve Midnight from the rakshasa's 
clutches (as well as the dabus' sword, 
F(azablur). lfTuria the tiefling is with 
the party, she plans to retrieve Starzad 
whether or not the PCs join her, and she 
uses the gate-key to open the portal if 
she can. 

The Plain of Infinite Portals 

If the PCs pass through the portal, read 
or paraphrase the following: 

You walk through a blinding light 
into a realm far removed from the 
hustle and bustle of Sigil's overcrowd­
ed streets. The ground beneath your 
feet is dusty, and you find yourself 
standing in the shadow of two crum­
bling spires. Behind the damaged 
citadel, beyond a great precipice, a 
brilliant orange fireball burns in the 

auburn sky. Looking around, the 
ground seems to fall away everywhere, 
leaving deep gashes and chasms. The 
air is hot and dry. With the sun, it 
gives everything a parched look. 

The PCs s hould not stay in the Plain 
of Infinite Portals long. DMs who 
require more information about this 
layer and its inhabitants should consult 
the Pl<Jnes of Choos boxed set. (A map 
of the Plain is provided on page 11 of 
TM Travelogue. ) 

Weapons and armor fashioned on the 
Prime Material plane lose two "plusses" 
when brought into the Abyss. Hence, a 
shield +2 behaves as a normal shield, 
while pl<Jte mail +3 drops to + 1. 
Similarly, a long sword +1, +3 vs. regen­
erating creatures forged on the Prime 
Material plane would behave as a long 
sword +O, +1 vs. regenercting creatures. 
Magical armor and weapons crafted 
in Sigil or the Outlands lose 
one "plus" when brought to Lee K. I N . 

NEMESIS 

These sentries are armanites., a 
breed of lesser tanar'ri detailed in the 
Pl<Jnes of Choos boxed set. Armanites 
are the mobile shock troops of the 
Blood War. They can gallop through the 
air as easily as they tread upon the 
ground, and their fury in battle is leg­
endary. The armanite on the let\ is 
Arkom, while the one on the right is 
named Mokra. Arkom has instructions 
to escort visitors anywhere they wish 
in the Plain; Mokra has orders to kill 
any berk who speaks to him or tries to 
cross the fissure without first asking 
Arkom for permission. 

If battle erupts between the arman­
ites and the PCs, Mokra keeps the PCs 
busy while Arkom flies off to alert the 
fortress. If Arkom makes it back to 
Broken Reach, the fortress dispatches 
V'tanor, a goristro tanar'ri, to annihi­
late the party. This greater tanar'ri 
arrives in 9 rounds and hunts the PCs 

FEDR +HE GA+E 
the Abyss. Items ren­
dered inert (i.e. those 
that lose all their 
plusses) still 

anywhere on the surface of the Plain 
of Infinite Portals, using its spider 

climb and levitate spells to reach 
victims in difficult places. The 

PCs would be wise to steer 
clear of this behemoth. +ED VU D RA. EH? 

radiate magic 
and can be used 
against crea­

HANGJN' YERSELF NED+ 
PAINFUL ENlBUGH. 

Arkom and Mokra 
(armanites): INT average; 
AL CE; AC 2; MV 18, fly 
18 (C); HD 5; hp 40 each; tures affected BERK.?" 

only by magi­
cal weapons. 
For details, con­

- + Hf AllmANl+E ARJ.em. THACO 15; #AT 2 and l; 
Dmg 2d612d6 and ldl0+5 S+ANDING WA+CH 

(halberd); SA crushing hooves; 
SD +2 or better weapons to hit; 

immune to cold, poison and electric­
ity; standard tanar'ri immunities; SZ 

L; XP 2,000; Pi<Jnes of Ch{J()IJ MS/24. 

sult A DM's Guide to 
IM Pl<Jnes. pages 15 and 

A+ +HI llU OGE 
. , Sl:.ULLS 

16 (in the l'uNEscAPE boxed 
set). 

The closest building to the portal is 
the ruined fortress of Broken Reach. 
The target of many sieges, this struc­
ture's ramshackle appearance is meant 
to deceive. In fact, it is a well-fortified 
structure with a considerable garrison 
of petitioners and addle-coved tanar'ri. 

Read the following once all the PCs 
are through the portal: 

Separating you from the crumbled 
fortress is a 20' -wide crevice of inde­
terminate depth. Spanning the fissure 
is a mortared bridge of humanoid 
skulls 10' wide. Standing on each side 
of the bridge is a monstrous, centaur­
like beast with the horns of a ram, the 
body of a bull, and spines along its 
neck and tail. These formidable sen­
tries wear fluted armor and carry 
wicked-looking halberds. They stare 
at you harshly. 

V'tanor (goristro): INT low; AL CE; 
AC - 2; MV 15; HD 20; hp 188 (see 
below); THACO l; #AT 2 and l; Dmg 
6d4+6/6d4+6 and 5d8; SA spells, stomp, 
burl boulders; SD + 1 or better weapons 
to hit; tanar'ri immunities; regenerate 
1 hp/turn; MR 60%; SZ H (22' tall); ML 
16; XP 23,000; Planes of Choos MSl26. 
Goristroi add 6 hp to each Hit Die, giv­
ing them a Hit Die range of 7- 14 
instead of 1-8. 

Spell-like abilities (cast at 20th level): 
detect invisibilUy, detect magic, fear (as 
wand, by gaze), levitation, spider climb. 

Descent Into Vudra 

If the PCs follow Rule-of-Three's advice 
and approach the armanite on the left 
of the Bridge of Skulls (Arkom), they 
a.re not attacked provided they aren't 
too pushy. Arkom knows whe.re to find 
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the entrance to the layer of Vudra, and 
he esooru the PCa th..., if they speak 
the name "Shal<tari" and offer him 
some garnish. The armanite expects at 
least 150 gp worth of tnaaure for the 
cow1ay. He also accepts "trophiea" 
taken from slain baatezu (horns, teeth 
and the like) which are worth just as 
much as gold on tho Plain. 

The entrance to Vudra is located sev­
eral bundrod yards from the party's 
p0int of arriva l, eoncnaled behind a 

to accommodata whoever (or whatever) 
travels a.board. Regard.I ... of the boat's 
size, it takea only one ferryman to 
guide it safely down the Styx. The 
boabnan, Krikon, ia a marraenoloth. 
Krikon attacka only in self-defense and 
does not speak. He requires only two 
things from the party: their payment 
and the name of their destination. 
Before the PCs can set foot in the gon­
dola, the morraonoloth holds out a 
bronze urn. The pnrty mu•t rlrop a 

hallucinatory terrain 
spell. Wh.en "SNAKES! 

minimum of 10 pp or two 50·gp 
gems in the um to secure 

touched by the tip WHY 
of the armanite'• 

DEBES I+ 
HAVE 

SNAKES?" 
+e BE 

safe passage down the 
river. 
The floor of the gondola 

ia filled with anakes -
- WAIUll N SPI LLllNDtlt.. 

halberd, the illuaion ia 
temporarily di•· 
pelled (for one Kri.lton'a nasty "8\Ul>rise" 

to first-time explorers of 
the River Styx. The makes, 

though poisonous, do not 

tum}. The entrance 
is a narrow, non· 

Pllll.ING I N+ e ltll.l lteN ' S 
GeNDeLA 

detaipt doorway 
cut into the aide of a roclcy 
ditch. Etched into the stonework above 
the door are three lines of dwarven 
runea chiselled by a petitioner from 
Sigil (in dwarven) that read "The River 
of Doom/Ten Platinum Coins/Only 
Fools May Enter." Beyond the gaping 
doorway is o long, deacending tunnel 
that fills up with miat as the party 
nean the bottom. 

Read the following if and when the 
PCs reach the bottom: 

After a lengthy descent, the tunnel 
opens onto a atone platform within a 
monatroua cavern. A dark mist Cnlwls 
along the surface of a crimaon river. 
The ceiling overhead ii ribbed like the 
inner paaaaae of tome great worm, and 
bathed in ripplee of red light emanat­
ing from the river's gloomy depths. 

The rythmic echoes of a single oar 
moving gently through water resonate 
softly in the cavem. From behind a 
thick veil of fog comes a large gondola 
with the skulls of homed fiends 
mounted on its bow and stem. A 
hooded boatman guides the vessel to 
the edge of the platform. 

The party ii standing on a platform 
overlooking part of the River Styx. PCs 
who immerse any part of themselves in 
the waters of the Styx suffer complete 
IO&S ol memory, no save. (Magic resis­
tance checka still apply.) For some 
unknown reason, tieflings are unaft'ected 
by the memory-draining power of the 
River Styx, as are hydroloths, amniru, 
and certain other planar fiends. 

The gondola magically alters ite size 
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attack peuengen unlees the 
marraenoloth ii threatened. If anyone 
attacks Krikon, the anakea attempt to 
bite every living peuenger on the boat. 
In addition to the anakes, Krikon can 
summon l d6 hydrolotha (7591. chance} 
that appear through a gate in the water 
under tho boat. If Krikon is slain or 
knocked overboard, the gondola sinks 
into the river, never to ply the Styx 
again. 

If the PCa try to follow the river in 
something other than the gondola, they 
have a base 191. chance of ending up on 
the correct la.yer of the Abyss. Only mar· 
raenolotba have the akill to navigate the 
Styx with abeolute accuracy. 

Krikon (marraenoloth): INT excep­
tional; AL NE; AC - 1; MV 18; HD 
10+20; hp 63; 'l'HACO 11; #AT l; Dmg 
2d4; SA gaze inspires fear, spell-like 
abilities; SD immune to fire, acid and 
poison; cold attackl inflict double dam· 
age; MR 80'h to lat-level spells (--<;% 
per additional spell love)); SZ M; ML 
15; XP 7,000; l't.ANt:SCAPE MS/30. 
Krikon's um holds only what the PCs 
place inside it (payment for safe pas­
sage down the River Styx). 

Poiaon oua ana.kea (6 per passen· 
ger): INT animal; AL N; AC 6; MV 15; 
HD 2+ l ; hp 9 each; 'l'HACO 19; #AT l; 
0mg l ; SA poiaon (+2 to save; onset 
time ld4+ 1 rounds; Deatb/O); SZ S; ML 
8; XP 175; MM/320. 

• V U DR.A • 

Vudra ia poisonous to everything except 
tanar'ri and native creatures like the 

rahhasa, the yuan-ti, and thee~ 
wings. Poiaon saturetes the entire 
plane. Although the water and plants 
are especially dangero114, the air is tol­
erable to moet humanoid beings for up 
to 12 hours, after wh.ich time a saving 
throw is required each hou.r or the 
affected person suffers damage. (Treat 
as Type I poison with respect to dam· 
age and onset time.) Spells such as slow 
poison, neutralize poiaon, and heal (and 
ma.gi~al itom• that dupli04to these 
effects) operate normally. A neutralize 
poiaon spell, however, does not grant its 
recipient permanent immunity to 
Vudra's poiaoned air; rather, it gives the 
recipient 24 hours in which to function 
normally. 

PCa who fail to bring their own food 
and water muat again use magic to 
make plants and animals edible. Purify 
food and drinJr spells are vital b...,. 

Vudra co.nailu of hundred.a of tropi· 
cal islanda, each popula!A!d by unuaual 
speciee of flora and fauna, many of 
them dangerous. Druids 6nd them­
selves at a loea to identify most of the 
plants, aa the vegetation is particular to 
this layer of tho Abyss only. PCs 
attempting to uso their herbalism profi. 
ciency suffer a - 10 penalty to aU profi. 
ciency checks when attempting to iden· 
tify or utilfae any species of plant. 

S ha.kta.ri'1 lchor 

To counter Vudra's poisonousness, the 
PCs muat rely either on their own 
magic and ingenuity or a fluid known 
aa Shakta.ri'a lchor (or q1aari). This 
brown, vi.Cd liquid (which testes like 
maple syrup) radiatea atrong abjuration 
magic and springs from the plane itself. 
However, locating q1aari can be difficult 
if one does not know where to look. 

The inhabitants of the Taboolands 
(see "Kaliva's !eland,' area CJ can direct 
the party to o known source. They need 
the ichor to drink Vudra's water and 
breathe the air safely. Those who drink 
q'laari gain temporary immunity to all 
poisonoua liquid& and gases (as per the 
scroll of protectk>n from poison). The 
effect lasu for one week, regard.le$$ of 
how much q1uri the recipient takes. 
Tanar'ri 6nd q1aari revolting. 

Sbaktari's lchor can be uaed to create 
neulroliu poUo1I potions. However, the 
valuable q1uri is not easily found and 
hardly ever in large amounts! 



The Bloodsea 

As Krikon's gondola approaches the 
threshold to Vudra, the river disappears 
in a thick sea of fog that cannot be 
blown away or parted by any means. 

A thick fog envelops the gondola. 
The soft splishing sound of the ferry­
man~s oar is the only noise you hear, 
although you can feel the gentle rub­
bing of something moving beneath 
the gondola's ancient bull. Suddenly, 
without warning, bolts of red light­
ning shoot up from the water and 
form area over the vessel. The ferry­
man, unperturbed, continues to ply 
the river. Except for a slight electrical 
hiss, the arcs are quiet, but in 
moments the fog gives way, the light­
ning subsides, and the darkness van­
ishes. The gondola is bobbing on the 
surface of a vast, crimson sea. The 
sunless sky is the harsh cclor of 
burnt russet, and set against the dis­
tant horizon are the foreboding sil­
houettes of several large islands. 

The River Styx flows right into the 
bloodseas ofVudra, whereupon the 
waters lose their memory-draining 
effect but beccme highly poisonous. Any 
non-tanar'ri who drinks from the 
Bloodsea must save vs. poison (treat as 
Type E poison with a -4 penalty to 
save.) The marraenoloth does nothing to 
dissuade PCs from tampering with the 
water. He ccntinues to guide the boat in 
the direction the party is headed. 

The Eyes of Raja Khan 

The following boxed text assumes the 
PCs haven't lost their map ofVudra 
(provided by the dabus). It alao 
assumes they arrive in Vudra aboard 
the marraenoloth's gondola: 

The gondola makes its way toward 
a body of land with three grim spires 
- unmistakably the island you seek. 
The tops of the mountains are 
obscured by a thick red haze that ccv­
ers the island like a canopy. Five 
large, bat-like creatures form a circle 
in the sky overhead, but they are too 
high to identify. After several minutes 
of circling, they fly off in the direction 
you are headed. You keep a watcliful 
eye for landmarks along the ever­
nearing coast. 

To reach the black beaches of 
Kaliva's domain, the gondola passes 
between the Claws, an ominous ring of 

rocky spires that jut from the water 
near the coastline. The five "bat-like" 
creatures seen flying overhead are eye­
wings. These monsters routinely sccur 
the seas for signs of intruders or lost 
wayfarers. When they spot the gondola, 
they return to the island to warn Raja 
Khan of the approaching visitors. 

If the PCs shoot missiles at the eye­
wings, ld4 of them descend to attack 
the gondola while any remaining eyew­
ings Oy to the island to alert the rak­
shasa. The eyewings first swoop down 
to attack with their claws and poiso­
nous tail, knocking an opponent out of 
the gondola (and into the poisonous 
water) on a natural roll of 20. After one 
swoop attack, the eyewings ascend to 
an even height of 100' and bombard the 
vessel with their poisonous tears. The 
eyewings must check morale each 
round; if they fail, they return to the 
island. 

Eyewings (5): INT low; AL LE; AC 
4; MV fly 24 (B); HD 3; hp 18, 15, 15, 
13, 11; THAOO 17; #AT 3 or l; Dmg 
ld6/ld6/ld4 or tears; SA poisonous 
tears; SD immune to cold-based 
attacks; SZ L (15' wingspan); ML 12; 
XP 650; MM/115. 
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' . . -

Reaching the Coast 

The gondola continues its direct 
approach to the land ahead, skimming 
within a balor's breath of the nearest 
rocky outcropping. Beyond the black 
sand beach, atop a great plateau, 
awaits a dark wilderness teeming 
with foliage. The three mountains 
stand out against the sky, their bald 
peaks lost in the reddish shroud of 
haze that covers the entire island. 

The outcroppings along the coast sre 
not dangerous to small ships like 
Krikon's gondola. The PCs have no trou­
ble reaching the beach. For another 
10 pp in his urn (or the equivalent in 
gems), Krikon remains at the point of 
arrival for one day, expecting to take the 
PCs back up the Styx to the Plain of 
Infinite Portals. However, if the passen· 
gers leave without placing treasure in 
the urn, Krikon and his gondola vanish, 
never to return. Likewise, if the PCs fail 
to return at the appointed hour, the 
marraenoloth does not wait for them. 
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+ ~ALIVA' S I SLAND+ 

Kaliva'a island has many unusual fea­
turff. The regional topography includes 
a black beach (area A), a vast and per­
ilous jungle plateau (area 8), and three 
rocky mountains (areas D, E, and F). 
The ialand's jungle is home to thou­
sand• of serpents and other reptiles, as 
well as insects and predatory plants. 
There are no birds, and the only native 
mammals are the bar-lgura (statistics 
given in area B below). 

Travel through the jungle is alow and 
polA!ntially hazardous. Non-native crea­
turff move at half their normal move. 
ment rate (rounded up) since I.bey must 
spend tJme hacking through the under· 
brush and navigating areund various 
nstu.ral obstacles. Movement in the 
Taboolands (area C) is not hampered if 
one sticks to the trails. 

Climbing checks are required every 
100' if I.be PCs attempt to scale the pla­
teau wall or one of the mountains. Since 
I.be mountainl are roughly 2,000' tall, 
PCe wishing to reach the top must make 
at least 20 successful climbing checks, 
but only one for the 100' -tall plateau. 

Insects are a particular nuisance on 
the island's plateau, and individuals 
who are not protected (with magical 
bug repellent., for example) suffer a 
rub of itchy and pc>donous bite<!. Each 
hour, bitten victims suffer - 1 penalties 
to attack rolls, ability chec4, and sav­
ing throws, and the elTecta are cumula­
tive (up to maximum penalties of -5). A 
saving throw vs. poison is allowed each 
hour to resist the debilitating itchiness. 

The players' map of Kaliva's ialand 
Jacka key landmarks found on the DM's 
map. Because of I.be red hue over the 
ialand, PCs ean just barely make out the 
seowling face carved into Mount Oarzok 
(area F). Raja Khan's temple, perched 
atop Mou.nt Charaga (area E), is totally 
obscured. Likewise, the small cave half 
w113 up Mount Drasve (area 0 ) cannot 
be seen through the haze. 

A. The Black Sand Beach. The 
sprawling beaches enclosing Kaliva's 
ialand are ominous but not dangerous. If 
I.be PCe apend more than 10 rounds in 
the open, though, they are seen by 
ld6+4 eyewings circling tho nearest 
mountain and attacked on the beach. 
(See 'The Eyes of Raja Khan• for eye­
wing statistics.) The eyewings remain 
hidden in the clouds until they descend 
to attack. 
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Once they make their way from the 
coastline, the PCs muet find some w113 
to roach the top of Kaliva'e jungle 
plateau. The sheer cliffs that surround 
the plateau are approximately 100' 
high, and PCs must make a successful 
climbing checlt lo acale them safely. The 
cliffs have numerous rocky outcrop­
pings to aid would-be climbers. 

B. Junirle Terrors. The jungles of 
Kaliva'e domain are home to several 
tribes of tree-dwelling bar-lgura. The 
bar-lgura have been warned to steer 
clear of the Taboolanda (area Cl , but 
they attack anyone who strays beyond 
the confines of the Taboolands or vio-
la tea their territory. The OM should 
arrange at least one encounter with the 
bar-lgura i f the PCs choose to cross the 
jungle by land. 

If humanoid intrudera are spotted, six 
bar-lgura use their chofl/le Hi( ability to 
aaaume the form or friendly human or 
humanoid natives, leading the trespass­
ing party to a small village created 
using •P«lral (Ol'f% spells. The clearing 
that contains the "village" is surrounded 
by another six invisible bar-lgura hid­
den in the ouUying trees. These bar­
lgura attack once their brothers assume 
their true forms. If half the bar-Igura 
are slain by the party, the survivors use 
their teleport ability to nee. 

88"'11(Unl (12): INT average; AL CE; 
AC O; MV 9, climb 15; HD 6+6; hp 36 
each; THAOO 15; #AT 3 or 1; Dmg 
ld6/ld6/2d6 or by weapon +S; SA spring 
attack; SD spells, camouflage; MR 30%; 
SZ M; ML lS; XP 8,000; PMC/91 
(Tanar'ri, lesser). Spell-like abilities: 
chaf16• Hlf(twioe/day), ~UCI invisibili· 
ty, di1pel mogk. enlaflll/e, (tor (by 
touch), invuibilily (twioe/d111), plant 
growth, •P«tral force (twiceldll)'), 
telekine1is, darkness 16' radius, in(rovi· 
sion, teleporl without error. 

