



























































DRAGON'S DELVE

They are dwarven diplomats with AC
10, but they can defend themselves if
handed a weapon. They have not been
abused, but they are slowly and
unknowingly succumbing to the
Intelligence-draining power of the bal-
dandar’s diadem of thought draining.
(Their Intelligence has dropped from 12
to 7.) They wrongly believe that the
deep dragon’s breath weapon rendered
them unconscious, after which they
were locked in cells as part of a ransom
scheme concocted by Drull and his
dragon ally. They do not know what
happened to Glittershard but fear the
worst.

Hidden under a loose floorstone in
the unoccupied northeast cell is a cop-
per key, a ring of warmth, and a burnt
scrap of paper in a small leather bag.
The copper key is a spare which
unlocks the south door of area 33 (lead-
ing to areas 34—49). The scrap of paper
has some old dwarven runes on it.
(Show players dwarven runes #5.) The
runes spell the name “Marblefist” and
are needed to open the secret door in
area 44. The pouch and scrap of paper
were hidden here by a thief who crept
into Thunderdelve decades ago hoping
to steal some dwarven treasures. The
loose floorstone is treated as a secret
door for detection purposes.

21. Feast Hall.

This room is heated and lit by two
blazing fires. Hanging above the
blackened hearths are two shields
depicting Thunderdelve’s crest: an
upright silver hammer. Mounted on
the walls are the heads of several
slain beasts. A long wooden table sur-
rounded by twenty stout chairs occu-
pies the middle of the room. The table
has been nicked by axes and littered
with ale mugs and bits of uneaten
food. Under the table are three broken
kegs, while stacked in the southeast

corner are three more unopened kegs.

Once per month, the dwarves of
Underduin leave a cartload of ale kegs
near the entrance to Thunderdelve — a
friendly and helpful gesture from
Drull’s brother, Galvan. Drull himself
refuses to drink the ale, but the other
dwarves can seldom resist. The three
kegs in the southeast corner contain
good dwarven ale.

The heads of a number of beasts deco-
rate the walls of this once-proud feast
hall: a goat, an elk, three bugbears, a

hobgoblin, a quaggoth, a grizzly bear, and
an ice lizard. Some are in bad shape,
while others were recently slain and
mounted by Krakscorn (see area 5). The
shields mounted above the fireplaces are
medium-sized and non-magical.

22, Kitchen. An iron cauldron hangs
in the hearth of a blackened fireplace,
but there is no fire. In fact, the room is
cold and dark. A table rests against the
eastern wall, and iron-shod utensils
hang from hooks above it. Lying in the
middle of the floor is a 4'-tall, 8'-wide
heap of refuse. The refuse is actually
one of the dwarves (Nazrod) polymor-
phed into a gibbering mouther by the
evil baldandar. If the “pile of garbage” is
disturbed or approached within 5', its
eyes and mouths snap open, and the
mouther begins gibbering. The gibber-
ing is mainly incoherent, although PCs
have a 2 in 6 chance of hearing the
words “Help me! Help me!” coming from
several of the creature’s mouths.

The gibbering causes confusion in a
60' radius. In the same round it begins
gibbering, the mouther spits at the PCs.
The spittle bursts into a bright flare
upon striking a hard surface, blinding
all PCs who fail to save vs. petrifica-
tion, The blindness lasts 1d3 rounds,
and the mouther is +2 to hit blinded
opponents. The floor within 5' of the
mouther is like quicksand; PCs attack-
ing with short or medium-sized
weapons are ~2 to hit.

If three or more mouths attach them-
selves to a single PC, the character
must make a Dexterity check each
round thereafter or be “swallowed” by
the creature and bitten by all 12
mouths. (Each mouth is +4 to hit
because the victim is prone.) Covered
PCs who are reduced to 0 hit points are
absorbed into the mouther, giving it an
extra mouth and pair of eyes, as well as
1 hit point. Only the character’s flesh is
absorbed; equipment is expelled in a
gluey residue. PCs swallowed in this
fashion cannot be saved or restored by
any means short of a wish.

