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The Door from Everywhere 14 
by Roger £ Moore 
euler ot the Netherese empire, and explore 
them at your own peril, A DBID Foraorten Reauns: adventure 
{or 6ih-lovel PCs but adaptable for levels 3 and higher. 

Thirds of Purloined Vellum 44 
by Graham Rabat Scot 
In Athkatla, nothing is more dangerous than a merchant with 
‘a bee in his britches, A D&tD Forcorttn REAMS adventure: 
for 1st level PCs but adaptable for levels 2-7. 
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Make It Big 68 
by et Oa 
‘When you hong with hil giants, a tle creativity can go a 
long way. A DEAD Side Trek adventure for gth-lavel PCs 
bbut adaptable for levels 5-13, 

The Seventh Arm 
Ti Laat 

ne demonic medallion is the key to a tyrant's hidden 

and your horrible doom, A D&D adventure fur sth 
PCs but adaptable for levels 3-1, 

The tyrant Yenej Togan is dead, but his half-forgorten treasures still attract a strange and sinister crowd, 
Stephen Daniele depicts a terrible triumvirate of villains searching for the secrets of "The Seventh Arm.” 



EDITORIAL 

Praise Pelor! 
D&D Can Improve Your Wisdom 
by Christopher Perkins 

{As you know, | run a DBD campaign every Wednesday night. 
Pierce Watters, our circulation director, plays a more-devout= 
than-wise cleric of Pelor named Chuko, and he shared a won- 
derful anecdote with me the other day~one that made me say, 
"Heavens, that sounds like an exltoral!” 

During one session several months ago, Chuko and his sta 
wart companions stormed the royal palace in Retheq, hoping. 
to rid the city of vistfos, a polymorphed gelugon devil who 
‘was conspiring to usurp power. The palace had been magically 
sncesed in 20-foot-thick ice, but the heroes called upon their 

beholder ally Bhol-Dargyn (Mr. B” to his friends) to use its 
disinragrare ray 10 "burrow" a passage through the icy barrier 
After slaying legions of charmed guards and vile half-fiends, 
the heroes stormed into the heart of the palace and faced their 
rnomesis, only to have him slip from their grasp, 

Denied the head of Evistifos, Chuko called upon the power 
of Pelor to destroy the devil's ice cauldron-the source of the 
palace’s glacial sheath, As the cauldron melted beneath Pelor’s 
divine light, iremors rocked the palace as the Ice cracked and 
splt, Fearing the bulding’s imminent collapse, the heroes fled 
Outside, they soon found themselves caught in a downpour of 
Fractured, 30-foot-long ico shards that had broken away from 
the palace wall, Wicked DM that am, | had each of the fl: 
ing heroes maks a Reflex saving throw, All of them succeeded 
save one, praise Pelor! Chuko rolled & 1. 

Lumbering behind the others in his heavy suit of armor, 
the cleric managed to escape the trembling palace anly to find 

himself about fo be crushed ta death by a cathedral-sized shard 
of ice. 

Fortunately for Plerce, another player leapt to Chuko's res 
cue, Shawn Blakeney’s character-a half-drow rogue named 
Liithsacrificed a Hero Point (see my editorial in Issue #75) 
to shove Chuko out of the way in the nick of time, The cleric 
was alive to count his blessings, after all, The palace, though 
shaken, weathered the thunderous cascade just fine. 

Al of thio relates to the spring quake we experienced here 
in western Woshington State, which measured a jostling 6.8 on 
the Richter Scale. One of the things you're not supposed to do 
during an earthquake if you're indoors is run outside, because 
there's a pretty good chance youl ger clocked by falling debris 
1s you vacate the premises. I's generally safer to hide under 
some heavy furniture or stand in a doortrame and wait for the 
ahaking to stop. 

‘When the quake struck in March, many people bolted from 
their cubes and headed for the exit, Pierce, on the other hand, 
leapr into the nearest doortrame and waited. He had recalled 
CChuko's harrowing experience and how the cleric was nearly 
crushed to pious pulp while fleeing the royal palace. 