C. The Taboolands. lf the PCs head 
inward to the center of the ialand, they 
reach an area of the jungle inhabited by 
a community of"nativea" called the 
Alivea. These individuals were taken 
from their bomeworld.s on the Prime 
Material plane and brought to Vudra by 
Raja Khan. The Alives believe that 
Knliva drinks their blood and animates 
their corpses for the rakehasa, who uses 
them as guards and servants in his tern· 
pie atop the island. 1n truth, Kaliva does 
not drink the blood but rather otrers the 
Alivea to her mistress Sbaktari. 

Traveling between two of the 
island's towering peaks, you happen 
upon a row of primitive warning 
markers - skulla tied with vine.s to 
bamboo shoots. Suddenly, from behind 
on e of the mar~r1, a lone figure 
emerge• from the underi>tl14h. It 
appears to be a slender human female 
with painted skin, brandishing a prim­
iti.ve spear. Behind her, barely visible 
th rough the underbrush, arc two 
tanned elves armed with longbows. 
They watch you cautiously through 
the dark, overhanging foliage. 

The human. Lela Melorik, apeaks on 
tho behalf oft.he Alives. The elves, 
Aryeth and Elaren, are also members of 
tho •tribe." If a PC speaks to them in 
some version of common, Lela asks the 
PCe, "Are you enemies or friends of the 
marilith'I" lf the PCs reply that they 
are enemies, she heck.one them with a 
wave of her hand and leada them to a 
clearing several hundred yanb away 
where ldlO Alives have quietly gath­
ered. If the PCs say they are friends or 
the. marilith, Lela shouts, "We won't be 
taken without a fight!" before she and 
th& elves retreat into the jungle. Once 
they are out of the party's sight, Lela 
orders the other Alives to disperse and 
hide before concealing herself. 

Most of the Alives remain hidden in 
the jungle, afraid that the PC1 may be 
one of Raja's elaborate traps designed to 
snare them. At the rate Kaliva takes vic­
tiJM (an average of one every 6-7 days), 
their numbers would be quickly depleted 
if Raja Khan were not eo diligent about 
"restocking" the Taboolandl with fresh 
humanoid blood. When the party arrives, 
there are 49 Alives in the jungle. '!'bey 
do nOl dwell in a common village. prefer­
ring to take up individual hiding spots 
throughout the vicinity. (Concealed pits 
or decrepit tree house.s make common 
lairs.) The Alives eek out a manger exis­
tence, feeding on small lizards and 
sno kos caught in traps while aurviving 
Vudra's poisonous atmosphere by taking 
regular draughts of q1aari Crom the Pool 
of Serpenta (area 02). 

The Alives know nothing about the 
stolen swords. They do know the terri· 
tory around the island well. They have 
placed markers along tho perimeter of 
tho Taboolands as a warning to intrud­
ers and other denizens of Kaliva's 
ialand. The markers are comprised of 
old skulls mounted atop bamboo staves. 
The rakahasa has warned the Alives to 
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maintain these markers for their own 
safety. These markers have boon 
enchanted with magical wards, prevent­
ing any creature with an Intelligence of 
4 or lower (including most reptiles and 
insects) from approaching within 100 
yards of a skull marker. The Alives, 
sensing the markers' power, tend to 
reside within sight of them. The Alives 
are quite valuable to Kaliva, which is 
why they are not threatened by the 
more intelligent creatures living in the 
juogle (such as the bar-lgura). 

The Alives have no way to escape 
Vudra. They watch helplessly as the 
"snake men" (yuan-ti) drag screaming 
victims away to Drazve Mountain (area 
DJ. Those who are taken to the mouo­
tain are never seen again. To give their 
lives meaning, the Alives have formed a 
religion based on the teachings of a 
slain adventurer named Janyx. Janyx 
was teleported to Vudra by a magical 
"mishap• and lived with the Alives for 

nearly a year before he was discovered 
and slain by the rakshasa. A short-time 
resident of Sigil and a member of the 
Society of Sensation, Janyx taught the 
Alives the Sensate philosophy: that the 
multiverse is known by the senses. To 
this day, the Alives still abide by the 
rule of that philosophy: •1f you can't see 
it. smell it, taste it, touch it, or hear it, 
then it ain't real." Although Janyx is 
long gone, the Alives do everything they 
can to explore their surrouodings while 
endeavoring to stay alive. They cultivate 
flowers, sample new dishes prepared 
from assorted poisonous plants (using 
q1aari to negate the poisons' effects), 
carve flutes from bamboo, and share 
poems. Their experiences are captured 
visually in decorative images painted on 
each other's bodies. 

Since the Alives regard Kaliva as 
their nemesis, they have no qualms 
about helping strangers reach her lair 
(which they believe lies beyond the Pool 
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of Serpents). They show the PCs where 
the doomed Alives are taken and where 
they get their q'laari. If by some mira­
cle the party destroys Kaliva and Raja 
Khan, the Alives rejoice and try to 
escape with the PC survivors. Should 
the PCs be defeated, their deaths pro­
vide Kaliva witb enough blood to post­
pone the deaths of several terrified 
Alives. Either way, the Alivea benefit 
from the party's presence. 

The Alives are not powerful. The rak­
shasa haa abducted people who are eas­
ily intimidated. (Most of these people 
recall bow the rakshasa lured them to 
Vudra by assuming a pleasing form.) 
Most of them are humans taken from 
the juogles of worlds like Tori! and 
Oerth, but there are a handful of demi­
humans present as well (balflings and 
elves). The hot, parched skies ofVudra 
have tanned their skin. They are virtu· 
ally naked save for loincloths a.nd body 
paint. They carry spears made from 

OUNGEON45 



NEMESIS 

bamboo (Omg ld4), daggers made from 
sharpened rocka (Dmg ld3), and short­
bows with pointed wooden arrows ~ 
ld4). The two elves, Aryeth and Elaren, 
use well-crafl.ed longbows. 

Humana (41): IN'!' averag&-bigh; AL 
variea (NO); AC 10; MV 12; HD ld6+1 
hp; THACO 20; #AT l; Dmg by weapon; 
SZ M; ML 6; XP 150 (per human res­
cued). Lela Melorik (hp 4) is the leader 
and dOOll moat of the speaking on the 
Alive&' behalf. 

Halfllnas (6): INT very; AL varies 
(LG); AC 10; MV 9; HD ld6 hp; THACO 
20 (17 with ahortbow); #AT 1; Dmg by 
weapon: SA +2 to aurprise rolls, +3 to 
hit with alinga and bowa; SZ S; ML 5; 
XP 150 (per halning reocued); MM/183. 

Elves (2): INT high; AL varies (CG); 
AC 10; MV 12: HD 1+1; THACO 19 (18 
with long bow); IAT I ; Dmg by weapon; 
SA + l to aurprise rollt; SZ M; ML 7; XP 
150 (per elfreacuedl; MM/108. The two 
elves are named Aryeth (hp 6) and 
Elaren (hp 5). 

J anyx'a Arrow 

When Jonyx the adventurer was slain, 
the Alive• hid his remaining equipment 
at the back of Lela's shelter. If the party 
agrees to face K.oliva, Lela allows PCs 
of non-evil alignment to take these pco;­
seSBiona: o 1hort bow of di1tance (see 
ENCYCUIPBDIA MAC/CA, vol. I, page 204) 
and an arrow of lllaying lanar'ri. The 
•Mrl bou\ crafl.ed in Arboria, ia nor­
mally +2 to hit and +2 on d81118ge, but 
in the Abyse it !'*"' ii. magical bonus­
es. However, the weapon's doubled 
range (100/200/300) can atill be utilized. 

Janyx's arrow is treated as a +3 
weapon for "to hit• purpoees, +2 in the 
AbySB. (Since the weapon was crafted in 
Sigil, it IOBCI only one "plus• when shot 
in the AbySB.) Tho arrow'• head is 
forged from Baatorian green steel, 
while the shaft ie carved from vertwood 
(a strong, fibrous matAlrial found in the 
woods of Arboria). Any tanar'ri struck 
by the arrow is slain instantly (no 
Mve). Tho PCs can use this miBBile to 
strike down Kaliva; if the shot misses, 
however, t.he arrow is wasted. 

The Alives do not know the power of 
Janyx's arrow or bow. 

Muter or Deceit 

If alerted to the presence of intruders 
by the eycwinga in "Vudra; Raja Khan 
usea his mirror of mental proweBB to 
spy on the porty. M the intruders near 

46 Issue No. 60 

the Taboolandl, the rakahas& makea 
plans to infiltrate them. Raja wanta to 
determine the extent to which the PCs 
are a threat and uncover some of their 
weakn-. 

Raja leave• his temple (Area El via 
his magical mirror. Using his keen 
senses and hunting skills, the rakahasa 
locates one of the hidden Alives (a 
halfling tallfellow named Arjin) and 
dispatA:hes him quietly. Raja then dis­
cards the body and assumes ita appear­
ance, allowing him to a88imilate into 
the rest of the tribe. The liken""8 is ren­
dered perfectly, tha.nka to Raja'• ESP 
ability. None of the Alivea auspect that 
the rakahaaa ia lurking among them. 

•Arjin• follows the strangers every­
where,·~ at the back of the 
marching order to avoid placing himself 
in peril. The Umid halning appears 
relieved by the PCs' arrival and sticks 
cloee to them "for protection.• Fortu­
nately for hia cover, he ia not the only 
one who latches onto the PCs once their 
intentions become known. 

The PCa might not suspect that Raja 
has infiltrated the Alive&, but they 
might uncover hi& presence accidentally. 
Although he is a master of deceit, Raja 
Khan's noble upbringing does not allow 
him to endure insults. If the PCs speak 
of Raja in a derogatory manner, "Arjin" 
triea to remind them of the rakahasa'a 
"immense power" and the fear he 
inatilla in everyone. With each insult 
beyond the first, Raja has a cumulative 
lO'JI> chance of reverting to his true form 
and attacking the insolent atrangers. 

If Raja learns that the PCs are 
equipped with blessed crosabow bolta. be 
wast.ea no time retuming to bis temple. 
A bl....ed bolt wou.ld kill him instantly, 
and be doesn't want to risk becoming a 
target for execution. If he can &teal the 
bolts from the PCs, he triea, using his 
ull8een aervont spell to nssist. Likewise, 
if he leatn11 that tho PCs have an arrow 
of slaying tonor'ri, he tries to confiscate 
it to protect KaUva. 

If his true identity remai.ns hidden, 
Raja atays with the PCs for as long as 
poeaible, going eo far as to follow them 
into the yuan·ti tunnels (area 0 ). The 
rakahaaa takea advantage of any oppor­
tunity to trep or harm the PCs. If his 
true identity ia expoeed, Raja makes 
good his -.pe. He quaffa bis potion of 
flying. grabe the nearest foe (preferably 
a relatively weak NPC like Warrin 
Spellbinder or Lela Melorik) and flies 
back to his temple after losing any pur-

suers in the poieonous clouds. Raja's 
captive ia locked in the temple (area 
Ee) and remains the.re until rescued or 
sacrificed atop Kaliva'a altar. 

O. Mount Druve. Thia peak con­
ta.ina tho only known eource of q1aari 
on Kaliva's island. Thia sweet ichor 
flows into a pool at the base of the 
mountain (area E2). Beyond this pool 
are the tunnels of Raja Khan's evi.I 
yuan-ti henchmen. Deep within their 
lair is a magical portal that leads to the 
rakabaaa'1 temple. For details, see "The 
Pool of Serpeni..• 

Located 900' up the mountainside is 
a secret entrance to the yuan-ti lair 
(area E ll). PCe hoping to reach this 
cave from the june)e floor via nao­
magical mean1 must make nine suc­
ceaaful climbing check& There are 
abundant bandholdt on the mountain­
side to facilitate aafe climbing. 

E. Mount Cha.Miga. Hidden in the 
ha ze atop this mountain ia Raja Khan's 
temple. The temple is dedicated to 
Sltaktari's evil dc.migod consort, 
Dbanazar, and houses both Raja Khan 
and the remains of the rakshasa'a past 
victims (including the missing tiefling 
thief, Llisian). PCe must defeat the rak­
sb.asa to reach the magical portal lead­
ing to K.oliva's lair. For details, refer to 
'The Temple of the Rakahasba." 

F. Mount Oarzok. Euhed into the 
side of thia mountain ia a Jeering visage 
within which lies the Shrine ofShaktari 
and the lair of the dreaded marilith. 
Kaliva. PCs must defeat Kaliva and win 
ba.ck the magical swords in her po6Se8-
sion to complete their quest. See "The 
Shrine of Shaktari• for details. 

THI PeeL et= 
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If they so request, the PCs are escorted 
to the Pool of Serpente (area 02) by 
Lola, Aryeth, and Elaren. The halfling 
Arjin (aee •Master of Deceit") accompa­
nies them with or without permission. 
The party has two good reasons to 
erplore Mount Druve. The Alives know 
that the mountain it where Raja'a 
"snake men• take the Alives who are 
picked aa aacrificea to Kaliva, and the 
Alivea are convinced that the passages 
beyond the Pool of Serpente lead to 
KaUva's lair. Second, the Pool of 
Sorpente is the only known source of 



q'laari, or Shaktari's lchor, on the 
island. The PCs probably need to rely 
on this substance to survive Vudra's 
poisonous atmosphere. 

Dl. Entrance. Carved into the base 
of the mountain is a rising, three-tiered 
platform leading to a stone entrance 20' 
high and 15' wide. The walls around 
the entrance are decorated with serpen­
tine frescoea, while beyond this 
entrance you see a pair of narrow tun­
nels leading to a large chamber filled 
with the sound of dripping water. 

The sound emanates from area D2. 
The enh"ance to the Pool of Serpents is 
unguarded. 

D2. The Pool of Serpen ts. This cir­
cular chamber has a domed ceiling 30' 
high. Jutting from the walls 12' above 
the floor are four great serpents carved 
from stone, their necks stretched out to 
the center of the room. A dark brown 
syrup drips from their stony fangs into 
a 15' diameter pool. The pool is nearly 
filled with the sweet-smelling liquid, 
but there's no way of telling the pool's 
depth without prodding for the bottom. 

The four stone serpents that jut from 
the walls are actually part of the 
stonework and cannot be moved. The 
stone serpents can each withstand 90 
hp damage before breaking ofL The 
q'laari that flows from the serpents' 
mouths comes from a source deep in the 
mountain, and there is enough in the 
pool to sustain the PCs and the Alives 
indefinitely. The serpents' throats, 
though hollow, are too narrow for 
humans and demi-humans to crawl into 
and e.xplore. There's nothing else to be 
found in them anyway. 

A secret door at the back of the 
chamber leads to areas DS-Dll. The 
yuan-ti use this secret door on a regu­
lar basis. Elves, half-elves, and dwarves 
spot the door on a roll of 1-4 (d6), while 
other PCs notice the door on a roll of 
1-3. The elves Aryeth and Elaren know 
exactly where the secret door is located; 
if they are present, they reveal its loca­
tion to the party. 

The Alives do not venture into the 
yuan-ti tunnels. Only Arjin accompa­
nies the PCs beyond this point. If the 
PCs refuse to let Arjin join them, the 
hailing lets out a long sigh and waits 
by the pool for ld4+2 turns, just in case 
the party returns. If the PCs fail to 
return in the allotted time, Raja Khan 
sheds his halfiog disguise and te~ports 

back to his temple. There he watches 
the party's progress through his magi­
cal mirror. 

THE Y U A N•+l 
• TUNN E J.S • 

The tunnels beyond the Pool of 
Serpents are 10' high, roughly-hewn, 
and maze-like. They serve as home to 
five yuan-ti, three of whom are present 
when the PCs arrive. (The other yuan-ti 
- Serinza and Thoebe - are encoun­
tered later in Raja Khan's temple.) 
Droskar, Ezallus and Vargatb patrol the 
tunnels constantly and are not restrict­
ed to any particular area. Once intrud­
ers are detected, these yuan-ti use their 
knowledge of the tunnels to mislead 
and trap the PCs. Their main goal is to 
kill the intruders before they reach 
area Dl2. If necessary, the yuan-ti 
make their final stand there. The DM 
should use the magical items in their 
possession to make the yuan-ti as elu­
sive and deadly as possible. 

The yuan-ti are actually the 
sbapechanged remnants of a band of 
adventurers who thought they could 
defeat the immortal Sbaktari. As pun­
ishment for their folly, Vudra's fiendish 
ruler twisted their minds and their bod­
ies, turning these self-righteous 
humans into evil yuan-ti balfbreeds. 

Droskar (yuan-ti halfbreed): INT 
genius; AL CE; AC O; MV 9; HD 8; hp 
54; THACO 13; #AT 2 and 1; Dmg 
ld8+1/ld8+1 (with machete +1) and ld4 
(tail); SA spells, constriction; MR 20%; 
SZ M; ML 14; XP 5,000; MM/369; 
mMhete +l, ring of chameleon power (6 
charges remaining). 

Droskar's spells (each cast at 8th­
level and usable once/day): cause fear, 
darkness 15' radius, snake charm, sti<M 
to snakes, neutralize poison, suggestion.; 
pol.ymorph other. 

Droskar bas a human bead and 
arms, a snake's tail that can constrict 
for ld4 hp damage, and scales that pro­
vide protection equivalent to AC 0. He 
uses his magical ring to blend with the 
nearby stonework and waits for the per­
fect opportunity to attack. 

Ezallus (yuan-ti halfbreed): INT 
genius; AL CE; AC 4; MV 12; HD 8; hp 
40; THACO 13; #AT 1; Dmg ldlO (bite) 
or ld8 (machete) or ld4 (whip); SA 
paralysis; MR 20%; SZ M; ML 14; XP 
5,000; MM/369; machete, two beads of 
force, whip of paralyzing (attack roll 
required; target paralyzed for 2d6 
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rounds; save vs. paralysis negates effect). 
Ezallus bas a snake's head that can 

bite for ldlO hp damage and a flexible 
torso that gives him + 1 to saves using 
Dexterity. Ezallus's preferred weapon is 
the whip of paralyzing. His beads of 
force are embedded in the handle of the 
whip and resemble large black pearls. 
Ezallus may remove them at any time 
and use them to harm or ensnare 
intruders. 

Vargatb (yuan-ti halfbreed): INT 
genius; AL CE; AO O; MV 12; HD 7; hp 
33; THAOO 13; #AT 3; Dmg ldlO 
(bite)/ld8 (machete)/ld8 (machete) or 
special; SA arrows; MR 209&; SZ M; ML 
14; XP 5,000; MM/869; two machetes 
(uses both in the same round without 
penalty), short bow, five arrows +1, four 
arrows of seeking II•, three arrows of 
lightning•, six arrows of biting• (poison 
inflicts an additional 2d6 hp damage). 
Items marked with an asterisk are fully 
described in the ENCYCLOPEDIA MAG/CA, 
vol. I. 

Vargath can discharge three arrows 
in a single round or attack with his 
machetes and his bite. This yuan-ti has 
the bead of a serpent and scales instead 
of skin (AC 0). Vargath's arrows of seek· 
ing II are ideal for use in the maze, as 
they can round comers in pursuit of 
their intended prey. 

DS. Yu an-ti Lair. The tunnel opens 
into a smooth cavem 10' high. The Door 
in one section of the cave is raised 5' 
above the rest. Near the cave entrance, 
one of the yuan-ti (Ezallus) has left 
behind a layer of skin resembling a tat­
tered drape of silvery cloth. 

Droskar and Ezallus have chosen this 
cave as their lair. Droskar sleeps in the 
lower portion of the cave, while Ezallus 
sleeps in the raised section. PCs who 
enter the cavern and peer around the 
comer to their right can spot an alcove 
(Droskar's lair). Hidden under some 
rocks and debris in Droskar's lair are 
some items from his days as a lighter: a 
suit of chain mail +3 wrapped in a cl"'1it 
of survival (see ENCYCl.OPEDlll MAG/CA, 
vol. I, page 310). The armor was craft.eel 
in the Outlands and behaves as chain 
mail +2 in the Abyss. The cloak, in addi­
tion to granting certain other powers, 
gives the wearer a +2 bonus to save vs. 
poison and protects the wearer against 
Vudra's poisonous air for up to one turn. 
Ezallus's lair is li.ttered with bones and 
debris, but he keeps no valuable posses­
sions here. 
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04. Yuan·ti Lair. The tunnel opens 
into a 12'·high chamber serving as the 
lair ofVargath, Serinza, and Thoebe. 
Piles of dead plants and debris are 
"beds" for the three yuan-ti. Vargath's 
bed conceals nothing of value. Hidden 
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beneath Serinza's bed is a scroll of 
prorection from p0ison in a metal tube. 
Beneath Thoebe's bed Hes a gold pen­
dant (160 gp) bearing the symbol of the 
Transcendant Order faction (of which 
Thoebe was formerly a member). 