Nazrod (gibbering mouther): INT
semi-; AL N; AC 1; MV 3, swim 6; HD
4+3; hp 23; THACO 17; #AT 6; Dmg 1
hp/bite; SA gibbering, spit, multiple
bites (zee above); SD ground control; SZ
M: ML 13; XP 975; MONSTROUS
ComPENDIUM Annual, Volume 1.

23. Servant’s Quarters.This room
is filled with rat bones and debris. Any

furniture that once belonged in this
chamber has been broken up and used as
kindling for the fires in areas 21 and 22.

24, Pantry. The walls of this room
are lined with bare stone shelves. A
secret door is hidden behind the shelves
along the northeast wall. The secret
door pushes open easily enough, reveal-
ing a staircase beyond (area 25).
Anyone in this pantry when the secret
door is opened feels the cold rush of air
from outside.

25. Secret Entrance/Exit. A 50'-
long flight of stairs leads from the
fortress to the back of an icy crevice,
and from there to the outside. From the
outside, this secret entrance/exit looks
like nothing more than a narrow crack
in the mountainside next to a small,
frozen waterfall. The stairs are slippery
but safe to traverse.

26. Servant’s Quarters.

Old rugs cover the floor of this square
room. Pushed into opposite corners
are two fur-covered beds, above which
hang tattered tapestries. You notice
that the north door has dwarven
runes carved into it. You also see two
dwarves sitting in a corner, clutching
each other for comfort.

The two dwarves are Haldred (hp 6)
and Vrungar (hp 5). Both dwarves
wear rusted chain mail (AC 6) and keep
their picks close to them. After being
confused by the gibbering mouther
(area 22) and watching one of their
comrades get “eaten,” these inexperi-
enced dwarves retreated to this cham-
ber. They do not respond to calls of
alarm and are afraid to leave on their
own, fearing the “monster of many
eyes” (the gibbering mouther) and the
“evil dragon” (area 33). These dwarves
suffer —4 penalties to all morale checks.

The runes on the north door (leading
to area 27) are written in ancient dwar-
ven. (Show players dwarven runes #6.
Translated, the runes say “Treasure.”)
The dwarves have no treasure of their
own and, thanks to the diadem of
thought draining, can’t remember what
lies behind the northern door.

27. Trapped Treasure. Drull’s
dwarves are aware of the trap in this
room and avoid it, At the eastern end of
the room, a sack containing 45 sp has
been placed on the floor to tempt would-
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be treasure hunters. In addition to the
open sack, the dwarves have left six
loose, polished gems (worth 5 gp each)
near the eastern wall. Any character who
sets foot in the eastern 10' x 10" section of
the room triggers a 10' square pit trap.
The pit is 10' deep and lined with spikes.
Damage sustained from the fall is 1d6 hp
plus 1d4 hp per spike. Roll 1d4+1 to
determine how many spikes are landed
on. The pit’s lid has spring-loaded hinges
and snaps shut after two rounds.
Impaled on spikes at the bottom of
the pit are the skeletal remains of a
dwarven adventurer named Darow
Blackaxe. Clutched in his bony hand is
a turquoise (worth 10 gp) with a contin-
ual light cast upon it. Characters scour-
ing the pit floor also find a small empty
chest, 43 gp (scattered), an onyx brooch
(300 gp) fastened to a rotted dwarven
cloak, a non-magical dwarven battle axe
and a silver ring set with aquamarine
chips (actually a ring of water adapta-
tion; see KENCYCLOPEDIA MAGICA™, page
1,006). The ring is worth 1,200 gp.

28. Guard Room.

Six small beds have been pushed
against the north wall of this room.
Against the far wall rests a pair of
wooden, iron-bound chests with sturdy
locks on them.