.. 

' 

• 

05. Vacant Cavern. This cave 
is currently uninhabited, although 

the yuan-ti could stage an 
ambush here. The PCs can 
also use this cave as a place to 
rest and recuperate. 

06. Pit of Snakes. Two of 
the tunnels in the yuan-ti lair 
have concealed pit traps in 
them. Each pit is covered by a 
weakened floor that collapses 
when over 200 lbs. is applied. 
The pits are 10' long, 5 ' wide, 
and 20' deep. PCs who fall 
sustain 2d6 hp damage. Both 
pita are also infested with 30 
poisonous snakes, 2d6 of 
which are crushed by the 
falling debris. The surviving 
serpents attack any living 
creature that lands in their 
midst. 

Poisonous snakes (30 per 
pit): INT animal; AL N; AC 6; 
MY 15; HD 2+1; hp 9 each; 
THACO 19; #AT 1; Dmg l; SA 
poison (+l to save; onset time 

l d4+ l rounds; Dmg 2510); SZ S; 
ML 8; XP 175; MM/320. 

07. Den of Crawler s. 
Four circular chimneys 

are carved into the ceiling of 
this eight-foot-high cavern. 
The floor is littered with 
bones. 

Three chimneys are current­
ly occupied by carrion 
crawlers. The fourth chimney 
once contained a carrion 
crawler, but the yuan-ti were 
forced to kill it when it 
strayed into one of their lairs 
(area 04). The carrion 
crawlers are sensitive to the 
approach of intruders and 

S<:uttle out of their chimneys to 
attack anyone entering the 
cave. They are hungry and 
relentless, pursuing their prey 
beyond the cavern if necessary. 

The chimneys are 20' high 
and lined with a mucous-like 
residue. 

Carrion cr awlers (3): INT non·; AL 
N; AC 3 (bead), 7 (body); MY 12; HD 
3+1; hp 22, 19, 15; THACO 17; Omg 1 or 
8; Dmg ld2 or special; SA paralysis; SZ 
L (9' long); ML 19; XP 420; MM/35. 



DB. The Lurker's Trap. 

Hewn into the smooth far wall of 
this chamber are three rows of 
shelves, each shelf lined with dozens 
of humanoid skulls. Embedded into 
the stonework on either side of the 
shelves is a human skeleton with 
glittering gems embedded in the eye 
sockets. 

Clinging to the 15" high ceiling is a 
lurker. The lurker above is very difficult 
to spot (10% chance) unless actually 
prodded. It waits until a living creature 
is standing near the middle of the cave 
before descending to envelop its prey 
(-4 to opponents' surprise rolls). The 
victim suffocates in ld4+ 1 rounds 
regardless of the amount of damage 
suffered. The lurker never willingly 
reliquisbes its prey, and anyone caught 
in its folds can fight using only short 
weapons that were in band when the 
lurker attacked. 

The skulls on the s helves were col· 
lected and placed here by the yuan-ti. 
The gems embedded in the skeletons' 
eye sockets are meant to entice would­
be thieves and are worth a paltry 100 
gp each (400 gp total). 

Lurker: INT non-; AL N; AC 6; MV 
1, fly 9 (C); HD 10; hp 51; THACO 11; 
#AT I; Dmg ld6; SA constriction ( ld6 
hp per round; victim suffocates in 
ld4+1 rounds); SZ H (20' diameter); ML 
11; XP 2,000; MM/229. 

D9. Refuse Pit. This 30'-deep pit is 
where the yuan-ti throw their garbage 
and, occasionally, their prisoners. Living 
beneath the heap of filth at the bottom 
of the pit is a hungry otyugb. The yuan­
ti tend to starve this creature, since 
most of the prisoners taken from the 
Taboolan.ds are banded over to Kaliva 
and Raja Khan. However, they do pro­
vide the otyugh with an occasional meal 
- usually something from the nearby 
jungle. PCs can avoid falling into the 
pit by skirting along the nearby ledge. 

One of Droskar's favorite tactics is to 
camouflage himself with his ring of 
cha'1releon power, wait by the ledge, and 
push unsuspecting victims into the 
open pit. The otyugb keeps one eyestalk 
above the refuse, attacking anything 
yummy that drops into the fissure. 

Otyugh: INT low; AL N; AC 3; MV 6; 
HD 7; hp 35; THACO 13; #AT 3; Dmg 
ld8/ld8/ld4+1; SA grab, disease; SD 
never surprised; SZ L (7' diameter); ML 
14; XP 975; MM/283. 

DlO. Di8Ml Magic C h amber. This 
25' x 15' cave has a permanent dispel 
magic cast upon it. Any potions that are 
brought into the chamber must save vs. 
spell or lose their potency forever. 
Magical items including weapons and 
armor are rendered temporarily inert, 
and magical spells ooase to function. If 
the yuan-ti are looking for a fair fight, 
they might try luring the PCs into this 
room so that PC wizards cannot CMt 
spells and PC fighters cannot benefit 
from magical armor and weapons. 

DU. Snake's Head. This cave is 
carved in the shape of a snake's bead 
and connects with the rest of the com­
plex via a long, descending tunnel. PCs 
stepping out of the cave find themselves 
standing on a ledge 900• above the jun­
gle floor. Vision is obscur ed by a perpet. 
ual cloud of toxic red vapor that con­
ceals the upper half of the mountain. 
PCs who stand on the ledge or remain 
in the cave for more tha:n a tum must 
save vs. poison or begin choking for 2d4 
hp damage per round. The choking con­
tinues until a neutralize poison is cast 
or the victim is force-fed a draught of 
q1aari from the Pool of Serpents (area 
D2). PCs who protect themselves with 
q~aari or magic are not .affected by the 
poisonous cloud. 

D12. Teleporter Chamber. 
Positioned against the far wall of this 
oval cave is an 8' tall stone statue of a 
coiled, five-headed serpent. The mouths 
are open, revealing several sets of 
sharp, stony fangs. Each head has a 
pair of colored gems for eyes, with each 
pair a different color 

The serpent statue depicts Uxali, 
Shaktari's five-headed consort. Each of 
the statue's heads contains a deep, hol­
low cavity in its mouth. Fastened to the 
back of each mouth is an iron, T-shaped 
band.le that can be grasped and twisted 
clockwise. The gems set in the eye sock­
ets are made of cheap crystal (1 gp), but 
they are useful for tel~ the five heads 
apart. The gem colors are blue, purple, 
green, red, and black. Depending on the 
color of a head's eyes, turning the han­
dle in its mouth has a given effect: 

Blue-eyed snake: This head dis­
charges an electrical jolt that causes 
3d6 hp damage to the person clutching 
the handle (no save). 

Purple-eyed snake: The PC turning 
this handle is instantly teleported to the 
Pool of Serpents (area D2). 
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G~n-eyed snake: Turning this 
handle uleports every living creature in 
the chamber to the entrance of Raja 
Kh.an's temple (area El). This is the 
handle the PCs should tum if they wish 
to continue their quest. 

Red-eyed snake: Turning this ban· 
dle causes everyone in the chamber to 
suffer wracking pain, as per the symbol 
of pain spell. Consult the PHB, page 
193, for the effects. 

Black-eyed snake: Turning this 
handle instantly drains the victim of 
one level of experience (no save). 

TtimPJ.t! $f +Ht! 
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To reach the temple, PCs must uleport 
to area El using the statue in area 
D12, fly to the top of the mountain via 
magical means, or climb up the side of 
the mountain. Raja's temple is hidden 
from view by the poisonous vapors that 
enshroud the island. This deadly haze 
envelops the top half of Mount Charaga, 
and anyone not protected against the 
poisonous clouds begins choking after 
one tum (see area DU for full effects). 

When not scouring Sigil for magic 
swords or searching the Prime Material 
plane for defenseless Alives, the rak­
shasa presides over this small piece of 
Kaliva's domain, keeping abreast of 
things through his mirror of mental 
prowess (located in area ElO). If Raja is 
still with the party in his "Arjin" dis­
guise, he waits until the PCs reach area 
ElO before revealing himself. 

El. Archway. 

You stand before a stone wall 
flanked by two great, pointed spires of 
black stone. DirecUy in front of you is 
an archway adorned with leering gar­
goyle frescoes. Your view beyond the 
archway is obscured by the thick red 
haze that surrounds you. 

PCs can enter the courtyard (area 
E2) via the archway, or they can climb 
the 20' wall of mortared stone that sur­
rounds the temple. The walls are con· 
nected to four black basalt spires. Each 
spire rises to a point 50' above the 
courtyard, and the glassy-smooth sur­
faoos of the spires make them virtually 
impossible to scale. 

PCs who step back from the archway 
find themselves nearing the edge of a 
precarious 2,000' drop down the moun­
tainside. PCs peering over the precipice 
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can barely ~ the ialand through the 
red haze. 

E2. fWa's Gallery. 
The courtyard ia free of the lethal 

haze that envelopt the rest of the 
mountaintop. This pocket of safe air 
appears to extend at least 60' into the 
aky. The effect makea the entire court­
yard -m covered by an invisible 
dome, beyond which the deadly crim· 
aon clouds swirl freely. 

Standing acrou from the archway 
ia a monstrouJt atructure of black 
atone capped by five onion-sha\""1 
Colden domes. A gey stone stai.rcaJe 
leada to the main entrance, and at the 
base of the staircaJe ate two pedestala 
with humanoid statues placed atop 
them. Th either side or the staircaae, a 
twisted black tree hae sprouted from 
the rocky earth. 

More hideouJt than the trees or the 
temple ie the courtyard's griely decor. 
Dozens of severed heada have been 
atuck to sharpened polea and placed 
hapha:r.ardly around the courtyard. 
The displayed heads, taken from 
humans, demi·humans, and 
humanoida of all kind, are in various 
ataaes of decay. 

Among the heada in Rl\ja's ·ga11eiy" ia 
that of Uieian Slitterknife, the tiefling 
who was hired to a!Alal Sl(Jn(J.d from the 
Doomguard. IfTuria ia with the party 
(aee "Rule of Three"), ahe recognizes 
Uiaian's decapitated bead at once. If 
Uisian'e epirit ie reached via a tpta/t 
willi d«Jd spell, the tiefling (formerly an 
8th-level thieJ) recall• how Rl\ja Khan 
betrayed and slaughtered him and how 
much he regreta not saying fan:weU to 
hie sister, Salja. He knows nothing about 
the marilith Kaliva, but he ie familiar 
with the upper floor of the temple 88 
well 88 Rl\ja's "pet" (found in aru E4). 

The - in Rl\i•'• courtyard look 
menacing, but they ate harmless. The 7' 
tall atetues to either aide of the stair· 
caae depict Dhanazar, Shaktari'a 
aeneschal. The M!neschal ensures the 
loyalty of the marilitha, exacting 
venceance on Shaktari'a behalf when· 
ever a marilith faila to honor the Queen 
of Poiaon. Dhanazar appears 88 a 
homed humanoid with fangs, a whip­
like tail and aeven elongated finger11 on 
each ha~d. Although threatening in 
appearance, tbeM! atatues are inani· 
mate. They ate actually part of the 
atonework and cannot be toppled. 
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E3. The Gold Door. The entrance to 
Rl\ja'e temple ia blocked by a door made 
of solid gold (worth 11,650 gp). The door 
is unlocked, and the PCs can push it 
open with &RM!. Doing so trigger11 an 
alann apell in area ElO, alerting the 
rakabasa and his yuan-ti concubines to 
the arrival or visitoni. 

Et. GuardiaM of the Temple. 

Beyond the golden door ia an opu­
lent chamber with gold-veined black 
stone walla and a black and Cold tiled 
floor. Supporting the vaulted roof are 

• 

four Colden pillars ahaped to resemble 
coiled serpenta. The room is illumi· 
nated by glowing braziers affixed to 
the walls. Diroctly acrosa from the 
main entrance are two statues: one a 
twelve-foo~tall homed humanoid with 
fangs (aimilar to thoee at the base of 
the ataiJuae), and one an incredibly 
life-like two-beaded tiger. The moet 
striking feature or the temple is the 
brilliant golden dome high overhead. 
!ta interior is adomed with lavish ser­
pentine freacoea revolving around the 
central image of a marilith. 



The 12'-tall statue of Dbanazar is 
inanimate. Embedded in the statue's 
eye socketa are two bright rubies (5,000 
gp each). Prying them out requires a 
successful Remove Traps roll. To the left 
of the statue is a spiral staircase lead­
ing down to area E9. However, the stair· 
case is hidden behind an illusionary 
wall (see PHB / 159). Touching or walk­
ing through the wall does not dispel the 
illusion. Only a dispel magi;: can remove 
the image of the wall permanently. 

The two-beaded tiger is Raja Khan's 
pet, Shakali. Using a wizard's scroll, 
Raja Khan recently cast a stoneskin 
spell upon the tiger, giving it the 
appearance of a statue. Sbakal.i is 
trained to stand perfectly still until 
intruders enter the chamber. Once they 
are inside, the two-beaded tiger moves 
to strike. 

lf Raja is with the party in his "Arjin" 
disguise, Shakali recognfaes ita master 
and leaves the halfling alone. Given the 
chance, the rakshasa turns himself 
invisible, slips through the illusionary 
wall, and heads downstairs to area 
ElO. While the PCs are busy fighting 
Shakali, Raja steps through his magical 
mirror, borrows the magical scimitar 
Storzad from Kaliva, and returns to 
area E l O to prepare for the party's 
arrival. 

Unfortunately for the PCs, Sbakali is 
not the only creature guarding the tem­
ple against intrusion. Wrapped around 
each of the temple's golden pillars is a 
golden cobra (a mechanical construct 
similar to the iron cobra). These metal­
lic snakes are 90% undetectable u.ntil 
they strike. The snakes were crafted by 
Raja Khan himself and inject a strong 
paralytic venom (Type 0 , save at -4) 
with every bite. The cobras can be deac­
tivated by speaking the command word 
charaga. A deactivated and undamaged 
gold cobra is worth 5,000 gp. 

Shakali (two-headed tiger): INT 
semi; AL NE; AC 6 (stoneskin spell 
absorbs the first 9 attacks); MV 12; HD 
5+5; hp 45; THACO 15; #AT 2 bites/2 
claws; Dmg ldl0/ldl0/ ld4+l/ld4+l; 
SD rake with rear claws for 2d4 hp 
damage; SD never surprised; SZ L {9 ' 
long); ML 11; XP 975; MM/36 (Cat, 
great - modified). 

Gold cobras (4): INT non·; AL N; AC 
O; MV 12; HD l ; hp 8 each; THACO 19; 
#AT l ; Dmg ld3; SA poison (Type 0, 
save at -4); SD immune to mind-affect­
ing spells and webs; non-magical 
weapons inflict only half damage; MR 
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save vs. spells as W12; SZ S (3' long); 
ML 12; XP 420; MC14 (Iron Cobra, 
variant). 

E 6. Sh akali's Bed . This heap of bar­
lgura furs serves as Sbakali's bed. The 
furs are shaggy and unkempt, and 
there is no treasure buried within the 
pile. 

E6. Iron Cage. Suspended from the 
30'-higb domed ceiling is a 4 '-di.ameter 
iron cage. The wrought iron cage bangs 
4 ' above the Ooor, and its bars are fitted 
with spikes to make holding and bend· 
ing them dangerous. Raja Khan som .. 
times keeps his prisoners locked away 
for days before deciding what to do with 
them. Most captives are beheaded and 
added to his collection (see area E2), 
while less worthy prisoners become 
playthings (and food) for Sbakali. 

lf Raja Khan's duplicity was revealed 
in .. Kaliva's Island" (see ~aster of 
Deceit"), he may have sue<:essfully cap­
tured Warrin Spellbinder or Lela 
Melorik (or a PC), in which case his 
captive is trapped inside the cage when 
the PCs arrive. The cage's lock is imper­
vious to all attacks save knock and dis-

i.ntegrate spells. The key for the lock 
can normally be found in area E lO, 
unless Raja has removed it for some 
reason. 

E7. Serinza's Bedch amber. This 
guest room bas a domed ceiling 30' 
high. The only furnishing is an unmade 
bed used occasionally by Raja's consort, 
Serinza who currently resides in area 
E lO. The Ooor of this chamber is cov­
ered with 108 golden tiles, each one 
worth 100 gp. 

ES. Thoebe's Bed chamber. This 
area is identical to area E7 except that 
the chamber is used by Thoebe, Raja's 
other yuan-ti consort. The PCs 
encounter Tboebe in area E lO. 

E9. The Writhing Floor. PCs who 
descend the staircase from area E4 hear 
faint crackling noises as they near the 
bottom. The Ooor of this bent hallway is 
covered with black tiles and giant cen­
tipedes. The centipedes are more of 
Raja's •peta" and are drawn to sudden 
movements and heat. They skitter away 
from open flames and intense cold. PCs 
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who take 1low, deliberate strides 
through lhe ball have a 30!!> chance of 
reaching the doono to area ElO without 
provoking the centipedes; otherwise, the 
creatures attack tn ma&~ 

The cent.ipede1 do not trouble the rak­
sbasa or bis consorts. The incense that 
bums in area ElO naturally repels 
insect&, and the centipedes can detect 
the scent on Raja and his concubines. 
PCs who spend ot least 3 turns in area 
ElO benefit from tho some protection. 

Giant cendpedes (120): INT non-; 
AL N; AC 9; MV 16; HD 1/4; hp 2 each; 
THACO 20; #AT l; Dmg I; SA poison 
(save at +4; bite causes paralysis for 2d6 
hours); SZ T ( I ' long); ML 6; XP 35; 
MM/42. 

EIO. ~a'• ?lfiJTOr. The doors lead­
ing to this chamber are made of solid 
gold, and they are unlocked. If Raja 
Khan i• present, he has reverted to his 
true form and is standing in front of his 
msgic mirror with Stanad in his clutch­
es (and the OM should read the itali· 
cized part. of tho text below). If he's still 
with the party in his •Arjin• disguise, 
Raja waits until the PCs are inside the 
room before lll!suming his true shape. 
Given the chance, ho also casts a protec­
tion from good spell upon himself. 

Beyond the golden doono lies a 
chamber filled with the amell of bitter 
incense. The incense bums in golden 
braziers which bang from the ceiling 
by delicate, golden chains, Lying in the 
middle of the Ooor is a rug embroi­
dered with varioua decorative patterns 
and designs. Affixed to a nich.e in one 
wall is a atunning rectangular mirror 
encaaed in an elaborately-8Cllipted sil­
ver frame. StanditW in front of the 
mirror is a large, tige,..h~ded man 
clutching a glt0mitW acimitar. 

Guarding this room ore Raja's yuan­
ti consorts, Serinza nnd Thoebe. If they 
were alerted by their master or the 
alarm spell upstoino (area E4), the two 
ha!Jbree<h uso their magical rings to 
render tbemeelveo invisible. If Raja 
Khan is atill with the party in his 
•Arjin" diaguiae, he assumes bia true 
form and joins the yuan-ti in battle. 

The rak.ah8J4'1 beautiful, silver­
framed mirror of mental prowcu is 
affixed to the wall with M>Wrrign gliu. 
The only wa:y to remove the mirror 
without deatroying it io by dissolving 
the magical glue with universal soluent. 
The command words for the mirror are 
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known only to the rakohasa and his 
yuan-ti consorts. ESP spells cast on 
Raja Khan or tho yuan-ti can be used to 
learn the proper commands; otherwise, 
the PCt muat rely on commUM, leyend 
larr, or uuntify 1pelle. 

Under normal circumstances, anyone 
using the mirror as a portal can walk 
back through an invisible 'door" and 
return to this chamber. Unfortunately, 
Raja learned that while portals into 
Sigil are poulble, for some reason he 
cannot return from Sigil. (The ' door" 
always cloeea behind him.) Raja believes 
that Sigil's myaterioua Lady of Pain is 
responsible for thia. Nevertheless, once 
the PC. learn the command words, they 
can transport themselves back to Sigil 
with the missing eworda. 

Hanging on the gilded frame of the 
mirror is an iron key (to the cage in 
area E6) and Llisian Slitterknife's 
amulet of (tnding. (See "The Slitterknife 
Siblings• for detailo on Llisian's amulet. ) 
Raja has not yet added the amulet to 
Kaliva'a hoard in area F9. PCs see it as 
they approach the mirror. 

The 16' >< 10' rug on the noor is actu­
ally a rllg of fighting. With a single 
command, Raja can order tho rug to 
smother any single man-sized creature 
standing on it, rendering the victim 
unconscious in ld4+2 rounds. A 
Strength of 19+ is required to unwrap 
it, although an animate object spell 
worko juat as well. The carpet may be 
destroyed by inflicting 26 hp damage on 
it (AC 10), but the damage is also suf­
fered by the victim trapped in its folds. 
Conault the ENCYCLOPBDIA MAGICA, 
vol I, page 266, for detaila. 

Four gold brazieno (1,500 gp each) 
hang from the chamber's 12'-bigb ceil­
ing. One of the ingredients in Raja's 
incenae ia oil of bug rtpellence (see 
ENCYCLOPBDIA M AO/CA, vol. U, page 
765). When the incense is lit, insects 
refuse to enter tho room, and anyone 
who remajne in the room for 3 turns 
carries tho potent scent for up to 1 hour 
after leaving. 
~a Khan (rabbasa rukh): INT 

high; AL LE; AC -6; MV 18; HD S.16; 
bp69;THACO 11; IAT 3 or2; Dmg 
ld6+4/ld6+4/'ld10 or ld8+ 7/IdS. 7 with 
SUJrzod <- "Kaliva't Swords" sidebar); 
SA illualon, opella (cast at 9th level); SD 
+2 weapons to hit (weapona below +4 
inflict half damage); MR immune to 
spells lower than 8th-level; SZ M; l\IL 
17; XP 8,000; MM/299 (Rakshasa, 
greater); Stanad, ring of mind shielding. 

Wizard opella: charm peroon, taUlll, 
unaeen Hrvont; darltneu 15' radius, 
invisibility, mirror itn4gt; htut4!, vam· 
piric loud!. 

Prieat 1pell1: command, protection 
from good, cause f~r. 

Raja defends himself with Starzad. If 
reduoed to 35 or fewer bit points, the 
rakshasa tries to escape to area F!O via 
the magical mirror or the teleporter in 
area Ell Cece below). If Raja is struck 
by a blessed croeebow bolt, he utters 
the command word to activate the mir­
ror but dies before he can make it to 
through. The magical gate to Kaliva's 
lair remaino open for one round before 
closing. PC1 can re-open it by aaying 
the command word (Shallamaro) again. 

If the PC1 defeat Raja and obtain 
Starzad, Tuna (if alive) demands the 
&cimitar. Al an emi1881')' of the 
Doomguard, it ia her duty to ensure 
that the weapon io aafely returned to 
the Armory in Sigil. If the PCs concede 
to Turia't demanda, the tieOing takes 
the sword, activatea Raja'a mirror (pro­
vided oho knows the proper command 
word), and returns to Doomguard head­
quart.eno. If the PCs refuse to surrender 
the 8Cimito.r, Turia attacks them. If 
Zilbog the quaait i1 present, he attacks 
the party as well. Unlike Tuna, Zilbog 
noos the instant he is reduced to 6 hp. 

&rinza (yuan-ti halfbreed): INT 
genius; AL CE; AC 3; MV 12; HD 7; hp 
41; THACO 13; IAT 2 and I; Dmg ld6/ 
ld6 (bitea) and ld4 (tail); SA poison, 
constriction; SA opells; MR ZO'A>; SZ M; 
ML 14; XP 6 ,000; MM/369; rins ofirwis­
ibilily (8 chargeo), two invisible U>un 
•toneo (pale lavender ellipsoid can 
absorb 32 levela of ht-4th level spells; 
duaty roee pri1m providea +I protec­
tion), two daggero. 

Serinza's spells (each cast at Sth­
level and uaoblo once/day): cause fear; 
darkMllB 16' radius, snake charm, sticks 
to snakes, ncutrali.ie poison, suggestion, 
polymorph other. 

Serinza's arms have transformed into 
poisonous onakes, and victims bitten by 
these snakes must make a successful 
saving throw or die in ld4 rounds. In 
addition to her legs, Serinza has a 
snake'• tail that can conatrict oppo­
nents for ld4 hi*ound. She uses her 
magical ring to attack from behind 
(negating her opponent's shield and 
Dexterity modifieno). 

Tboebe (yuan-ti halfbreed~ INT 
geniua; AL CE; AC O; MV 12; HD 7; hp 
32; THACO 13; #AT 2 and I; Omg by 



weapon type (x2) and ld 10 (bite); SA 
poison; MR 20%; SZ M; ML 14; XP 
5,000; MM/369; ring of invisibility (10 
charges), rod of urror (16 chargea), 
invisible ioon stoM (irideecent spindle 
auataina her without air), long sword. 

Thoebe bas a snake'• head that can 
bile for ldlO hp damage and irtjocl 
Type 0 paralytic poison. Although her 
body is basically human, Thoobe has 
acalcs instead of skin (giving her AC 0). 
Becauae of ber snake's head, Thoobe 
cannot cast spells. However, she uses 
her ri"ll of invisibility lo move around 
umeen and strike from behind (nega~ 
ing her opponent's shield and Dexterity 
modifiers). 

E ll. Teleportation Ch am ber. 
Traced in gold upon lhe noor of this cir­
cular chamber is an ornate symbol. The 
design radiates alteration magic if a 
<kttct mcwU: spell is cast. Anyone stand­
ing in the center of the room (a lop the 
symbol) who utters the command word 
Gol'Ulll is instantly Wtported lo area 
FlO of Kaliva's lair. Speaking the word 
"Drasve• ttkports the PCs back lo area 
0 12. Oanok and Drasve aro the names 
of the other mount.a.ins on Kaliva's 
island. 

El2. Secret Entrance/Exit. This 
eecret door provides another way inlo 
Rl\ja Khan's temple. However, the door 
is especially difficult lo detect from the 
outside. Elves, half-elves, and dwarves 
have a l·in-6 chance of finding it, while 
others have only a l·in·8 chance of suc· 
ceaa. From inside the temple, the secret 
door can be detected normally. 

Tiil SR R I Nf; e F 
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Kaliva's lair is located deep within 
Mount Oanok. The teleporter in Raja 
Khan's temple (area Ell) can transport 
the party directly lo area FIO, near the 
shrine. The PCs can also enter Kaliva's 
lair via the scowling face carved inlo 
the mountain.side. (The shrine is loca~ 
ed deep beyond the "nose" of Mount 
Ganok.) The same red haZ<l that sur· 
rounded Raja's temple envelops areas 
F l- F•. The haze does not extend 
beyond area F5, however. See area DU 
for the haze's debilitating effects. 

Fl. The Mouth. The "mouth" of 
Mount Oanok is a long, relatively shal­
low cave with a ceiling ranging from 

10' lo 40' high. The cavo s lopes down 
lowards the right, giving the mountain 
ita distinguishing scowl. 

This cave is home lo scores of eye­
winga that usually cling lo the ceiling, 
their leathery wings wrapped tightly 
around their bulbous bodies. Rl\ja Khan 
WIC8 them as spies, and occasionally a 
group of eyewings leave the lair to 
hunt. PCs who cl imb up lo this cave or 
haphazardly fly lo within LOO' of it are 
attacked by 5d12 of the h ungry critters. 

The eyewings are natives ofVudra 
and thus immune lo ita natural poi· 
sons; they can fly through the clouds of 
poisonous red haze with impunity. 

Eyewings (SO.): INT low; AL LE; 
AC 4; MV Oy 24 (B); HD 3; THACO 17; 
#AT 3 or l; Dmg ld6fld6/ld4 or tears; 
SA poisonous teani; SD immune lo cold­
based attacks; SZ L (15' wingspan); ML 
12; XP 650; MM/115. 

F2. The Left E ye. PC4I who climb or 
fly up lo this cave can inspect ita con· 
ten ta (located l ,800' above the jungle 
floor). The back of the cave elopes 
upward and narrows lo a dead end. The 
twisted side passage is currently oocu­
pied by a giant slug. The slug fills the 
entire tunnel and lunges forward lo 
attack anyone exploring the cave. 
Tucked at the back of the slug's tunnel 
are 90me discarded treasures: a slwrl­
•word +2, +J v& tonJJr'ri (forged in the 
Abyaa), a cursed shUld - 1, and a suit of 
plot• moil of etMreolnesa +J (9 charges 
remaining; functions as +2 armor in the 
Abyss). 

Giant slug: INT non·; AL N; AC 8; 
MV 6; HD 12; hp 63; THACO 9; #AT l ; 
Ding ld 12; SA spit acid ror 4d8 hp dam­
age (usable every other round; save vs. 
breath weapon for half damage); SD 
immune lo blunt weapons; SZ H (39' 
long); ML 12; XP 5,000; MM/319. The 
s lug is not affected by the red haze that 
engulfs the mountainlop. 

F3. The Righ t Eye. This cave, loca~ 
ed approximately 1,800' feet above the 
island plateau, has become the lair of 
two vrock tanar'ri. The vrock are 
Kaliva'e emissaries in the Blood War. 
They rooently arrived and oro waiting 
for instructions from tho marilith. In 
t.hcir impatience, they attacked and 
killed an eyewing and aro still gnawing 
on its cartilege. 

The vrock take cruel delight in tear· 
ing things apart and attack intrudeni 
without much provocation. They use 
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their telekinesis ability to hurl PCs off 
the mount.a.in, and lhey like casting 
their dis~I mcwU: on opponenta with 
fly spell& If pressed., the vrock use their 
gou ability lo summon a small horde of 
bar-lgura from the jungle below. 

The vrock are n.ot affocted by the poi· 
sonoua red haze that obecure8 the lop 
half of Kaliva's mountain. 

S h aloch and Eyghor (vrock): INT 
high; AL CE; AC -6; M:V 12, 0y 18 (C); 
HD 8; hp 51, 45; THACO 13; #AT 6; 
Dmg ld4/ld4/ld8/l d8/td6 or by weapon 
+ 7; SA spores, screech, ftnt attack; SD 
+2 or better weapons lo hit; never sur­
prised; tanar'ri immunities; MR 70'll>; 
SZ L (8 ' tall); ML 18; XP 19,000; 
PMC/110 (Tanar'ri, true); spell·like abil­
itie.8 (cast at 10th-level): dorkness 15' 
rodiua. <kttct invisibility, det<et magic, 
diapel mcwic. in(ravision, ma•• charm, 
mirror image. ulekiMaia. ttltport with­
out error, and gole (ld6 bar-lgura; 50\I\ 
chance of success). 

F•. The Nose. The entrance to 
Kaliva'a lair is located 1,750' above the 
jungle plateau. At the back of this cave 
is a long, winding tunnel that leads lo 
areas Fii-F U . 

F5. The S ue.king Pit. 
The tunnel ends abruptly at a great 

chasm. There is a slight precipice, 
then a sudden drop inlo oblivion. The 
botlom of the chasm is loo far below 
lo aeo, and there arc no distant echoes 
lo gauge it.s depth; however, you can 
fool the air being sucked downwards 
into the pit. The poeionous red haze 
that filters in from outside is also 
drawn inlo the chasm. 

Thia pit is a gateway lo the quasi· 
elemental Plane of Vacuum. For det.a.ils 
on this plane of nothingness. refer lo A 
DM'I Gui<k ro the Plant•, page 37. 
Thero is no air or warmth lo sustain 
humanoid life in the Plane ofVacuum, 
but certain spells and magical devices 
can be used (such as Thoebe'1 ioun 
st.one, from area EIO). 

PCs who plunge inlo the chasm fall 
nearly 400' before being cast into the 
Plane of Vacuum. Crossing the pit can 
be achieved using fly spells, or PCs can 
attempt lo climb along the walls. 

Scaling the walls is difficult even 
with abundant handholds; all climbing 
checks are made a.t - 20%, and three 
rolls are required lo reach the other 
side of the pit safely. 
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F6. The Black Pool. 

A terrible stench 6Us this vast, unlit 
cavern. Stalactites cling to the ceiling. 
while circling around the perimeter of 
the cavern i8 a broken ledge. Tbe cav­
ern Door gives way to a stinking pit 
filled with black goop. The tarry slime 
lape against the sidea of the ledge, and 
occasionally a bubble riaes &om ita 
ebyamal depth&. Your attention is 
immediately dl'Swn to a frightening 
atructure perched atop a plinth of rock 
overlooking the black pool. The edifice 
i8 composed of stalagmites held 
14gether with hardened mortar. A nar­
row causeway joins tho ominous struc­
ture to the surrounding ledge. 

The spired edifice (area FU) i8 the 
Shrine ofSbaltta.ri. However, guarding 
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the shrine are several terrible mon­
sters. Tho greatest monster ie the pool 
of sentient black slime that eurrounds 
the shrine. The pool is more than 100' 
deep, and any creature that falla into it 
i8 immediately swallowed and dragged 
down to ita gloomy depths. (The OM 
may wish to consult the mice for 
drowning in the event this happens to 
one of tho PC._) Eecaping the pool's 
clutches requi""' a sucoeeeful Open 
Doors roll made during the initial 
round, modi6cd by - 2 if the PC i8 mod­
erately encumbered or -5 if the PC is 
heavily encumbered. Similarly, a roped 
character can be pulled free with a sue· 
cessful Open Dool'8 roll. 

The black pool has the ability to 
attack Pee on the nearby lcdgea ueing 
ita peeudopoda. The pool can form only 

one pseudopod at a time, and only for 
three rounde. The pseudopod 1...,. cohe­
aion quickly, but anocher can be formed 
after 1 turn (10 rounde). The 
peeudopods inflict no damage, but any· 
one struck by one (THACO 11\) mn•t 
save vs. rods or be pulled into tho black 
pool. Armor providea no protection 
against the peeudopod's attack, and all 
target& are treated as AC 10 (modified 
by Dexterity, ahielde, and magical pro­
tection). For example, a character wear­
ing chain moil +3 (-3 modifier) with a 
Dexterity. of 16 (-2 modifier) and a ring 
of protection +1 (-1 modifier) i8 treat.ed 
as AC <&. Each pseudopod has 30 hp a.nd 
i1 treated a.s AC 7 for attack purpOlel. 

The elime i8 impervioU9 to fire, electric­
ity, and acid-based attacks, although 
cold affects it normally . 

. Clinging to the 70' high ceiling of 
thie cave, ready to attack any intruders 
are three sinister varrangoin - b&t.lik; 
monaters with forked tails, rotted 
leather wings, and ekull-like heade Ul 
by amall, embroua eyes. If there are 
fewer than three t.araets to attack, only 
one or two varrongoins d"""6od while 
~he remaining vnrrangoio wait for other 
mtrudel'S to appear. The varrangoin 
stay away &om tho pool. 

The varrangoin are all of different 
types. Zurprit i8 a Type D va.rrangoin 
~d .can breath a cloud of fire 10 yarda 
!" diameter (SO-yard range). ll ie 
immune to fire-based epells and 
suffers half damage from acid-based 
attaw. Azdra ia Type ill and can apil 
a l~ghtnlng bo~t ~· wide and 60' long. 
Tb11 vanango1n 11 completely imm1111e 
to electrical attacks. Tibaz. is Type rv 
and spits a glob of acid with a 5' 
radius and 30-yard range. It is impervi­
ous to acid-based attacks and suffers 
only half damage from fire. All three 
varrangoin can uae their breath 
weapona thrioelday for 5d6 hp damage 
per hil (eave vs. dl'Sgon breath for 
half damage). 

The shriek& of the varrangoin are 
loud enough to alert Kaliva whero ahe 
waita in area FU. ' 
~urprit, A%dra, and Tibaz (varran­

go111): INT very; AL CE; AC O; MV S, Dy 
18 (C); HD 5+5; hp 33. 31, 2.5; THACO 
15; IAT 3; ~ ld411d4/ld6; SA breath 
weapon; SD sliver or magic weapona to 
hit; MR 26%; SZ M; ML 18· XP 2 000· 
0. • •• ' ' ' r..,.,.£8 OP CHAOS MSl28. Varrangoine 
tuffer d~age from intense light; spells 
eucb as lighl and continual light cauee 
2 hp damage per level of the spellcuter. 



A sunburst from a wand of illumination 
inflicts 6d6 hp damage. 

F7. Wizard's Sk eleton. PCs can use 
this cave as a place to hide or rest. 
Wedged in a niche at the back of the 
cave are the skeletal remains of a 
human. The skeleton is dressed in a tat­
tered robe and clutches the remnants of 
a spellbook and an intact wand of light­
ning bolts with 3 charges remaining. 
Most of the spellbook has been ruined, 
but the spells gust of wind, wall of fire, 
and cone of cold are still legible. 

F8. Fungi Cave. The walls of this 
cave are covered with patches of harm· 
less. phosphorescent green moss. The 
cave contains several oversized vari­
eties of fungi, most of which are poiso­
nous. (The OM may deU!rmine poison 
type using Table 61 in the DMG.) None 
of the fungi are hostile, although some 
of them have dangerous-looking protru­
sions, warts, and tendrils. 

F9. Hidde n Treasure. A vast trove 
lies strewn upon the noor of this cham­
ber. The treasure consists of items 
taken from slain trespassers, as well as 
tributes paid to Kaliva by tanar'ri of 
lesser status. The trove includes the fol­
lowing: 950 pp, 8,570 gp, 69 assorted 
gemstones (21 x 50 gp, 15 x 100 gp, 13 x 
250 gp, 6 x 500 gp, 3 x 1,000 gp and 1 x 
5,000 gp), two silver braziers (500 gp 
each), a gem-studded long sword scab­
bard (6,500 gp), a shield +4 (made in 
the Abyss, shaped like a nabassu's 
bead), a horn of blasting (made from a 
cornugon's horn), an amulet of the 
Abyss (see ENCYCWPBDIA MAG/CA, vol. I, 
page 27) and a cursed helm of tekporla· 
tion. No matter how well the helm's 
wearer knows his intended destination, 
the location is always treated as •never 
seen" for purposes of determining tele­
porter error (see teleport spell). Also lit­
tering the noor are dozens of humanoid 
skulls - the remains of careless berks 
slain by Kaliva and the rakshasa over 
the years. 

FlO. Tele port Cha mber. The floor 
of this chamber is engraved with the 
same intricate pattern that appears in 
area Ell. By standing on the symbol 
and uttering the proper command word 
("Charaga"), one can tekport directly to 
area Ell. Charaga is the name of the 
mountain atop which Raja's temple is 
perched. By uttering the word "Drasve," 

PCs can teleport themselves back to 
Mount Drasve (area Dl2). 

Fll. The Shrine or Sh aktari. This 
is where the final encounter with Kaliva 
takes place. The marilith cannot be sur· 
prised no matter what precautions the 
PCs take to conceal their intrusion. 

Powerful magic prevents anyone 
from entering the shrine via ma,gical 
means. Spells such as tekport, dimen· 
si<>n door, phase door, and passwall do 
not work. However, the wards do not 
protect against ethereal creatures or 
PCs who can move through the astral 
or ethereal planes. Spells that alter the 
shrine's material structure (such as 
tranamute rock to mud and disinte· 
grate) function normally. The shrine is 
shielded against all forms of magical 
scrying, including crystal balls and Raja 
Khan's mirror of mental prowess. 

The double doors leading to the 
shrine are made of black basalt and are 
not locked. Unless they are held open, 
they close behind the party automati­
cally. There are no handles on the 
inside, but there is a bidden lever on 
the nearby wall that re-opens them 
when pulled (treat as a secret door for 
detection purposes). 

When the PCs enU!r the shrine, read 
the first paragraph below. If they 
advance toward the statue or remain in 
the shrine for 3 rounds, read the second: 

Beyond the archway lies a tremen· 
dous vaulted chamber lit by torches. 
At the back of the chamber stands a 
fearsome, six-armed statue of a 
woman with the torso of a coiled 
snake. The statue stares across the 
chamber with cold, serpent-like eyes 
and bolds its threatening poise. In 
front of the statue is a long, blood­
stained slab. 

From behind the statue emerges a 
sinister 6gure, her features cloaked in 
darkness. Firelight catches the men· 
acing flicker of a sword and the sinu· 
ous coil of a monstrous serpent. From 
the shadows, the six-armed marilith 
slithers forward clutching an array of 
gleaming blades. 