Years ago, this room was set aside for
dwarven servants. Now it serves as the
sleeping quarters for four of Drull’s
dwarves: Rundle (hp 10), Hullen (hp
8), Irk (hp 8) and Gaknarok (hp 6). If
an alarm is sounded in either adjacent
room (area 26 or 29), these dwarves
will respond. All four have shields and
wear tattered chain mail (AC 5).

Rundle suspects that Stalagmite is
the one responsible for turning his
brother Nazrod (see area 22) into a
hideous monster. He is angry enough to
attack the deep dragon if goaded. The
other three dwarves have all been
charmed by Glittershard. They know
where the crystal dragon is located (in
the caves behind the throne), but they
can’t remember why Stalagmite is fore-
ing Drull to keep Glittershard prisoner.
The four dwarves all know where the
dwarven emissaries from Underduin
are being held, but they can’t remember
who has the keys for the cells. (The
dwarves in area 29 have the keys.)

The two chests are locked, but the
locks may be picked normally. (The keys
for the chests were dropped in area 11).

Chest #1 contains smelly dwarven
clothing and a pouch holding three
small garnets (100 gp each). Chest #2
holds a sack of 150 sp, a loose pile of 10
silver ingots (worth 5 gp each), a pewter
everful ale mug, and a potion of hill
giant strength (pale green liquid)
labeled in old dwarven runes. (Show
players dwarven runes #7. The label
reads “Strength of Ten.”) The pewter
everful ale mug fills with a gallon of the
finest dwarven ale whenever its holder
speaks the command words “To
Vergadain!” The dwarves have yet to
figure out the command words.

29. Jailers’ Room. This room is fur-
nished with a pair of wooden cots, a tat-
tered rug and a faded tapestry which
hangs on the south wall. Unless they
were drawn elsewhere, two dwarves are
sleeping soundly in the cots. These
dwarves are the appointed jailers,
Jared (hp 8) and Brunt (hp 10). Both
wear tattered chain mail (AC 6). Jared
is armed with a footman’s mace, Brunt
with a dull battle axe (Dmg 2d4-1).
Jared carries eight iron keys on a cop-
per ring. The keys unlock the cells in
area 20.

If battle erupts in area 28, these two
dwarves awaken and investigate the
disturbance.

30. Bronze Doors.

Two glittering waterfalls are caught in
mid-cascade, frozen forever in this
well-appointed hall. The waterfalls
spout from stone viaducts in the east-
ern wall, meeting as one with the
frozen pool of water set six feet below
the chamber’s red-quartz floor.
Spanning the middle of the pool and
leading to a set of great bronze doors is
a clear crystal bridge that could easily
be mistaken for an ice sculpture.

The doors to the north, west, and
south can be barred shut from this side,
should the dwarves wish to use the hall
as an interior line of defense in case of
attack. The crystal bridge and quartz
floor are sturdy and safe. Dwarven
spells cast upon these surfaces hun-
dreds of years ago completely protect
them from non-magical damage.

The bronze doors to the east are
magically locked to all but dwarves. A
knock spell forces them open; other-
wise, the party must either ask or com-
mand a dwarf to open the doors for
them (assuming there are no dwarves

in the party). As soon as a dwarven PC
or NPC touches the surface of either
door, both doors swing open to reveal
area 33 beyond.

31. Partial Collapse.

Part of the western wall has collapsed
into a chasm, leaving the room
exposed to the cold vapors which rise
from the chasm’s depths. There is lit-
tle to be found here except the ruins
of a few chairs and two charred and
blackened tapestries hanging on the
eastern wall

Characters peering through the hole
in the western wall can see the bottom
of the chasm (60' below) as well as the
bridge that spans the far side (area 14),
Those approaching too close to the edge,
however, risk falling into the fissure. The
floor is brittle and gives way under 150+
1bs. of weight. Any PC who causes the
floor to crumble is allowed a Dexterity
check at —4 to avoid falling. Falling dam-
age is less than expected (3d6+6 hp)
because the chasm slopes outward and
is not a straight vertical plunge. See
area 14 for details of what can be found
at the bottom of the icy fissure.