The marilith that the PCs see is not the 
real Kaliva, but a profected image. The 
real Kaliva hides behind the statue of 
Shaktari, waiting to see how the PCs 
respond. Attacks directed at the project­
e4 i1'Ulge pass through it harmlessly. If 
the PCs are fooled into wasting their 
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attacks and spells on the illusion, Kaliva 
waits until they're done before dispelling 
the illusion and slithering into view. 

If the PC petition Kaliva for the 
return of the magical swords, or if they 
make an inquiry regarding her use for 
the blades, she replies: 

"My old nemesis, INalen Blackstar, 
will soon meet his fate. The Blood War 
has distracted me these past few 
decades, but I intend to pay him back 
for his meager demonstration of 
power. I will soon be free to leave this 
island, and with the.se swords 111 slice 
through Nalen's defenses and hack 
him to pieces! My vengeance will be 
boundless, my wrath immeasurable. 
Nothing - not even your puny efforts 
- will prevent me from ending 
Blackstar's worthless existence." 

If Kaliva gave Raja Khan Staruul, 
she supplements her remaining blades 
(Ffazablur, Wizardba ne, and Midnight ) 
with a machete +2 (Dmg ld8+2). If Raja 
Khan was defeated and Starzad recov· 
ered, the party can use the uorpal scim· 
itar to defeat Kaliva. (See the "Kaliva's 
Swords" sidebar for a detailed descrip­
tion of each blade.) The PCs may also 
have Janyx's arrow of slaying tanar'ri 
(see "Kaliva's Island~). 

Kaliva begins by CSBting her c/oudkill 
spell inside the shrine. Her immunity to 
poison protects her fl-om the spell. The 
marilith then fights with her swords, 
refusing to leave the shrine so long as 
intruders are present. Fearless to the 
end, Kaliva does not know the meaning 
of the words retreat or surrender. PCs 
can take away some of Kaliva's "fire­
power" using calculated disarm maneu· 
vers. Only the Ffazablur refuses to leave 
her hand. (See "Kaliva's Swords" for 
details.) So long as Wizardbane remains 
in her clutches, Kaliv.a benefits from 
90% magic resistance. 

Kaliva (marilitb): JNT genius; AL 
CE; AC -9; MV 15; HD 12; hp 82; 
THACO 9 (base); #AT 5; Dmg 4d6 (tail) 
and four weapons; SA magical weapons, 
constriction, spell-like abilities; SD +2 or 
better weapons t.o bit; never surprised; 
tanar'ri immunities; immune to iJlu· 
sions and mind-affecting magic; ?.ffi 
70% (90% with Wizardbane); SZ L (7' 
tall); ML 18; XP 27,000; PMC/104 
(Tanar'ri, true); necklace of Shaktari 
(detailed below), magical swords. 

Kaliva's spell-like abilities (cast at 
17th-level): animate ckad, cause serious 
wounds, cloudkill, comprehend Ian· 
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guages, curu, darluua~ 16' radius. . .. 
detect evil, detect nt<llflC, det«t mv111b1I • 
ity, infraviswn, polymorph ttl((1 time&' 
day), project int;l/ft, pyrotechnics, 
teldinuU. teleport without trror (can· 
not be used inside the shrine). 

Kaliva's platinum Meltlo~ of 
Shalttori increases the spell-caating 
ability of its wearer. Although the num· 
ber of spells cast by the wearer does not 
change, the wearer functions "" a wi~­
anl of five levels higher. Kaliva, whoee 
spell-like abilities are cast at 12th level, 
now casts spells"" a 17th-level wi~. 
Nalen Blackstar, Kaliva's nemesis, 
wants the necklace for thia reason, 
which ia why he sent Rule-<>f·Three lo 
contact the PC&. (See "Rule-of-Three.") 
Intact, it ia worth 26,000 gp. 

Attached to the front of the slab is a 
pair of steel manacles. When a living 
creature ia placed in the manacles and a 
special incantation is recited, Shaktari 
animates th.e statue and proceed. lo 
tear the hapless victim lo shreds. The 
victim's life force is devoured, and the 
statue reverts lo its inanimato state. No 
amount of magic (not even a wiah spell) 
can revive a person aJa_in this way. 

56 Issue No. 60 

I • 

• 

• 

I 

' 
\ \ \ 

- . 
The statue also animates if deliber· 

atoly dofiled. (This doesn't include aoci· 
dental damage caused by stray miasiles 
or random magical elfects.) The statue 
is not fixed lo its platform and can pur· 
sue delilen anywhere in Vudra. The 
statue can also fly, dig through soft 
earth, and ecale sheer surfaces. 

Statue of Shaktari: INT non-; AL 
CE; AC-I; MV 18, fly 18 CDJ, climb 12, 
burrow 9; HD 21; hp 168; THACO -3; 
IAT 6 arms; Omg 3d6 (x6); SA breath 
weapon (60' x 60' poison cloud 
once/tum; aave or die after ld4 rounds 
of helpl085ness); SO magical weapons 
needed lo hit; edged/piercing weapons 
inflict half damage; immune lo fire. 
cold, electricity, poiaon, and paralysis; 
MR lOO'I>; SZ H (12' tall); ML 20; XP 
48,000; New mons!H. 

+ AF+tsRmA+H + 

Protective wanla cast upon the shrine 
prevent Kaliva from using her teleport 
sJl(lll or Wizardbane's plane shift ability 
to eacape. If Kaliva is slain, her body 
melts away into a pool of venomous ichor 
(treat as TJpe N contact poison, save at 

-4). Lying in the icbor are her enchanted 
necklace and the stolen swords. 

Three rounds after Kaliva is slain, 
the entire shrine begins lo shudder . 
PCs who depart immediately can make 
it olf the bridge before the shrine col­
lapses into the black pool (area F8). 
Those who remain inside the shrine are 
crushed beneath tons of falling roclc. 
The bridge that leads back to the ledge 
collaJl6e8 aa well. PCs wa.ylayed by the 
varrangoin must get orr the bridge or 
risk falling into the pool! 

Leaving Vudra 

If the PCs were suocessful in their quest, 
they may have several means by which 
lo leave Vudra. The helm of teleportotwn 
in area F9 ia useful. \Vizardbane, the 
magical long sword, can plane 1hifl its 
wielder back lo Sigil, while tho rak· 
shasa's mirror of mtntol prowua can 
transport the entire party. If tho mirror 
was destroyed, the PCs must rely on 
their own magic or Krikon the mar­
raenoloth for eafo travel back lo Sigil. 
<Krikon returns the PCs to the Plain of 
Infinite Portals, and from there the PCs 
must pet.ition the arman.ite guards for 
access to a portal leading to Plagu()­
Mort, an Outland burg.) 

Conscientious PCs will probably 
want to gather tho remaining Alivce 
(see "Kaliva's Island') before dcpruting. 
If taken back to the Cage, the8'1 clueless 
sods waste no time learning Sigil's 
ways. Having already b<len expoeed to 
the philoeopby of the Society of 
Sensation, the Alives are taken in by 
the Society and trained as acneates. 
They spread word of the party's deeds 
throughout the Cage, no doubt provid· 
ing the PCs with many new allies (and 
enemies). 

Things in Threes 

It's not long before Rule-of· Three learns 
that the PCs have returned .. He sends 
hia three minotaur henchmen to eecort 
them back to the Slaughterhouse. The 
minotaun are not too bright, but they 
are relentless punuen with an uncanny 
ability to navigate Sigil's twiated alleya. 
To them, the Cage ie no more complex 
than the labyrinths "back home.• 

Rule-of-Three wants Kaliva'1 neck· 
lace and verifies its authenticity with a 
cursory d~tect magic spell. If tho PCs 
fai led lo return with the necklace, the 
cambion petitions one of them lo light 
Graxagal the gchroleth lo the death. 



atolen aworda .... put ol'Kaliva'a 
plan to etimjneta her old .......;a Nalea 
m..:btar. Each IWCJl'd ia a~ item. 
TD ~ OODflicta oC penonality, only 
~t llWOnls were ebolen. 

•-wrf 
Stonad ia a uorpaI scimitar +5 ( +3 in 
tbe ~).The ..... poo wae forged by a 
811118 m Qudra (a Zakharan city) and 
borne to 8icll by a aha"ir who eitjoyed 
touring the elamental planee. '!be aha'ir, 

. ibn-Dhabar, tranaformed him8elf 
Imo a water elamental and became a 
-1 OD the Elemental Plane of Wate~ 
bat....., this happened he sent the ' 
ealmltar back to 8icll where it fell into 
tbe band& oC a former colleague. That 
ealleecue later became a member of the 
DoamcuanL The blade remained with 
tbe ~ until it wu stolen by the 
IWllDr. IJi.ian Slitterknife. 

Apinet man..ued opponents or 
llll&ller, Starsad beheads its victim on a 
modified roll oC 20-23. Against larger­
tliu.-man..ued opponents, a modified 

al 21-43 indicates decapitation 
Other infbnnatiml on uorpaI swonh can 
be bmd In the DMG, or the DM can uae 
tbe critical bit rulae in the Pv.mt's 
OlnoN"': Combat .. 7bctiu rulebook. 

Refer to "Rule of Three" for details on 
this contest. If the PCs commit them­
selves to the agreement, the cambion 
troubles them no further. PCs who peel 
Rule-of-Three had better be prepared to 
pay the music! 

The Doomguard expect Starzad to be 
returned to the Armory. If the faction 
learns that the vorpal scimitar has 
returned to Sigil, all of its members will 
be watching for it. Likewise the Fated 
have discovered the theft of Midnight 
from the Hall of Records and have sent 
petitioners into the Hive searching for 
signs of it. 
. When the facto! learns about Warrin's 
involvement, Warrin is arrested on 
charges of theft unless coercion can be 
proved. The dabus keep their eyes open 
for the PCs, hoping to recover the bas­
tard sword Ffazablur before certain 
tanar'ri get their hands on it! 

a "eclaw. 
actu••Jy .....,. hold oC the wielder, ......... 
1111 that the weapon ia - ... in bat. 
tie. (Attempts tn disarm the wielder auto­
matic'ally WI.) If a baatezu dares dutch 
the weapon, the claw dip into its fleah, 
inJlicting 3 bp'round until the baatezu 
diee or until a remoue cune or dispel 
~ ia cut on the blade. 

Fflaz:ablur always strikes lint in any 
~mbat round. If the weapon is employed 
m the Abyss, the blade strikes twice each 
round before any other attacks are possi· 
ble. A few years ego, Ffazablur fell into 
the custody of the dabus. (See "The 
Dabus.") 

Mldn.'8ht 
Midnight is a brood sword of life steali"i{ 
+3. The blade is composed of a strong 
black metal and infused with energy 
from the Negative Material Plane. (In 
the Abyss, it functions as a sword +1.) 
The weapon was found by an adventur­
ing githzerai and sold to a member of 
the Fated. The weapon was brought to 
the Hall of Records in Sigil and placed in 
a vault, where it was later stolen by the 
rakshaaa Raja Khan. 

On a natural roll of 20 (or a critical 
hit, if the DM ia uaing the PLAYBR'S 
OPTION: Combal & 'Ibctica rules) 
Midni/Iht drains one experience ievel or 
bit die from its victim and imbues its 
wielder with the drained bit points 
(never _._tins the wielder's muimwn 
allowable bit points). In additiao tn ita 
swlmuY ft>ncdon, the IWonl can ddact 

Cut to the Quick 
At some future date, with the sojourn to 
Vudra far behind them, the PCs are vis· 
ited by the wizard Nalen Blackstar. 
Nalen appears as a fat, middle-aged 
man in the prime of life, thanks in part 
to. good living and potions of lo"i{evity. 
ff!s thick mane of dark hair is only a 
wig meant to bolster his self-image, and 
his robes sport gaudy symbols sewn 
together with fine silver thread. 

Nalen wants the PCs to hand over 
Wizardbane, since it belongs to an 
acquaintance of his who wants it back. 
He also wants the PCs to know the 
truth about Kaliva, as revealed in the 
"For the Dungeon Master" section. 
Given the chance, he thanks them for 
defeating the marilith and retrieving 
the Mcklace of Shaktari. 

PCs may attack Nalen (an 18th-level 
neutral wizard), but doing so triggers a 
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urulead within a 30' Bdius. Midfti81tl., 
wielder ia ahlo protected from the 
energy-draining attacb of undead as 
well ae negative energy epeUa eucb ae 
the 4th-level wizard's apeJ1 enervation. 

WWlrltbcuM 
Composed of a silvery metallic euhfiance 
as strong as steel, WUardbane ia a imlll 
sword +4 ( +3 in the Abyaa) that glows 
when any of its spell-like abilitiae are 
employed. Embedded into the hilt of the 
weapon is a black pearl containing the 
life force of a mind flayer. Although the 
sword in non-aligned, it radiates evil 
when a ~tect evil is cut becauae oC the 
pearl. The wielder gains the benefits oC 
the illithid's ~ magic resistance u 
well as the following apeUa (each 
once/day, at 7th level of ability): •uae•· 
tion, charm ~rson, charm monmr, ESP, 
levitate, 08/ral projection, and plane •liift 
All saving throws against U- apeUa 
are made at -4. If the black peer) i8 
crushed or destroyed by a sJratur epeU 
( +5 bonus to save), the iJlithid's life force 
is destroyed and the sword ~ its evil 
alignment and all of its special abilities, 
becoming a IOfll/ llWOrd. +4. 

Wizard.bane was crafted by a draw 
exile who lived in the Outland burr of 
Plague-Mort. The elf, an evil lighted 
wizanl, DA!leded an item that would pro­
tect him from a eecret cabal of suad· 
aligned wizards who ware out tn pt him. 
He eventually feU prey to ona of th­
wizard8, who took the sword and placed 
it in bis tower in Sicil-

contingency spell that teleports the wiz­
ard to safety and guarantees a lifetime 
of misery for the PCs. To compensate 
the PCs for the loss of WizardbaM. 
Nalen gives them a cubic gate. If the 
PCs get greedy, Nalen snatches 
WizardbaTll! (using a vanish spell con· 
tained in a ring of spell storing, or by 
some other devious means) and leaves 
them with nothing. The DM may devise 
statistics for Nalen if necessary. Nalen 
has several allies and henchmen in 
Sigil who are more than happy to dis· 
pose of troublesome berks. If the DM 
uses "Nemesis" as tbe sequel to 
"Umbra," Durkayle of the Harmonium 
is just one more of Nalen's •close,, 
acquaintances. 

Warrin's Reward 
For each sword the PCs retrieve, the 
party should receive 10,000 XP. This 
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award ahould be halved for each blade 
that ia not. retumed to its previous 
ownet(a). Jn addiaon to the awards for 
experience, Warrin (uauming he sur· 
vivea) offers the Pea a magical acroll, as 
promised. The scroll it hidden in the 
Hall o( Recorde and ia contained in a 
eealed metal ecroll tube. It ia actually a 
magically-binding pact between 
Warrin's mother, Eurayle, and an 
agalhinon nnmed Ydgar. Although he 
can change form to suit his whims, 
Ydgar typically lookalike an elf with 
opaleecent akin and shining eyes. Jn his 
humanoid form, Ydgar poesessee the 
epell ability of a 7th-level cleric and 
wielde a footman'• """"' +2. He appears 
the inetant the scroll ia unfurled and 
can be uked to ~orm one helpful 
oervice. includins any of the following, 
provided the aummoner is not. evil: 

• Defend the Pea from an attack. 
• Lend the aummoner his magical 

riJ18 of purUMi.on for one month. (This 
item combinea the powers of a ring of 
human in{liu"" with a ring of animal 
friernhhip and uaee no charges.) 

• Provide magical healing for the 
entire party (aa per a 7th-level priest). 

• As8ume the form of an inanimate 
object, to be worn or carried by its sum· 
moner. Thia item (a pendant, lantern or 
staff) imparta all of the following abili· 
tiea: immunity to non-magical weapons; 
improved aavins throwa (aave a.s 14th­
level priest); 2ooi. macic resiatance; the 
ability to cul lit-level prieat spella 
from aey sphere (al will); the ability to 
turn undead (u a 7th-level prieat); 
immunity to life-draining attacks, tJU. 
inUgraMn, death apella, and posiave 
energy. Ydgar remaiM with the sum­
moner in thia faahion for up to one 
month. 

If the person who summons him is 
evil, Ydgar attacka at once. If reduced 
to 20 hp, Ydgar becomes ethereal and 
return• to his home in the Upper 
Plan ea. 

Ydcar (agathinon): INT exceptional; 
AL NG; AC O; MV 15; HD 8; hp 40; 
THACO 13: #AT l; Omg by weapon or 
apecial; SA 1haJHChangt, priest spells 
(caat at 7th-level), spell-like abilities; 
SO + 1 or better weapons to bit; save sa 
P14; special immunitiea; MR 20$; SZ l\f 
(variea); ML 14; XP 8,000; PMCl5;foot· 
man'• """"' +4, rill(I of ptnUMion.. 0 
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BY JOHNATHAN M. RICHAROS 
ILLUSTRATION BY R.K. POST 

"Centaur of Attention• is an AD&D" SideTrek adventure designed for three PCs of 
2nd and 3rd level or a single 9th-level PC (9 total levet.). A druid or an elven PC 
might be especially apt, but neither is necessary for the suCC81ful completion of the 
adventure. 

This encounw take. place in a small village near the foreet, on a major route to 
a larger city. It employs rules taken from The C<>mpld• &oJr of Humanoid8 and The 
Compku Druid'I Handboole, but neither book is necessary to run the encounter. 

For ttle PCs 

Aft.er spending several days passing through the forest, you see a village up 
ahead, where you might find the pleasures of a hot m~al, a tankard of ale, a w~ 
bath, and a clean bed. The village appeare small, but 1t seems big enough to swt 
your modest neoda. 

Aa you approach, there appeare to be a commotion in the street, just outside the 
village tavern. A crowd has formed around a horse-drawn wagon. The people are 
about.ing and shaking their fists at the driver, who you cannot see at first. Drawing 
alongside the wagon, you see what bas caused the crowd's anger: the wagon isn't 
horse-drawn al\er all; rather, bitched to it is a haggard-looking centaur. 

The wagon'• driver is a black-bearded man wearing dark robes. He holds a riding 
whip in one band and calls for the villagers to withdraw and let him pMS. Leading 
the crowd in ita verbal assault is a young e~ wearing a abort awonl at his belt. Aa 
for the centaur, he leelll$ dazed and bewildered by the entire ordeal. 

For ttle Dungeon Moster 
The wagon'• driver is a wizard named Khielgarn. Aft.er purchasing a tome detailing 
the procedure• involved in improving the odds of acquiring a quasit to res~nd to a 
find familW.r spell (Khielgam had not cast the spell yet, for fear of aummorung a . 
toad or other weak familiar), he waa anxious to return home. The al!.Brs would be m 
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their most advantageous coajunction in 
only a few days. 

Yesterday, while t raveling through 
the forest, Khlelgarn was ambushed by 
a band of on:s that popped out from 
between the trees on either side of the 
road. Although badly outnumbered, he 
used bis spells to good effect and was 
holding his own when a passing cen­
taur, a 3rd-level druid named 
Anachn.eua, heard the battle and came 
to the wiurd'a aid. Tbgether, the spell­
casteni routed the remaining ores, who 
ecurried away into the forest. 

Kbielgam'a horse, Star, was slain 
during the battle, the victim of an on: 
spear. Faced with a dead horse and a 
two-day deadline to return home to cast 
his find fami/W.r spell, Khielgam did 
what any evil wizard would do: he c88t 
a feeblemind spell on his erstwhile com­
panion-at-arms, stripped him of his 
weapooa and equipment, and hooked 
him up to the wagon. The centaur has 
spent the day being whipped to faster 
speeds as he pulled the wagon toward 
its destination. 

Khlelrarn: AL CE; AC 9; MV 12; 
M9; hp 21; THACO 18; IAT 1; Dmg by 
weapon type or apell; S 8, D 14, C 9, I 
14, W 12, Cb 7; ML 12; da/Igtr +1, 
horsewhip, brooch of 1/rUldilyf (can 
abaorb 63 hp of magic mi.uih damage), 
ring of prouctwn +1. 

Spelt.: offtct normnl fire1, charm ptr· 
10n, magic minile, 1poole; blindneBB, 
fool's gold, gliturduat: dispel magic. 
protection from normal missiles, slow; 
charm monster, shout. 

Khlelgarn cares only about himself 
and his own desires. He sees magic as 
the natural way to get what he wants. 
He is an accomplished rider and driver, 
proficient with the whip as a weapon. 
His roofed wagon is just big enough for 
one person to sleep inside. Besides a 
cot, the interior curttntly holds a cheat 
of 2,000 cp (upon which Kbielgarn 
plan1 to cast{ool'I gold when he geta to 
the city), bia apellbook (containing the 
spells listed above, as well a.a <kl«/ 
magic. find famiJUu; reod magic. and 
fttbl~mind), the tome on summoning 
qu88ita (for which he paid 2,500 gp). 



CENTAUR OF ATTENTION 
various foodstuf&, and Anacbreus"a 
equipment: a compoeite bow, a quiver of 
10 arrows, a great club (aee Tho 
Comphu Book of HumonoUU, page 112, 
or "'Place with an ordinary club), and a 
pouch of various dried herbl. 

Anacbraeua (centaur): AL N; AC 5; 
MV 18 (9 while pulling wagon); 03 (for· 
est wande...,r); hp 18; THACO 20; Dmg 
1-611-6 (and by weapon type, when no 
longer under the elI'ect of tho ft<ble · 
mind spell); S 12, D 7, C 12, I 9, W 14 , 
Cb 15; ML 14; XP 420. 

The fttblemind spell baa limited 
Anacbraeus's intellect. He is unable to 
speak, baa no memory or his druidical 
life, and can only vaguely underatand 
what is said to him. Ho fully under­
stands that the laah of the whip on his 
flank means "run faater,' and Khielgam 
can get him to turn and stop by using 
the "'ins, which were modified to fit the 
centaur's head. 

The Mob 
As the wagon approached the village, 
an elven fighter named Milulci recog· 
oized the centaur aa the fo...,at druid 
who once saved the young elr1 older 
sister from a band or hobgoblin•. 
Knowing full well that Anacbraeus 
would not willingly submit to such 
bondage. he called out to 1everal nearby 
villagen. Together they bloclted the 
wagon's puaage. Milulci demanded that 
Anacbraeua be releaaed; Khielpm 
...,fused, demanding that the villagera 
move out of hiB way. 

The shouts have attncted the atten· 
U..n of quite a few of the village's "'8i· 
dents, and currently there are 15 
O.level humans (plus llfilulci) in the 
mob. The villagera are not armed, but 
they pick up rockl from the street to 
UH as melee weapons if it comes down 
to a figbL 

Miluki; AL LG; AC 8; MV 12; F3; hp 
12; THACO 20; #AT l ; Dmg by weapon 
type; S 12, D 14, C 9, I 9, W 11, Ch 10; 
ML 14; abort sword, leather armor. 

Miluki feels honor-bound to save the 
centaur who rescued hie sister. He does 
not fight to the death, realizing that 
dying will do nothin,g to help free 
Anachraeus. If driven off by tho wizard, 

however, Miluki devotes himself to the 
centau.r's ITiled.om, traclting Khielgarn 
and hiring additional help, if needed. At 
present, be bas 200 gp in a loclted box 
in bis room at the village inn. 

VUJacera (15): AL: LGILN/NG; AC 
10; MV 12; O.level humans; hp 4 each; 
THACO 20; #AT V.!; Dmg throw rocks 
for ldS; ML 10. 

The villagera all respect Milulci and 
stand by him in his defense of the cen­
taur, even though they have never seen 
Anachraeus before today. (In fact, this 
is the first time many of them have 
ever seen a centaur.) It takes each viJ. 
lager one round to find a suitable rock 
for a weapon. Thus, during each round 
of combat, only one-half the humans 
can attack. 

De allnr with Khielcarn 
If the PCa do nothing to intervene, 
Kbielgam, sensing the upcoming hostil­
itiu, casts protection from normal mis· 
1ile1 on himself, then uses his horse­
whip to try to scatter the mob enough 
to allow his wagon passage. The vii· 
lagers are not accomplished fighters, so 
each time one is attacked, whether by 
weapon or 1pell, he must immediately 
make a successful morale check or flee 
the scene. 

If it aeems to be ta.king too long, 
Kbielgarn caats gliturdwt or shout in 
an attempt to dispene the crowd. 
8lind~u, ~ miuil#. and charm 
pe'*111 are reserved for individual ene­
miea that are particularly intent upon 
1topping the wizard (e.g., llfilulci or the 
PCa). 

If the PCa join the mob and fight the 
wizard, they take the chance that some 
of the villagers will be wounded or 
killed in the battle. Perhaps the safest 
way to combat Khielgarn is to convince 
the villagers to back off and let the wiz· 
ard go, then catch up to him later, once 
he's away from the villager and there 
are no innocent bystanders in the way. 
Anachraeua movea at a rate of9 while 
pulling the wagon, but Khielgam can 
use the whip to coax him up to a move­
ment rate of 12. PCs on horseback 
should have no trouble catching up to 
the wagon. 

Another pol!Sibility (alt.hough a remote 
one) is to convince Khielpm to free lhe 
centaur. The only W&:J to accompliab Ihle 
is to trade Anachraeua for a good draft. 
horse. Even so, Ihle takee quite a bit or 
persu&ion on the part or lhe PCe, for 
Khielpm is very distnatf'ul and expecU 
to be double-a c 1sed once the centaur is 
unhitched from the wagon. Also, bear in 
mind that the wizard i.t familiar with 
horses and cannot be tricked into accept­
ing a horse of poor quality. The PC1 will 
have to supply the horae, aa no one in 
the village can afford to give one up. 
(Although the villagers might be willing 
to sell a horse to the PC1, at a favorable 
price.) Miluki, unfortunately, baa no 
horse, nor will he think of this solution 
on his own. His hatred of the wizard's 
deed baa blinded him to noo·violont 
solutions. 

Concluding the Adventure 
If the PCs are able to free Anachraeus 
from the wizard's wagon, he aWI 
requires a h.eol, wi1h, or rttUJration 
spell to regain his intellect. If the PCs 
are unable to cast any of theH spells 
themselves, they can try to find some­
one who can (which might become an 
adventure in itaelJ) or simply tum the 
centaur over to llfiluki's ca.... Milulri 
accompaniea Anachraeus until he i.t 
cured, in any cue. 

If the PCa - the centaur t.hrouih hi1 
restontion, they will have earned lhe 
gratitude not only of Anachraeua but 
alao of his druidic order and hi.a centaur 
band, once word reacbea them. It i1 poe­
sible that at some point in the future, 
when the PCa need it moet, druid or 
centaur aid will be forthcoming. 

Award the PCs Anacbraeua' full XP 
value for saving him from Khielpm. If 
they managed to save tho villagera from 
harm, award an additional 200 XP. The 
OM might wiah to have Anacbraeus and 
Miluki join the PCa on a permanent 
basis, exposing the pl&:Jera to the rolo­
playing experience of having a centaur 
companion. Who know1? It might even 
lead to a player deciding to run a 
humanoid character of his own. n 
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BY WILLIE WALSH 

Something fishy 

Artwor1< by Terry Oy1<stro 
Cortogrophy by Diesel 
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How could W<? have our 60th issue with­
out a Willie Walsh adventure? 

Willie tells us that "lase• was used as 
a module in his own short Celtic-world 
campaign, which was based on TSR's 
Celts Campaign Sourcebook. "lase• was 
also used as a tournament module at 
Gaelcon '95 in Dublin, the largest 
Ireland gaming conventum held in 
Ireland. 

'lase• is an AD&D" game adventure for 
~ PCs of levels 3 or 4. Alignments are 
assumed to be broadly good. As the like­
lihood of combat is very high, the PC 
group should include several warriors. 
Also helpful are a thief to reconnoiter 
unexplo1'ld areas, and spellcasters to 
provide offensive, defensive, and healing 
spells. The PCs should not be overbur­
dened with magical items, or the OM 
must strengthen the opposition. 

"lase• is set in a small Celtic king­
dom that can be introduced to any 
medieval-fantasy campaign. The PCs 
need not be Celts. The scenario 
includes sidebars with an optional 
introduction for Celtic characters, as 
well as Enech awards and other infor­
mation useful to a OM who wishes to 
use the Celts Campoign Sourcebook 
(HR3). If the OM prefers a standard 
AD&O session, he need only use the 
normal text, ignoring the s idebars and 
references to Heroic Feats. 

For the Dungeon Moster 

There are many caves beneath the sur­
face of the world. Some lead to pleasant 
grottos that can be explored by the 
carefree. Others are shunned for a sin­
ister reputation, and others remain 
undiscovered - and are filled with 
unimaginable terrors. One of these 
caves, lying beneath the hills of the 
O'Cush tuc.th (kingdom, or tribe), bas 
recently disgorged monsters from the 
dark bowels of the earth. Now these 
creatures are free to explore the night 
of the s urface world. 

These motl$ters, deadly kuo-toa, live 
miles below the fertile valleys of the 
O'Cush. A small scouting party of these 
fish-men discovered a cave hidden from 
the surface by a shallow skin of earth 
and stones. Breaking through into the 
chilly springtime air, the monsters 
decided they would use their discovery 
for their own ends, rather than commu­
nicating it to their masters in the lower 
depths of the kingdom. In time, of 



course, the othera in their tribe would 
discover the conduit; meanwhile, the 
scouta saw no harm in enjoying the ter· 
ror and havoc they could spread at 
their own pleasure. Besides, they could 
alwa,ya ea,y tl1&t. 1>roblng the extent or 
human "liv&atock" available around the 
cave was a legitimate reason for the 
delay in reporting the find. 

Enter the PCs 
The PCa become involved when mem· 
bera or the O'Cush tuath discover them 
at the aeene or a massacre perpetrated 
by the kuo-toa. The O'Cush mistakenly 
assume the PCs are invaders or other 
enemies. Tho PCt must prove their 
innocence to the satisfaction oft.be 
O'Cush to prevent an attack on their 
Jl'!l"IOnt or, perhaps, on their homeland 
by the vengeful tribe. 

The adventure assumes the PCt are 
strangera to the area and are innocent 
of any wrong-doing. (Celts campaign 
charactera have other, less harmless 
reaaont for being there - see the side· 
bar.) Unleaa the OM has a reason for 
their prescnco in the Celts' territory, 
the PCs can s imply be traveling acl'08a 
the O'Cush Luath when trouble breaks 
out. A poeaible condition {which can be 
dropped if neceaaary) is that they be 
traveling in sp.ringtime, when the 
eventa that unfold can be more plausi· 
bly explained. 

The Season of Cattle Raids 

The Celta value cattle as a form of 
wealth, although they know the value 
or coins too. Every spring, each tuath 
testa ita worriora' skills and thoee or ita 
neighbora by mounting raids to steal 
~~e. The valley the PCs are crossing 
18 JUBt over the border into O'Cush 
landa, a place of good pastures but alao 
a prime target for raiders. In the valley 
the O'Cush have built a cronn6g (pro­
nounced: kron-OGE) - an artificial 
fortified i1land - in a hollow of the' 
land. The herdsmen and some guarda 
reaponsiblo for the chieftain's cattle live 
there. Not far away, the livestock have 
been sct loose to graze. Apart from rudi· 
mentary atone markers to delineate one 
farmer'• holding from another's, there 
are no fencee on the fields. Raiden 
ahould find it relatively simple to take 
the cowa. Unfortunately, someone baa 
been there firat.. 

Read or paraphrase the following 
deacriplion LO introduce the PCs to the 

CeJu Campidp lntrodaetioa 

II the OM ie uing the c.lu CantpGip 
Soun:ebooli, the advenlun la Ht in the 
1011thweet of the lal..t ol Eriu and 
ftM!!Me 8 .,_...i but IDOUDtaiaOm 
lerrain. wb8n the __. actlviliM ol 
mankind miabt be ........ to M6r 
intennption ,._the ................ 
aaceol~•'""rtWL 

Ourinc • ._ o1- in the Celtic 
world, waarion train bJ caart•ndJ 
petrolliq and probinc the barden 
between taatba, Selc*n do ti-Mir-
mlabee involve more than the._..,,.. 
al llingle combet when warrion &om 
oppoeing t.ribee meet. Even when a taill 
(cattle raid) carri• olf- eowe from 
a nmpbor'1 fielda, th-. ia • ldom 
bloodebecl 'lbe lltrict .. _ and ncula· 
tiGu tbat waarion ·- 1~11 ...... 
vide b ........ 6- and penaltiea for 
ov•-'-w of the 8Wwcl •.,.... 
in ~ ot .,_. 'lbe Law N011Did111 
the ........ ol jMGta ctad ciYll .... in • 
world ........ fanlp invaden -w 
t.um domaetic divi8ione to their OWii 
advantqe. 

lt'e with couiclerabla aurpri8e and 
dlunay, tbeadn, that • r:itrol dl8c ••• 
the - ot a m 'M. anaba life all 
the - ....... for that petnl 
wbmitiaimidean'>'1H lncmada. 
..._ ...... - Hw, lo bltiewe the 
.-.... are tbe OD9 •Wii wfhle ... tbe 
an- Celtic pi..,. che 7 • -
bea.. in""""9d ..... Msn1"9 Ui 
Murudlu, lbeir cbieftain, ..U lb.am 
• cattle raid Into O'Culi t.nitary, 

'lbe foUowlnc bosed cleecripdm can 
introduce Celte Campcip chanctwa to 
the Uventure: 

8princ .... come, brMldns the grip 
ol 6- on the land ol the Ui Muna-
cbu. N- ia the lime wbm wuriara 
mq .... slorY and i-o.- in the .... 
vice ol the tribe. 

You are Heil In &ant ol the 
dUef"a bat - D*ninc to laam 
where the firlt cattle Nida otthe - · 
aon are to be made. Thia year, three 
poups will be MDI to diff'erent bor: 
dera, their miNiOD lo locate and ateaJ 
the valuable cattle of the neicbborinc 
lribea. When that la done, the war-
rion muat guard qaicaL repriMla 
while pmtectjna the Mditiona to the 
beuda Crom enemi.. 

Your P""'P ia beinc .at north to a 
packa between the O'Cuah landa and 
the Mac Ronan. Spiee haw lecnied 
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thal llfty cowa Md C8l"9 haw been 
broulb& out to.,...._.- in a 
...0.,, a lborl ride hm die bard& 

V- laRrudlam-tot.111 .. ~ 
u. 6- ii. O'Cuob lw '-wltla. 
mhl ••oft.Ii WM D I II .... 
nldwll•e.tdlla I •lftlla 
O'Clllb to an Ui I' +_ nild.• ,_ 
apecttobepw 1ttotlla ...... 
O-lliln,1&-.be , .. 
...., .., punal& ...... • II& 
dlllriandlNlnb 1 -be 
em& Ill' .... a I tt' TD.,. r rt-I 
Wl&li lullk, I&...., be 'Ne ...... 
the cattle 1mhlnd Qi, wbich- .... 
not .. -=idDc. fta'•i••. ruami. 
be&&la back ..... madi-wll be -
boaGnllle ..... _, ..... ._._ 

OI- till nid!nl parlJ wll 
tilralJ •... ...., o1-
rian, tliaaP .................. ..... ' ' r'la Inc.Ilic...-. 
Warrion _ ................... 
actual nidlns and f!a14 ec an.._. 
-':l:;. :t:::Lrale. 0-.... 
rMl tuft ....... 
odaea' PCe ...., llad their on .... ,... _ .... than••.,,... raid. 
,,. O'Cmb - pr I I ,.,, I 

1 

I • 

................... c ..... -tbliir..... .... I 0 .... ......,. ............................. 
lime. oltbe 19K ,..._ ..... 
.......... ol .... O'Cnlllt111111i--' 
............... , ............ o1 
_._Ondlaalberliad,tM 
O'Culh lmow that .... adds- prlml 
tarpl9, .... baft ........... 
- ...... tllmi, with nlJllllw: 
-te camped aalr a lllmt Jilt I 

aW117 ia - olnldlns-
lntbe-tlf•nid8willD• 

period oltbne ............. _ 
rian-Wnlma• ................ 
and wancl ......_., ... w.. ...... 
...... _,llOadda) ........ 
1 HI ed. 'lbe hUH ....... oltlicra ..... 
oo raidl U ., l'8IDDlll. bcwcc=t tW 
moct al the O'Cub wwrian - - ID 
the lleld. II tbla bun't. wwwa;d to ... 
PCe. the DM mlcbt Ilka to mentlm k 
beton tbalr u..nwnra - oat. 
0-tbe adveadan i.pi.. Celt PCe 

fOllow -liall7 the---
~...,. ... , ·lkllMcla 
point ..... (« p n'ti•) ...... 
bononble <•tam ... +IW • H ) 
.,...... .. the tt .... ,.. .... 
pldcll __ .......... 
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scenario. Celts can be introduced using 
the sidebar introduction. 

The day begins well with the ford­
ing of a shallow river into a new and 
pastoral country. You see far off the 
signs of small communities, and 
farther off still the tiny figures of 
mounted men coming and going 
across the land. 

According to your maps, your path 
must cross these lands labeled 
"O'Cush" for the next few days. About 
midday. however, your journey comes 
to an abrupt halt. Rounding the edge 
of a certain hill at the bead of a fertile 
valley, you are shocked to see dozens 
of carcasses lying about the fields. 
Many cattle lie dead, while others 
wander maimed about the land. 

At the foot of the valley, in the mid· 
dle of a small lake, stands some kind 
ofsmall fortress. There is no sign of 
human life abroad in the vale, nor 
does smoke rise from the expected 
cooking fires in the lake-dwelling. 

PCs examining the dead or maimed 
cattle find the beasts have been 
wounded by weapons, rather than 
struck with disease or another natural 
calamity. It would be kinder to kill the 
maimed ones rather than leave them to 
suffer. 

PCs familiar with Celtic culture know 
that wholesale slaughter of cattle is a 
monstrous crime, if only because of the 
high value oflivestock in the Celtic 
economy. There is no sign of guards, 
though the grass is beaten down in 
places aa if a combat took place. A faint 
odor of rotting fish surrounds the site. 

A ranger PC examining the sur­
rounding countryside finds some 
indeterminable tracks leading south­
east toward the mountains. They cross 
some stony ground and are finally lost 
about a mile to the east. The tracks 
lead in the wrong direction to be from 
the O'Cush tuath. Because the hills are 
popularly the homes of monsters and 
Sidbe-folk, (mysterious, elf-like crea­
tures) few low-landers go there without 
good cause. 

The PCs may decide to return imme­
diately the way they came or continue 
on for fear of being wrongly accused of 
this slaughter. If they do so, the O'Cusb 
track them and lodge a formal com­
plaint and accusations with the local 
judiciary, (or with Mangas Ui Muruchu, 
if Celts PCs are being used), believing 
them to be the wrong-doers. The party 
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will be obliged to investigate the scene 
anyway, in an effort to establish the 
true identities of the raiders. 

Should the PCs remain to examine 
the closed crannog, refer to the appro­
priate map for the following nwnborod 
descriptions: 

1. Wooden Brid.ge. The lake in 
which the crannog stands is artificial, 
as is its central island. The wooden 
bridge connecting the island with the 
"mainland" stands on pilings driven 
into the lake-bed. At the farthest end is 
a closed heavy gate. It is barred on the 
inside by a heavy plank of wood. 

PCs may use the bridge to approach 
the isle without opposition. The water 
is 5' deep nearest the island. 

2. The Is land. The crannog was con­
structed by laying down layers of stones 
and branches until a raft of material 
emerged from the water. Then soil and 
sand were added to stabilize the new 
is.land. Buildings and the surrounding 
palisade were added later. 

A narrow strip of beach surrounds 
the palisade. The fence is 15' high, and 
PCs may easily clamber over it. There 
are no guards on the perimeter. 

In the sandy soil surrounding the 
palisade, PCs find tracks made by 
large, webbed feet. At least 10 creatures 
emerged from the water to scale the 
fence, then left using the same route. 
These prints are of the kuo-toan raiding 
party, who are responsible for the 
killings and maimings in the cow pas­
tures. They have left a trail of murder 
and destruction inside the crann6g. 

3. Main Hut. The main hut, which 
would be used as living quarters for the 
herdsmen or their guards, is a single 
room in which all household activities 
take place. Presently it is dark and the 
fire bas burned almost out. 

When the PCs get used to the dim 
interior, they find it is in disarray. Pots 
have been upturned, blankets ripped, 
bags of provisions scattered about. 
There is also a good deal of blood, and 
this time a ve.ry heavy smell of rotting 
fish, though no fish are found among 
the provisions. 