32. Chasm Bridge.

The eastern end of this room has col-
lapsed into a great fissure. Icy vapor
rises from the gorge, obscuring your
view of a narrow stone bridge which
spans the chasm and leads to a
ruined corridor on the other side.

In addition to the natural stone
bridge which spans the chasm, PCs can
see a partially collapsed room on the
far side (area 41). Lurking in this area
but invisible from this side of the fis-
sure are two ice mephits — actually a
pair of dwarves polymorphed by the
baldandar. The ice mephits attack any-
one who descends into the chasm or
attempts to cross the bridge (-2 penalty
to surprise rolls). See area 41 for the ice
mephits’ statistics.

The narrow bridge is free of ice and
deceptively strong. Nevertheless, its
width makes crossing the bridge per-
ilous. PCs must make a Dexterity check
to cross safely. Crawling PCs receive +4
to their roll. (PCs who are struck by a
mephit while on the bridge must make
a Dexterity check, at half if standing, or
be knocked into the chasm.) The chasm
is 50' deep, and damage from falling is
5d6 hp. The chasm is quite large,
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ing more than glorified stone slabs. The
dwarven priests of Thunderdelve used
ancient dwarven magic to alter the con-
sistency of the beds, making them quite
comfortable to sleep on. However, the
beds have since reverted to immutable
blocks of stone.

52, Drull’s Quarters. Draped on the
floor in front of a large stone bed is a

white fur, while hanging on the walls
are several dwarven shields and
weapons. Closer inspection of the walls
reveals that they are perforated with
rows of tiny holes.

The bed (which stands against the
west wall) has a tapestry hanging above
it, and sewn into the tapestry is the
symbol of Thunderforge (an upright, sil-

ver hammer). Above and below the ham-

mer emblem are some ancient dwarven
runes. At the foot of the bed is a steel-
bound trunk with handles on the sides.

This chamber was originally a
library, and the holes in the walls were
once used to support rows of stone
shelves. When the library’s contents
were destroyed centuries ago, the
shelves were replaced with mounted
shields and dwarven weaponry. PCs can
see several dwarven spears, pole-arms,
hand axes and axepicks, none of which
are magical. There are also nine small,
non-magical shields hanging on the
walls, each one depicting the crest of a
different dwarven clan. (See area 46 for
a detailed description of each crest.)

This room suffered extensive damage
during the fyrsnaca upheaval but was
repaired using the hammer of Vitroin, a
dwarven relic found in area 47. This is
where Drull resides when he’s not
slouched in his crystal throne. The white
yeti’s fur was brought to Thunderdelve
by Drull and is worth 1,200 gp intact.
The tapestry is in poor condition and
worth only 50 gp. The tapestry’s runes
(show players dwarven runes #13
— translate to “Thunderdelve/The
Dwarven Paradise.”)

Drull’s unlocked trunk normally con-
tains his armor and other personal pos-
sessions. It currently holds his dwarven
helm of bravery (covers entire head, with
eyeslits; affords +2 to save vs. fear), a
hand axe of throwing +1 and a non-mag-
ical traveling cloak lined with wolverine
fur. Hidden beneath the fur cloak is a
5,000 gp emerald which the baldandar
uses as a magic jar receptacle.

If the baldandar was soundly beaten
in area 33 and forced to retreat to this
chamber, it lies on the bed and waits
until it senses the approach of intrud-
ers. The baldandar then conceals itself
with a veil spell, making its body look
like a large fur draped upon the bed. (A
detect invisibility spell does not uncover
things hidden by a veil spell, and PCs
may actually touch and caress the soft
fur.) After concealing its humanoid form
with a veil spell (lasting 15 turns), the
baldandar transfers its life force into
the magic jar receptacle (the emerald)
and waits for an unsuspecting PC to
come within range of its trap.