Lying among the debris are three 
human bodies, one woman and two 
men. One of the men wears the tattoos 
and lime-washed hair of a local Celtic 
warrior. His weapons lie on the floor, 
and all are unbloodied. Whoever killed 

him evidently wasn't interested in tak­
ing his bead or other trophies. A savage 
wound on bis chest was evidently the 
cause of death. There are similar marks 
on the other victims. 

Any warrior wbo makes an lntclli· 
geoce check can determine that the 
weapons that delivered the lethal 
wounds bad a serrated edge, something 
uncommon (but not unheard oO in local 
Celtic war gear. In addition, the other 
male victim, a herdsman, bas bruises 
on his arms above each elbow. No one 
can tell what caused these. (They were 
in fact caused by the pincer staff of a 
kuo-toan priest). 

Nothing appears to be stolen. All pro­
visions are intact, but upturned. The 
gold and silver ornaments worn by the 
victims are untouched. (They come to a 
total of 50 gp worth, if PCs feel inclined 
to loot the corpses). Judging by the 
ashes of the fire, it's likely the attack 
occurred no more than 24 hours past. 

4 & 5. Cow Byres. These huts have 
been made to house the cattle in times 
of severe weather, illness or if other 
need arises. They are sturdy, but not 
draftproofed, and they are obviously not 
for human habitation. More of the web­
footed tracks are found in here. 

6. Guards' Billet. The exterior of 
this but has been deoorated with four 
severed heads, obviously trophies that 
were taken some time ago. Inside, the 
furnishings of straw mattresses and 
simple cooking wares mark it aa a hos­
tel or billet for guards. There are five 
mattresses, all of them ripped and 
fouled with mud and dirt. Three bodies 
are here, all as if slain while still in bed 
asleep. Their accompanying treasures 
come to 50 gp worth. 

7. Well. The water source for the 
crannog is a natural well, contained in 
a pool 10' deep. Two bodies have been 
stuffed into the well by the kuo-toa 
raiders. The monsters were careless, 
however, leaving one survivor. 

If the PCs pull the two bodies out of 
the well, they find that one of the two is 
still alive. The survivor is a sentry 
named Fegral. He has been in the 
water for hours, too weak to pull him­
self up the side of the well. (In fact, the 
cold water has probably delayed his 
demise by slowing his heartbeat.) 

Fegral can gasp out only one word 
before dying, regardless of the herbal or 



magical healing the PCs have to offer 
him. He says the word io.c (pronounced 
EE-Hk), and none other. ·1-· is an lriah (in this module, a 
Celtic) word meaning "fish." What thia 
mll)I mean in connection to the webbed 
rootprints, the 6shy amell, lllld tbe 
deaths or disappearancea or the war­
riora and herdsmen ia ror the PCs to 
ponder. If outlander PC. cannot deter­
mine the meaning of the word, the 
O'CU8h they encounter later can offer a 
tranalation. 

Once the party haa found Fegral, 
there ia a cumulative 10~ chance per 
tum that a band or warriors from tbe 
O'CU8h arrive in the valley to diBcover 
their caUle killed or i!IJured, and their 
frienda slain or gone. And the only like­
ly candidates for the poet of guilty·u · 
charged are the PCa. 

The O'Cusb Arrive 

If the O'C\lSb arrive while the PC. are 
atill in the vicinity, their immediate 
uaumption ia that non-Celtic PCs muat 
be bandits and are reaponsible for the 
maasacre (or that their rivals, the Ui 
Muruchu, are the perpetrators). The 
PCa ahould be aware tbat the only Wt.¥ 
to aurvive the day ia to make their aide 
or the ttory known before combat 
enauea. They m\lSt aleo show the 
O'Cuah the proofa they have found -
the fishy odors, tracka, and so on, as 
well as repeating the clue uttered by 
the dying man Fegral. 

The aub<hieftain, Oscar, leads the 
0 'CU8h band that comes to the valley. 
He ia drawn in a chariot driven by a 
charioteer. Oscar ia a wise leader, but 
even he is bard put to it to keep hie 
men from attacking the PCs. 

If a druid ia with the party, regardleaa 
of oripn, he can eue the tensiona by 
declaring a truce. What happena nest ia 
up to the Pea. They IJlJlY now either 
inaiat on fighting a aingle combat 
between a champion from their side and 
one from the O'Cush to win back their 
freedom (but not their good names), or 
they may insist on telling their tale and 
awaiting Oscar'a judgment in the mat­
ter. Oscar wiahea to know what hap­
pened to those ofbia people who died, 
and aleo what became of three men who 
remain unaccounted for at the crannog. 
(Theee men, Locimar, A.morgen na mBa, 
and Turbil Mac Dara Cush, were kid· 
napped by the kuo-toe and brought back 
to their lair at area 9, following). 

If they cbooee to fight the O'C\lSh, 
PCs should be diBcouraged from mak· 
ing some kind of heroic but pointless 
last stand. There are 50 warriors to face 
the adventurers' handful, and a fight to 
the finish doea not ease s\lSpicions (and 
may even apark a war between the two 
tuatha for Celts PCs). Likewiae, if they 
opt for tingle combat and loee, the aur· 
vivo111 are diaanned and taken to An 
Daingean, the O'Cush capital, where 
they are tried, found guilty, and put to 
death. Even if the PCs' champion wins 
and they are allowed continue safely on 
their way, it will be believed by the 
O'C\ISh that they are the murde_rers -
again not the ideal solution. 

The beat aolution for the PCs is sim­
ply to tell the truth. Oscar can be per­
suaded they are not to blame for the 
deaths when the proofs are seen. (He is 
not blind to the real reason for Celts 
journeying into his homeland if they 
were cattle-raiding. Had there been a 
herd of cattle to steal, he is in no doubt 
Celtic PCs would be halfway back to Ui 
Muruchu lands with it right now.) 

Once the true story is told (whether 
or not the aubject of cattle is men­
tioned), Oscar considers his verdict. Re 
tells all preaent that the viaitora are not 
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the onea to blame for the murders and 
damage. He believea that eome mon· 
sters that m\lSt have come down from 
tho mountain• are the killers. The bod· 
ies of the fallen must be tended to and 
word aent back to An Daingean about 
the incident. M the PCa are on hand, 
and to pay for their treapua into 
O'C\ISh lands, they muat travel after 
the raiders and reecue any prieonera 
that may have been taken. If this ia 
accomplished, or if the PCs destroy all 
the monsters should no prisoners be 
let\ alive, their honor is considered 
restored in the sight of the O'C\ISh. 

The PCs may arpe that they have 
behaved honorably. Furthermore, 
unleH they are actually taken prieoner, 
which would mean they get no fair 
hearing at all , their honor hasn't been 
dinted. (Nonetheleas, in this judgment, 
Oacar is letting Celts know be ia aware 
of the real reason for their being in the 
area, and is also giving them an out to 
pay for the intention of atealing cattle, 
even if they haven't managed to do ao). 

The OM should plll)I this section a 
little differently if the adventurers 
tumed tail as soon aa they saw the 
state of affairs in the valley, or if they 
bad prior warning or the O'C\ISh arrival 
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and fled before they were confronted. In 
this instance, the O'Cush come to the 
Ui Muruchu tuath to lay their com­
plaint at the door of Mangas himself, or 
they pursue non-Celtic trespassers to 
hold an impromptu trial at the next inn 
or settlement. They can identify indi­
vidual PCs from items of clothing or 
weaponry seen from afar. lf this is the 
case, the PCs are compelled to return to 
the scene of the crime, having given 
their version of events, and locate the 
clues that lead them to the same con­
clusion: they must track the raiders to 
restore their good names. The O'Cush, 
believing they know the culprits (the 
PCs), did not search for tracks or other 
signs showing the kuo-toa were 
involved. 

Oscar Rua O'Cush: AL NG: AC 5; 
MV 12; F6; hp 44; THACO 15; #AT l; 
Dmg by weapon type ( + 1 due to 
Strength); S 16, D 18, C 15, I 15, W 14, 
Ch 15; ML 15; XP 420; small round 
shield, long sword, throwing spear, and 
dsgger. He bas learned the Heroic Feat 
of the CharioWump (Dexterity check, 
modified by obstacle - see HR3/28). 

NWP: charioteering (20), hunting 
(13), rope use (18), weather sense (13). 

Kevin, Art, Mel, Finnin, and 
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Dona d.h O'Cush: AL NG; AC 9; MV 
12; F4; hp 43, 33, 18, 20; THACO 17; 
#AT l; Dmg by weapon type; Average 
abilities (9-12); ML 12; XP 175 each. 
Each warrior carries a shield and uses 
a long sword and spea:r. Personal trea­
sure of jewelry and weapons is in the 
range 50-200 gp each (5d4xl0). '!'he 
warriors have mastered one Heroic 
Feat apiece, as folloWll: 

Kevin, Del Chliss; Art, Spear Catch; 
Mel, Stroke of Precision; Finnin, 
Warrior's Scream; Donadh, Shield-rim. 
See HR3, pages 28 and 29 for details. 

The DM can create names for the 
rest of the band if any are needed, 
using the lists shown on HR3/24, 25. 

Warrior Band (44): AL Various 
(Good); AC 9; MV 12; F2; hp 8 each; 
THACO 19; #AT l; Dmg by weapon 
type; 19-12;ML12; XP 65 each. 

The warriors are armed as their fel­
lows listed above, though with only one 
weapon each. They follow orders given 
them by the sub-chieftain or his assis­
tants immediately. 

The Trail to the Mountain 

The trail heads off up the side of the 
valley from the crannog (areas 1- 7) 

towards the high mountain-side. The 
mountain is lightly wooded, but visibil· 
ity is good in both directions. 

Normal movement rates are used to 
scale the mountain, rather than 
Mountaineering proficiencies. The 
mountain is clothed in clay-like soil up 
to the last contour, some 1,000' above 
sea level. This is covered in rocky scree 
and is also where the kuo-toa have 
holed up. 

8. Dropped Bracelet. The trail 
passes over a metal object the PCs see 
glinting in the sunlight. This tums out 
to be a silver bracelet, decorated in 
motifs commonly found among the 
O'Cush warriors. 

The bracelet was discarded by one of 
three prisoners the raiding party took 
with them from their attack on the val­
ley, hoping that someone might see it 
and pursue the trail. 

The bracelet is worth 30 gp. Ideally it 
should be returned to its owner or his 
next of kin, but non-Celtic adventurers 
are under no obligation to do so. 

9. Trail'• End. The tracks end at a 
stack of ineptly piled branches and 
stones forming a screen to mask the 
entra.nce to a cave. Ygleoup, the kuo­
toan guard on the other side is not wor­
ried that the "weak and ineffectual' 
surface-dwellers can threaten the cave. 
He sits with his back against the north 
wall of the cave, rarely looking out. Any 
reasonable attempt to creep up on the 
entrance and surprise him should be 
checked normally - making this kuo­
toan's surprise roll 1-3 on ldlO, instead 
of his species' 1 on dlO. 

Noise of combat, unless silenced, 
travels down the corridor to areas 9B, 
9E, and 9F. 

If the party allows Ygleoup to escape, 
be alerts the other kuo-toa to the 
arrival of trouble. 

The caves are a natural formation 
caused by limestone dissolved in the 
water percolating through the moun­
tain. The interior is wet and somewhat 
slick, but it imposes no penalties on 
surface dwellers unless stated. The 
interior is dark. 

Note that kuo-toa suffer - 1 penalty 
to their attack rolls in daylight or with­
in the area of light spells. 

Ygleoup (kuo-toan): INT high; AL 
NE (chaotic tendencies); AC 4; MV 9 
swim 18; HD 2; hp 9; THACO 19; #AT 1 
or 2 ; Dmg 2-5 and/or by weapon; SA 



+ l to attack and damage with weapon 
due to high strength; Fighting with a 
dagger only, kuo-toa can also bite for 
ld4+ l hp damage; SD surprised only on 
a 1 on dlO; slippery skin (only 25% 
chance of grappling, grasping, tying, or 
web spells); immune to poison, paraly· 
sis, illusions and spells affecting only 
humanoids; spot moving invisible, 
astral, or ethereal objects; infravision to 
60'; sense vibrations up to 10 yards dis· 
tance; half damage or none from electri· 
cal attacks if save is successfu.I; magic 
missiles inflict 1 hp damage per hit; 
adhesive shield (25% chance of weapon 
attacking from the front of sticking to 
shield; roll Open Doors to free); SZ M 
(5' tall); ML 18; XP 175; MM/215. 

Ygleoup lights with a stabbing spear 
and a shield. His dagger is worn in his 
belt. When initially encountered, the 
kuo-toan warrior is a pale gray with an 
undertone of lemon yellow. He pales all 
over when Crightened and darkens 
when angered. 

If the monster is slain, the PCs find 
his belt is made of the hide of some 
unknown creat.ure, but it is also stud­
ded with emeralds - 20 in all, each 
worth 15 gp. His fish's head does not 
make a good trophy, (it quickly rots) but 
it may be taken to use as proof of the 
monsters' presence in the area. 

9B. Hall ot Mirrors. The cave here 
is narrowed by pillars made of stalag· 
mites and stalactites that have fused 
together. The minerals that coat them 
reflect and magnify any light source car· 
ried into the cave. All light sources are 
doubled in area of illumination and 
intensity of brightness. 

The adventurers may be able to use 
this quirk of nature to blind kuo-toa if 
they can lure them here. The monsters, 
who use little artificial illumination, 
are unaware of the properties of the 
pillars. 

9C. Lost Shrine. This cave was once 
a shrine to Lugh the Long Handed, the 
nominal chief of the Celtic Pantheon, 
and a famous warrior. The small gran· 
ite idol has been covered with a lime­
stone solution so that it is almost the 
same color as the surrounding rock 
now. A druid PC can recognize the 
shrine, which has not been entered by 
the kuo-toa. Monsters not natural to 
the Celtic world are prohibited from 
entering here, on pain of ld8 hp loss 
per round. The prohibition begins 

where the small corridor to this cave 
branches out from the main tunnel. 

Additionally, any PCs who fight 
"unnatural" monsters, then enter this 
shrine and pray to Lugh find that all 
their weapons have been temporarily 
endowed with magic. Each weapon 
becomes +l to hit and +2 to damage vs. 
non-native monsters within five miles 
of the shrine. The effect lasts for 30 
days. There is a 5% chan.ce per weapon 
affected it remains magical thereafter, 
even against normal enemies, though 
the bonus to damage falls to +l. 

"UMatural monsters" includes all 
creatures not usually discovered in 
Celtic lands, but not denti-human PCs, 
if these are being used. It does, however, 
apply to any creatures from other 
worlds or other planes. 

Monsters that appear mostly like 
humans or normal animals are perntit­
ted, but not fish-men, lizard men, 
undead, etc. (i.e., anything that doesn't 
appear to be a version of a creature one 
might expect to find in the "real" 
world). This still leaves many hostile 
creatures that may enter - fomorians., 
leprechauns, wolves, and giant versions 
of real-life creatures, to name but a few. 
The DM must use discretion when 
deciding what may e.nter the cave. 

Non-Celtic adventurers should 
receive a +100 XP bonus iftbeir 
weapons remain magical on leaving 
this cave. 

9D. Underground Stream. The 
floor of the corridor slopes downward 
the farther west one travels. The sound 
of running water can be heard up 
ahead. Entering the cavern, the PCs see 
an underground stream that enters 
from the south and exits through the 
north wall of this cave. The stream 
flows at a moderate rate; one can wade 
or swim in it without fear of being 
swept away at this point. 

For each round spent here, there is a 
25% non-cumulative chance two kuo­
toa enter using the underwater conduit 
from area 9H. This chance rises to 
100% if the PCs carry a powerful light 
source (such as a light spell) into the 
cave, where its illumination can pene· 
trate the stream. 

The PCs can swim through the 
stream's tunnel to reach area 9H. 
Unless they insist on staying under' 
water without a magical means of 
breathing ai.r, they shouldn't need to 
worry about holding their breath for 

too long, nor making Constitution 
checks to avoid drowning. 
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The statistics for kuo-toa that may be 
encountered here appear in the descrip­
tion of area 9H. 

9E. Skeletal Remains. (Characters 
who come to this point can see to and 
can be seen from area 9F. The kuo-toan 
sentry there reacts as soon as intruders 
come into view). 

A niche to the side of the main tun· 
nel contains the almost complete skele· 
ton of a cave bear - a prehistoric mon· 
ster some 14' long. Though the party 
cannot tell from the bones, the creature 
went to sleep one winter 1,000 years 
before and never woke up. The PCs can 
see, though, that the remains are very 
old. The bones are yellowed with age 
and pitted by chemical reaction with 
the air of the surrounding cave. 

Scraped onto the wall behind the 
skeleton is a circle containing a spiral 
(a Celtic religious symbol). It is left 
here as a sign that a useful item can be 
discovered in the alcove. Hidden inside 
the skull of the bear is a gem of seeing, 
wrapped in a small leather purse. It 
dates from the time of the shrine at 
area 9C. Someone must actually lift the 
skull and examine it to find the bidden 
magical item, whose power is revealed 
only when a detect magic spell is cast or 
when someone looks through the gem 
at an invisible or other bidden object. 

9F. Old Cell; New Cell. The tunnel 
comes to a wall of masonry into which a 
door bas been fitted. A large boulder 
acts as a bar to anyone passing through 
the portal. A single kuo-toan guard, 
named Rocolopp, hides behind the boul· 
der as soon 88 be sees intruders coming 
from area 9E. 

Rocolopp is a kuo-toan "whip; a level 
3/3 lighter/thief. He bas been over-zeal­
ous in his demands to report back home 
about the discovery of the exit to the 
surface, so be has been given this oner­
ous job to keep him out of the way. He 
expects to tell his s uperiors that con· 
duct has been slack and to have some of 
bis companions demoted or executed for 
slights, whether real or imagined, 
against the Sea Mother. 

Rocolopp imagines conspiracies every· 
where, as he is more than a little insane 
- a trait not uncommon in kuo-toan 
society. He attempts to use bis Hide in 
Shadows ability to creep up on intrud­
ers if be can. Ifbe can surprise the PCs, 
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especially a group examining area 9E 
before approaching his post, he tries to 
backstab the nearest enemy before 
attacking the others wholesale. 

If the PCs make straight for the door 
he guards, Rocolopp casts his harpoon 
at the nearest enemy, then swit<'hes to 
his dagger/bite routine in melee. 

Rocolopp guards the door because the 
room beyond, last inhabited 100 years 
before by a man who tended the shrine 
at area 9C, has been turned into an 
impromptu prison cell for one of the 
O'Cush captives. Amorgen Na mBa, a 
herdsman, is a servant of the O'Cush 
and expects to be slain at any time. He 
languishes in the dark and dismal room 
beyond the door. If released, Amorgen 
can make his own way down from the 
mountain to bring word of the PCs' help 
to the tuath. 

Inside the cell is a small bed made of 
timber lashed together into a frame and 
covered with an ancient mattress of 
rushes. Amorgen has cast this onto the 
Ooor and used the hard bed instead. 

On the Ooor, the PCs find an old cow 
hide used as a mat. It radiates a moder· 
ate aura of divination magic if checked. 
Any druid character who meditates 
while wrapped in the hide receives his 
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spells as if using incense of meditatwn. 
(See DMG/172). The hide of meditalion 
can be used up to four times before its 
magic is exhausted. Its effects remain 
for 24 hou.rs after use. 

Two small boxes, each rotten from 
dampness, complete the meagre fur. 
nishings. They once comtained pieces of 
stick which might have been inscribed 
with ogham runes, but these too have 
rotted to a crumbling mess. They can­
not be recovered at this late stage. 
(They once contained druid spells, act­
ing as a scroll.) 

Rocolopp (kuo-toan. whip): INT 
high; AL CE; AC 4; MV 9, swim 18; HD 
313 <Fighter/TbieO; hp 13; THACO 17; 
#AT 1 or 2; Dmg 2-0 amd/or by weapon 
type; SA as area 9A; SID as area 9A; 
Double damage from surprise backstab; 
ML 13; SZ M (6' tall); XP 420; MM/215, 
216. 

Thieving Skills: PP 40%; OL 33%; 
F/RT 30%; MS 27%; HS 20%; HN 15%; 
CW 87%; RL 0%. 

This kuo toan uses a normal harpoon 
(Dmg 2d4/2d6) and a dagger (ld4/ld3) 
in combat. When using the dagger, the 
monster can also bite. 

Around Rocolopp's neck is a string of 
black pearls, worth 120 gp. 