The magic jarred baldandar can
sense beings within 150' of the recepta-
cle and tries to possess the most power-
ful party member. The PC is entitled to
a saving throw to resist the baldandar’s
possession. Modifiers to this roll are
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THE RAT TRAP

the thieves are keen to preserve this
state of equilibrium. Recently, however, a
new force has crept into town.

Over the last four months, through-
out the western districts, a series of
ghastly murders has been committed by
a mysterious person or creature known
as “Gobbling Jack,” the nickname owing
to the devoured bodies. Also, there has
been a series of audacious and occasion-
ally violent robberies committed against
the merchants and traders in this area.
A number of wealthy aristocrats have
also been plundered of coin and valu-
able objects d’art. Both the aristocrats
and the Merchants Guild are howling
for justice, as the robberies are hitting
those who have paid their protection
fees as well as those who have not. The
police have no idea of what is going on,
as all their informants have either
clammed up, disappeared, or turned up
victims of Gobbling Jack. The situation
is threatening to get out of hand, as
more and more merchants leave the city
and the economy begins to collapse.

For the Dungeon Master

At the beginning of the year, the
Thieves Guild of Perrin (then known as
“The Friendly Fellows”) was taken over
by a clan of highly intelligent wererats
lead by an unpleasant swashbuckler
known as Greyblade. They migrated to
Perrin via the sewers, which connected
with a series of uncharted tunnels lead-
ing to an underground river to the
North. Traveling with Greyblade were
his consort, Spellfang; his brother,
Gruffle; and his six children Riff,
Gerelan, Retha, Gus, Teryl, and Vatin.
The latter range in age from young
adult to mature. Gus, Teryl, and Vatin
came out of the same litter and so are
much closer than the others. All of his
children fear and respect “Old Man
Greyblade,” but it is Gruffle whom they
love for his sense of fun and depraved
sense of cruelty.

In human form, Greyblade and some
of his followers made themselves
known to the Friendly Fellows Guild
Master, Ferald the Slink. Asking to join
the Guild and promising to abide by its
rules, the wererats were made welcome
by the Fellows.

Greyblade soon repaid this courtesy
by murdering Ferald and his closest
associates before taking over the guild.
The rest of the thieves were given an
ultimatum: join the new regime or die.

Many of the thieves, not being over-
burdened with scruples, have welcomed
Greyblade as a leader, perceiving him as
a new and powerful force. Other thieves
resent his intrusion, which spoils what
was to them a perfectly well running
operation. Now the Fellows are at war
with the city, and all the lucrative pro-
tection rackets have come loose, with
businesses either refusing or unable to
meet Greyblade’s excessive demands
(Greyblade has killed most of these trai-
tors). Many have fled the city, but one or
two have remained and are trying to
work out some means of revenge for the
deaths of their colleagues and the
destruction of their order.

Greyblade’s clan are an elite group of
natural lycanthropes known as the
“lords.” Greyblade often styles himself
King of the Wererats. Other lycanthrope
genotypes are certain to have lords, but
their existence has not yet been record-
ed (see “wererat lord” sidebar).

Greyblade and his followers have been
around for nearly a century, wandering
from city to city, robbing and pillaging
for a while before moving on. Their
usual tactic, and the one that they have
employed in Perrin, is to infiltrate the
local thieves guild, murder its leaders,
and assume control, infecting all their
new followers with lycanthropy.
Greyblade makes this transformation
more palatable to new recruits by dress-
ing it up as a kind of religion, “an initia-
tion into the true mysteries of power.”
Victims of Greyblade’s infection are
heirs to a kind of bloodlust that must be
slaked every month or more, hence the
recent vicious murders. Thus Gobbling
Jack is not just one monster, but several.
Greyblade and his “court,” as he calls
them, are immune to this condition or
else have learned to control it. This does
not prevent them from indulging it
whenever they see fit.

Once Greyblade and his mob have
robbed their current location of every-
thing that isn’t nailed down, they leave
the city by some previously arranged
bolt-hole, taking only what treasure they
can carry with them and leaving the
new wererats to fend for themselves.

Without any strong leadership, the
new wererats are eventually discovered
by the authorities, hunted down, and
destroyed. Most governing bodies are
ruthless in their efforts to destroy the
threat of plagues, especially such evil
and destructive ones as lycanthropy,
which have the ability to spread anar-

chy on such a terrifying scale.

The beauty of Greyblade’s tactic is
that once the authorities have eventual-
ly hunted down the last wererat in the
city, they think the problem is solved.
Finding most of the stolen loot also goes
a long way to convincing them. In reali-
ty, of course, the problem has merely
moved somewhere else, and the whole
evil cycle starts up again.

DM’s Note: Greyblade’s current mob
consists of infected thieves from the
Friendly Fellows. They are a motley
crowd, and their appearance varies
from extremely well-dressed to beggar-
like. They behave as standard infected
wererats with the following adjust-
ments: All infected wererats may trig-
ger their change into rat form if they
are in danger or possessed of an urge to
kill. They may also change if a wererat
lord is presently in sight. If confronted
by blood or violence while in rat form,
the infected wererat must make a sav-
ing throw vs. polymorph at -9 or fall
victim to bloodlust (see page 53 of Van
Richten’s Guide to Werebeasts for fur-
ther details). Wererats in bloodlust
receive a +2 attack and damage bonus
and a -2 to AC. The bloodlust leaves
the wererat once the original stimulus
no longer confronts the wererat.

Arrival at Carn Perrin (Day One)

Before you lies the city of Carn Perrin,
capital of the kingdom of Rondar. It is
a spectacular sight, with its white glit-
tering walls and red tiled turrets.
Here lies the center of all knowledge
and learning in Rondar, for within
these walls are some of the kingdom's
finest libraries, universities, theaters,
and cathedrals. For the less intellectu-
ally inclined, here also can be found
some of the country’s finest taverns,
music halls, and bawdy houses.

However, things are not as rosy as
they seem. For months you have been
hearing rumors of evil doings in
Perrin. The city is in the grip of a
crime wave which is bringing trade
and commerce to a standstill.

As if this weren't enough, a series
of grisly murders has been committed
throughout the city. You have met
many merchants on the road who tell
tales of being robbed during the night
by the mysterious killer, or “Gobbling
is apparently due to the devoured
Jack,” as he has become known. This
nature of the bodies found.
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ESMERELDA’'S BODYGUARD

LETTERS (Continued from page 6)

the PCs into little pieces for taking him
away from the fair Esmerelda. The PCs
might have Esmerelda write up “arti-
cles of freedom” for Cyrano or some
document that charges him to go out
into the world and destroy evil in her
name.

On the other hand, Cyrano is a mag-
ical, sentient creature, and they may be
bothered by the question of whether
taking him apart is the “right” thing to
do. Such a matter should be governed
by the desires of the PCs and the tem-
pering judgment of the DM.

Taking Cyrano apart yields 3,000 gp
worth of precious metals and gems, but
the local blacksmith charges a fee of
300 gp to do this (not to mention he
requires the PCs to protect him if
something should go wrong). The black-
smith also charges 300 gp to extract
the materials from Gomez’ remains.

Even if they wind Cyrano back up,
eventually he wears out. Every time he
is rewound, there is a 10% chance that
his internal mechanisms break. Only
Felipe could repair him without chance
of error, but another wizard (at least
15th level) can try to do so. Attempting
a major repair costs 1,000 gp and has
only a 30% chance of success. Repairing
Cyrano’s lost hp is also expensive: it
costs 100 gp for each hp restored, and
for each hp restored, there is a 1%
chance (non-cumulative, roll for each hp)
that Cyrano “breaks.” If he ever loses
75% of his hp, he is unrepairable. The
guidelines for Cyrano apply equally to
Gatino.