Amorgen Na mBa: AL LN; AC 10; 
MV 12; Fl; hp 5; THACO 20; #AT l; 
Dmg by weapon type; S 12, D 11, C 14, 
I 10, W 13, Ch 9; ML 10; XP n/a. 

Amorgen is unarmed, but he is profi· 
cient in the hunting bow (short bow), 
the spear, and the javelin. He has no 
non-weapon proficiencies, nor has he 
learned any heroic feats. 

9G. Stream Again. The sound of 
running water comes from this cave. 
The cavern itself has a sandy floor, with 
some purple fungi growing in the dark· 
ness. The stream Ooods periodically, 
depositing organic material, especially 
underground species of frog, newt, fish, 
or moss onto the shelf of the cave floor, 
providing nutrients for the fungi. 

Two of the fungi are less than harm· 
less mushrooms. These two violet fungi 
are capable of movement and have 
branch-like appendages that flail out at 
passing creatures. 

The secretion from these l '·long 
branches rots Oesh in one round unless 
a successful save vs. poison is rolled or 
a cure disease spell is used. If a cbarac· 
ter is hit on the arm, for example, that 
arm rots and withers and becomes use­
less. It is most likely that the 4 ' -tall 
fungi strike a victim on the leg, unless 
people are crawling about on the Ooor. 
Each fungus bas ld4 branches. 

The kuo-toa recognize the violet 
fungi and leave them alone. It is always 
useful to have some •natural guards• in 
a cave, they think. 

As necromantic magic is unavailable 
in the world of the Celts, a PC who 
loses a limb to the touch of these mon· 
sters cannot have it regenerated, unless 
the DM rules that raise dead, regener· 
ate., reincarnate, restorntion. and resur­
rection have been transferred to the 
Healing sphere. If this is the case, a 
dru.id of at least 14th level must be 
sought to perform the regenerati.on. It 
should also cost at least 20,000 gp to 
pay for the spell, even in a generic 
AD&D setting. 

Regeneration is available in non· 
Celtic cities to which the PCs may go at 
a later date. The price is still 20,000 gp. 

Violet Fungi (2): INT non-; AL N; 
AC 7; MV l ; HD 3; hp 15, 8; THACO 17· 
#AT _l-4; Dmg special; SA special; SZ M 
(4' high); ML 12; XP 175 each; MM/120, 
121 (Fungus). 

9H. Grisly Feast. This cave has a 
large, low boulder in it, on which the 



PCs l!ff a grisly sight. The dismem· 
bered body of a human is being eawi 
by four ltuo-loa silting casually back to 
back oo the edges of the boulder. 

The mooaten here are eating the 
corpse of Turbil Mac Dara Cush, a war· 
rior orthe O'Cush tuath taken prisoner 
in the raid. Ho was sacrificed lo the &a 
Mother, Blibdoolpoolp, at area 9J, his 
body then handed over lo these more 
powenul warriors as food. 

The foursome l!ff any strong light 
source carried into area 90, as the 
water that runs outside their cave car· 
ries the light through. If this occurs, 
two of them swim lo 90 lo investigata, 
the others alerting Slibdoolplup, at area 
9J, lO the arrival of possible trouble. 

Squlppulipp and Mopoopbub (kuo 
loa): INT high; AL NE; AC 4; MV 9, 
swim 18; HO 4 ; hp 18, 16; THACO 17; 
#AT 1 or 2; Dmg 2-5 and/or by weapon; 
SA aoo area 9A; SD soo area 9A; SZ M 
(6' tall); ML. IS; XP 175 each; MM/215, 
216. 

Squippulipp and Mopoopbub are 
armed with a weighted throwing net 
and a trident each (Dmg ld6+113d4). 
They each also use a kuo-toan shield. 

If a character is hit by a net, he must 

save vs. paralysis or become entangled. 
It takes S rounda lo cut oneaelf free 
(reduced by 1 round per helper, lo a 
minimum of 1 round), and only if the 
victim was holding a sword or dagger at 
the time of entanglement. 

The kuo-loa attack at +2 for any vie· 
tims who are entangled. Only one man· 
sized creature can be netted at a ti.me, 
ond entangled victims cannot attack. 

Squippulipp has a coral bracelet set 
in gold worth 100 gp. Mopoopbub's net 
is weighted with lead balls atudded 
with rubies. There are 10 in all, worth 
50 gp (x2), 20 gp (x7) and 10 gp (xl). 

Quockock and Hockpopp (kuo­
t.oa): Statistics as above except: HD 5; 
hp 23, 19 (5 HD); THACO 15; SZ I.. (8 ' 
tall each); XP 270 each. 

The higher-level warriors are each 
anned with a dagger and one of the spe­
cial kuo-toan harpoons. This wickedly 
barbed throwing weapon can be hurled 
lo a 30..yard range. It inOic:ta 2d6 hp 
damage (before bonuses). Victims must 
roU a save of 13+ on ld20 lO avoid being 
snagged by the weapon. Man-sized or 
smaller beiJl8S who fail thia saving 
throw are jerked off their feet and 
stunned for ld4 rouncla. The kuo-loan 
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then tries lo haul in its victim by the 
stout cord on the harpoon and slay him 
with a dagger thrwrt. 

A victim stunned and hauled within 
stabbing range by a kuo-toan suffers 
the loea of all bis remaining hit pointa. 
He dies the following round (or falla 
unconscious, reduced lo negative hp if 
this optional rule is used) unless rea· 
cued and magically healed or cured. 

Quockock has taken the personal 
ornaments ofTurbil Mac Dara Cush to 
add lO his own treasure. On various 
parta of bis slimy body are a gold tore, 
worth 95 gp; an electrum armlet, worth 
110 gp; and the match of the silver 
bracelet the PCs found on the climb lO 
the cave, worth SO gp. 

Hockpopp'a treasure is a bag of 76 gp; 
an ivory-handled dagger, carved like a 
curling wave, worth 150 gp; and an cl~ 
trum pi po (although tobacco is unknown 
in the Celtic world) worth 75 gp. 

Both kuo-loa also carry packets of 
dried fungi and kelp, the kuo-loan 
equivalent of iron rations. The stuff t. 
unpalatable, but harmless, to humans. 

91. Storage Area. The cave here is 
stacked with aides of recenUy ala ugh· 
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Bnech AcQu.caeaw for Celtic PC• 

Note that other awards or penalties as 
described In the ~ Campaip 
Sourceboo.l allO apply. 

Celtic cbaracters who took part in 
the oueceuful eraclkation of the kuo-
kNID8 abouid receive 10 Enech polnto 
api11:e a good reward for eaving the 
tuatba from the attentionl of the trou-
bl-• tlah-men. Reduce this by two 
poia&e tor each monster that escapee. 

Hare are other awards or penaltiea 
that micht apply In this adventure: 

'Ole Cnuul6I- Celt PCa killing 
maimed cattle abould receive 5 Enech 
poin&e each. 

8. Main Bat. Looang the corpeee 
eub1racto 6 Bnech polnto &om each 
player cbander Involved. 

.. GaarU Bille&. Lootinc the 
eorpaee eubtraeto 5 Bnech pointo &om 
each player character involved. 

8. ~aoelet. Keeping the 
bracelet 1 Enech point &om 
the ofliindln8 player cbancter. 

IC. 1.-t Shrine. Any character 
prayina to tbe idol should receive + 1 
to hia Enech point total. Any character 
whoee weapon remaUll magical on 
leevlng the area of efl'ect ebould addi-
lionally receive a +4 bonu to Enech. 

811. Orlal7 Peut. Retrieving 
Tuirbil Mac Dara Cush'• -
from a lllOD8ter pvee no poeitive 
Bnec:h adjuatment. Voluntarily return-
ing it to Turbil'a family will net 8 
Boech poin&e each per PC involved. 

BwHns the Mwntare 

Once beck in Ui Muruchu country, 
Celtic PCa will race the ridicule of the 
other warriors for their failure to pro-
cure any O'Cush cattle, unJeeo (like 
the original playen of this module) 
they were cheeky 8llOUlh to pick up a 
few on the ~ home anyway! Ridicule 
turns to wonder and admiration when 
the true tale i8 told. 

tered cattle that the kuo-toa stole 
before they were bold enough to attack 
the O'Cusb settlement. The PCs may be 
surprised to see the carcasses still bear­
ing skins are branded with the Ui 
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Muruchu mark (or a mark appropriate 
to the PCs' friends and neighbors, if 
non-Celtic), proving that the monsters 
roamed farther afield. It also lets the 
PCs know they are doing a service for 
their own homeland, not just one on 
behalf of the O'Cush, by opposing the 
kuo-toa. 

There is meat enough here to account 
for three carcasses. Its condition is poor, 
as it has neither been butchered proper­
ly nor stored in sanitary conditions. Any 
adventurers who scavenge the meat to 
cook for themselves are inviting food 
poisoning. Such poisoning incapacitates 
for ld4 days, less one day per point of 
the victim's Constitution above 14. 

9J. The Dea dly Shrine. This cave 
is the temporary headquarters of the 
invaders. It contains a nearly circular, 
natural depression that is fil led with 
water. The pool is used as a place of 
repose by the lruo-toan priest 
Slibdoolplup, the group leader. It is also 
where the monsters recently drowned 
the warrior Turbil Mac Dara Cush, 
whose remains are being eaten at area 
9H. His companion, a herdsman named 
Locimar, floats face down in the pool. 
Slibdoolplup watches the body in mor­
bid fascination. 

Slibdoolplup has used the sacrifice of 
Turbil and Locimar to appease h is god­
dess for his group's lack of duty to their 
tribe. When they bad visited the sur· 
face world twice and still not reported 
to their superiors, Slibdoolplup found 
his spells were not being granted with 
the same ease as before. The sacrifice 
has staved off his deity's displeasure for 
now, and his spells have been returned. 
He has not yet been back down the 
swallow hole, however. 

Slibdoolplup is an ambitious social 
climber. lt was be who led the scouts up 
the swallow hole, despite the perils of 
the 400' drop and the weight of the 
water falling from the stream above. He 
hopes that by returning with slaves 
and booty he can improve h is position 
in his tribe, maybe even becoming a 
leader of his sect. He is sadly deluded, 
however, as the longer be stays near 
the surface the more reluctant he is to 
return home and face the music for the 
delays in reporting the finds of the 
caves and the conduit. Another reason 
for his reluctance is that he murdered 
his immediate superior and took com­
mand of the scouting group without 
authority. 

There can be no going home for 
Slibdoolplup. 

If given advance warning of the PCs, 
the priest summons the four kuo-toa at 
area 9H to act as his guard, screening 
him while he prepares his spells. In 
melee combat, he uses the pincer staff 
he took from the body of his murdered 
superior, Loomphilupp, trying either to 
immobilize opponents for his guards to 
kill or, if he's alone, to fend off oppo­
nents by placing a trapped victim in 
the way of their attacks. 

A pincer staff is a 5 ' -long pole, 
topped with a 3'-long claw. lfthe user 
scores a hit, the claw closes upon the 
opponent, making escape impossible. It 
is 10% probable that both arms are 
pinned by the claw, and 40% probable 
that one arm is trapped. If the victim is 
right handed, the claw traps the lei\ 
hand 75% of the time. Trapped oppo­
nents lose shield and Dexterity bonus­
es. If the weapon arm is trapped, the 
victim cannot attack and the Dexterity 
bonus is lost, but the s hield bonus 
remains.. 

The staff can be used only to trap 
enemies with a girth range between an 
elf and a gnoll. 

Slibdoolplup doesn't use one of the 
adhesive-coated shields the warriors 
carry. He does, however, still gain the 
+ 1 bonuses to hit and damage common 
to males of bis species when using a 
weapon. 

S libdoolplup (Kuo-Toan Priest): AL 
CE; AC 4; MV 9, swim 18; HD 5; hp 33; 
THACO 15; #AT 1 or 2; Dmg 2-5 and/or 
by weapon type; SA see area XX; SD 
see area XX; SZ M (5' tall); I 15, W 13; 
ML Elite (13); XP Value 175; MM/215. 

Slibdoolplup has the following spells: 
CCluse light wounds (reverse of cure 
light wounds), cause fear (reverse of 
remove fear), curse (reverse of bless), 
darkness (reverse of light); enthroll 
(kuo-toa only), produce flame, with­
draw; continual dClrkness (reverse of 
continual lighl). 

In the bottom of the pool is 
Slibdoolplup's treasure: a gem worth 
500 gp; a dagger with an adamantite 
blade of drow design, worth 200 gp; and 
300 gp worth of assorted coins in a 
leather bag collected in trade in the 
Underdark. 

Slibdoolplup's Spellcasting 

lf Slibdoolplup gets a chance to prepare 
spells, he begins by casting darkness on 



the junction or the three caves, areas 
91, 9J, and 9K. The 20' -radius globe 
obscures the approach lO the priest, 
who begiruo casting cauM fmr in the 
next round. 

The first person through the dark· 
ness is the recipient or OOU8" feor. He 
must save vs epcll (add any Wisdom 
bonus, if appliet1ble) or flee away from 
Slibdoolplup for ld4 rounds. 

Slibdoolplup uses produce {1,ame lO 
fire mi1aile& nt odvcnturers for the next 
five rounds. 

If evenl8 conspire lO bring about the 
dcfoat of the kuo-ioa. the next PC 
Slibdoolplup atiacka is the victim of a 
continual darAn~" (reverse of continual 
lighl), caat al hi• race. tr the victim fails 
a save v& spell, the continual darkness 
lakes hold. centered on his head in a 
60' radius globe. Thie spell blacks out 
nearly the whole section of cavern west 
or aru 90 (assuming the encounrer 
takes place al 9J, or thereabouts), and 
the kuo-lOa lry lO make good their 
escape along 1he stream le ambush the 
PCs as they nttempl le leave the caves. 
If the save succeeds, the continual 
darkness is centered just behind the 
victim's head, having the same effects 
as before so long ns the victim remains 
in the oreo of effect. 

9K. Swallow Hole. The stream dis­
appean! down a &wallow hole at this 
point. railing down a vertical shaft. for 
400' lO an unknown level. This is the 
entrance the kuo-toa used le gel from 
their world lO the cave.. 

The OM should hinl lO PCs that 
pressing ahead with their explorations 
would prove very dangerous. unless he 
ie prepared lO detail an extensive and 
long-lived campaign set underground. 
For one thing, one would need le be a 
fish (or o kuo-lean) le survive the water 
ror the length of lhe climb down. 
Alternnlively, the swallow hole may 
prove le be very unslllble, ready to col· 
la""" onlO the heads or roolish explorers 
at any moment. 

lf the OM wishes lO continue the 
adventure deep in the Underdark, he 
may chooee lO sci the kuo-lOan's home 
in Lake Atrox (aee ·Shards or the Day,• 
abo in tlli$ i88ue). 

Ir the PCs decide it would be best lO 
block kuo-toan access lO the caves, they 
should be allowed lO try ony reasonable 
plan& Given the depth or the swallow 
bole, however. this may prove difficult. 
Perhaps the pillars al area 9B could be 
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hauled here lO form a blockage, or lree5 
or other debris rrom the mountainside 
stuffed down the throat or the swallow 
hole lO block il up. 

Ir the PCs •ucce88folly block the 
swallow hole, a new stream emerges 
from the mountainside in ld4 weeks, 
I.he water draining off to I.he lowlands 
le form a surface river. Whether this 
destroys the caves in the process is up 
le the OM to decide, depending on his 
future plans for the region. 

Ending the Adventure 
Ir the kuo-lOa are driven out of the 
caves, they try lO ambush the PCs as 
they in turn leave. Note the penalties 
these mon•tcrs hove for fighting in day­
light if the aun is up when the PCs exit 
the caves. 

Ir the kuo-lOa are all slain, the PCs' 
mission is over. They can bring the bod· 
ies orTurbil and Locimar home lO their 
families and receive the thanks or the 
O'Cush. Any trophies le be returned to 
the O'Cush moy be given now. Evidence 
of the kuo-len will be displayed and dis· 
cussed until the PCs ore scnl on their 
way. 

The PCs should s hare up lO 1,000 XP 
as o reward for the full destruction of 
the kuo-lea, al the OM'• discretion. 
Successfol role-playing should also net 
an award, 200-600 X.P per character 
based on each individual's contribution. 

Further Adventures 
The O'Cush and Ui Muruchu continue 
le steal cattle rrom each other ror 8 rew 
more weeks, the occasional fracas 
breaking oul a.ti armed warriors clash. 
The druid• and judges are kept busy 
reckoning the fines to be levied on each 
side, until the matter is eventually set­
tled and peace of a son takes hold once 
more. 

There may be fuel for rurlher adven· 
lures in any or the it-Oms tho PCs recov· 
ered from the coves. The kuo-toa them­
selves may reappear - perhaps anolh· 
er group of scouta is sent lO search for 
their missing companions. Or the 
party'a good deedA and battle prowess 
moy come lO the attention of a local 
Celtic god, who may have plans for his 
new protogees. or who may follow visi· 
l01"8 back into the wider challenges or 
the outside world. Q 
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LETTERS (Continued from page 6) 

character does. If they're at all role· 
playing, they'll have their PCs act sur· 
prised or whatever when the encounter 
happens. 

I also applaud the fact that each mod· 
ule in issue #58 - even the setting· 
specific ones - is easily inserted into 
any campaign setting. 

rd caution against using 
P!.ANESCAPE9 or BIRTHR!CllT' (maybe 
even DARK SUN") adventures in future 
issues. I realize that they probably help 
sell issues to players of those settings. 
but they're really of little use to anyone 
who doesn't use the game settings, as 
converting them into generic adven­
tures would probably lessen their true 
usefulness anyway. 

Mike Griffith 
Wind Gap, PA 

/ agree about the importance of not 
letting the players know the cl.imax in 
aduance. \Ve'll try to be more careful 
with what we say and present in 
regards to the content of the modules. 
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Did you think •Seeking Bloodsilver• 
(a BIRTHRIGHT aduenlure published in 
issue #59) fi.t easily into a canuentional 
AD&D setting? We need to print aduen· 
Lures for people who pfoy BIRTHRIGHT, 
DARK S uN, and PLANRSCAPR, loo. If you 
play exclusively in one of those oom· 
paigns, (as some people do), then you'd 
never have any reason to read Dl1NCOON 
Adventures. Our goal is a magazine 
that everyan.e can e1ifey. Dollar ford-Of. 
lar, we still think that we give you your 
best gaming ualue. 

Kudos for "Curse" 
Congratulations on another job well 

done (issue #59). John Guztetta's •A 
Mother's curse• is one of the best 
adventures I've seen in a long time, 
even given the stiff competition. On top 
of an interesting setting and a com· 
pelling story, it's nasty. I like that in a 
scenario. 

Ala.n Clark 
via e-mail 

High-level a lso need apply 
I just wanted you to know that there 

are many gamers and readers of your 
magazine in Germany. 

ls there a trend in DUNGEON 
Adventwu toward low-level modules, or 
is it just me? Now that my PCs are 
finally gaining some levels, I'd like to 
challenge them. Thanks to McRey B. 
Moyer for his excellent letter in issue 
#58. I underline his points in every way! 

Marc Ruenger 
via e---mail 

You're right, Marc. I have seen a bit of 
a trend toward fowe,..leuel aduenture& 
It's not something we deliberately set 
out to do. We'll try lo stir the mix a bit 
better, even so. 

\Ve just don't get as many good high· 
leuel aduentures as we'd like - far loo 
nuiny just throw bigger nwn.sters or 
more ores at the campoign party. \Ve'd 
like to see some really good, chalknging, 
high·leuel adventure& Maybe you'd like 
to write one. n 

Trees Make a Workl of D;Jforenctr 
Trees Make a World of Difference. Between drab, barren 
1 yards, and cozy, sheltered homes. Berween hot, sun­
baked streets, and cool, shaded neighborhoods where 
bird songs fill the air. 

Trees Make a World of Difference. Berween smoggy 
air. and noisy traffic, and clean air and quiet places ro 
enioy. 

By plancing trees, you can increase che value of your 
property up to I 5% or more. At che same time, you'U 
make a personal, positive contribution co a better envi­
ronmenc. 

The trees ,you plant will remove carbon dioxide from 
the air, produce oxygen, and give wildlife a home. And 
trees help conserve energy. They can lower your heating 
bills I 0-20%, and cut cooling costs 15-35%. 

Find out how trees can make a 
world of difference for you, and 
your neighborhood. For your free 
brochure write: Trees For America, 
The National Arbor Day Founda-

.A WMz'W""°"' T""' tion, Nebraska City, NE 68410. 

~lbe National 
~.ArborDayFnomdatton 
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