Keeping Cyrano around could be a
lot of fun for the DM. Unfortunately, he
is reckless in battle, and often taunts
opponents when least expected. He is
not much for sneaking around, but he
is big on partying like a true swash-
buckler. Because he has expensive
tastes, he insists on nothing less than a
full share of treasure. Q

Which reminds me: | think it's a
great idea to give credit to your cartog-
raphers. The maps have been getting
better and better every issue, and 1
greatly appreciate that.

Finally I'd like to say that even
though I haven't been able to read any of
the full adventures in issue #60 yet (I got
it only last night), I was very impressed
with the SideTrek "Centaur of
Attention." It was a very creative little
encounter. Now where can 1 fit that into
our game ...7

Forrest Elam
via e-mail

No Electricity!
The adventure "Jigsaw" in issue #61
was well written, if a bit unimagina-
tive, and made for entertaining read-
ing. It was however a total waste of 20
pages which could (should) have been
used for a classie, conventional TSR
adventure. An adventure set in the late
1800s or early 1900s on Earth has no
place in DUNGEON Adventures, or should
I expect to see Boor HILL®, ToP
SECRET®, GAMMA WORLD® or STAR
FrONTIERS® adventures appearing every
so often. As it is, adventures which take
place in AL-QADIM®, Oriental
Adventures, PLANESCAPE and DARK SUN
(which I enjoy) often cause conversion
problems for DMs who are unfamiliar
with the setting. While AD&D medieval
setting RAVENLOFT, FORGOTTEN REALMS®,
BIRTHRIGHT (which I don't really care
for) and even the Celtic adventure
"lasc", from issue #60, are all easily
convertible, into most D&D® campaigns,
"Jigsaw" is not. Things such as electric-
ity, pistols, and a lack of magic do not
transfer well. Setting this adventure
into a standard D&D campaign makes
"The Monster" an easy kill unless the
party of 4-6 level characters does not
possess any weapons +1 or better (very
unusual). How much damage does an
army pistol or a derringer do anyway. |
tried using heavy and hand crossbows
as substitutions but compared to multi-
shot pistols they proved inadequate,
And the electric chair ... Please keep to
fantasy and medieval history and stay
away from anything historically realis-
tic more recent than 1453.
Edward V. Albert
Howard AFB, Panama

Most of those who have written to us on
the subject also want seiting-specific
adventures, but we agree they should be
limited to one or two per issue — and

two only when one of them is among the
medieval fantasy settings, like the
FORGOTTEN REALMS®, MYSTARA®, or
GREYHAWK® campaigns. As long as we
continue to receive good adventures for
them, we'll continue to support all the
AD&D"® game worlds in addition to the
generic settings.

Planar Corrections
Congratulations on your 60th issue. I
really loved "Shards of the Day," the
Underdark adventure, and I intend to
use it in one of my campaigns. [ like
the way all of the major races of the
Underdark (except the aboleth) were
used.

However, my major reason for writ-
ing deals with "Nemesis." I love the
PLANESCAPE campaign setting, and I
might just use this as a sequel to the
"Umbra" session I did a few months
back. Unfortunately, I am a stickler for
details, and I must point out some mis-
takes Mr. Perkins made. (I know the
setting like the back of my DM screen.)

#1. The gatehouse is not the head-
quarters of the Xaositects, as Chris
implied. It is the headquarters of the
Bleak Cabal.

#2. You can't enter Sigil via a mirror
of mental prowess. The rulebook made
it quite clear that the only way to enter
Sigil is by one of its portals.

#3. I looked at everything I know
about tieflings, and there's nothing in
their description (both the rulebook and
the PS MC Appendix) that says they
are immune to the Styx's memory
draining powers, so I assume they are
not.

Despite this, I enjoved "Nemesis"
and hope to see more PLANESCAPE
adventures in the future. (I have some
good ideas for them myself; you may
see some of my proposals). Keep the
great modules rolling, and I'll see you
in the Lady's Ward.

Brian Corvello
Phoenix, AZ.
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