Pierce told me afterward that he had learned Chuko! 
wall, DBD tought him how to survive earthquakes. So now t'm 
curious=what has the game taught you? 
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LETTERS 

Letters 
Soapboxes for EVERYONE! 

Tell us what you think of this issue's adventures. Write to: 
Letters, DUNGEON Magazine, 1801 Lind Avenue S.W., Renton, 

WA 98055 or send an email to dungeon@ wizards.com. 

READER, INTERRUFTED 
Mr, Thomasson, 

Firstly, welcome on board. | look for~ 
ward to berating and applauding, your 
work in issues to come. 

Second, | just completed a long two 
weeks of standing at my mailbox and 
pouting because my first subscriber 
isgue of Dunazow was not inside. Today, 
my long wait was rewarded. OF course, | 
tore info it immediately, reading nearly 
‘every page starting with my favorite 
section: | was interrupred 
somewhere in the middle by my younger 
sister, | had not taken out the included 
CD and passed It immediately to her 10 
investigate while | read. tm glad she 
interrupted: | loved the CU, the “How to 
Create 9 Monster” article will be very 
helpful to my younger brother, who is 
running a world of his own creation and 
has had trouble designing balanced mon- 
sters. ve only been playing DED for a 
few years, and | have only been a OM 
for this last year. To look at a copy of 
Dunoeow $1, be it digital or otherwise, 
was just inspiring. | am now happily 
drowning in art. To all those: people who 
think you need more text and less art: 
‘You are just lacking some hasic appreci- 
ation of true culture, Personally, | think 
Dunteow could use more art, but that is 
neither hore nor there 

Finally, | am a huge fan of the drow 
and have never been able 19 run @ suc- 
cessful low-level campaign involving 
them. “The Raiders of Galath’s Roast” 
(issue #87) looks to be my answer: | am 
currently planning a soda-and-pizzo 
campaign weekend (because my current 
group is sill wandering in the “Dungeon 
of the Fire Opal” from Issue #84). 

P.S, Keep up the great work. No mat- 
ter how busy or time constrained the job 

september/october 2001 

‘might feel, your commitment to Duwacaw's 
quality will always be appreciated, expe- 
cally by the Gonrz family 

Taylor Gontz 
Harrisburg, PA 

Thani, Tayk 
high expec 
Dunoon. fim 2 big 
tions to enhance outstanding adven 

and palettes for 
you art buffs, plus some fantasti 

TEARS OF JOY (& RELIE 
Hust Issue #87, and | have to 
ay that | almost wept. I now understand 
and truly appreciate how much work 
you and all the others put into Duncan. 

The entire Issue ls spectacular, and 4 
am proud to be a smal part off. | also 
want to express my appreciation for Bob 
Klasnich’s work. The ilustrations (For my 
adventure, "The Cradle of Madness”) re 
fantastic and | was blown awey by the 
view of the ruined keep, The antention to 
derail was perfect it's almost a6 if he 
read my mind 

{cant thank you enough for being so 
helpful during the creation and revision 
process. My first stab at professional 
writing. has been ne. Thanks 10 
you and everyone involved. 

Weeping on my keyboa 
Rob Lee 

Greenbrier, TN 
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MONE BANG FOR YOUR BUCH 
have been devouring Issue #87 for the: 
past two days. Wow! The adventures in 
#87 are even benter than the adven- 
tures in Issue #88 by the “big names” 
“The Cradle of Madness” is. absolutely 
the best grd Edition adventure | have 
seen yet, and | have read all the adven- 
tures Wizards of the Coast has published 
for the new edition of DBD thus far. 
Kudos to Mr, Lee. | really got a sense of 
total insanity from reading the adven- 
ture, and Dunoeov was not afraid to 
print the blood and guts that accompany 
such madness, The forture chamber was 
chilling to say the least | am not a fan of 
Forcorren Reams ar_all, bur Mr. 
Williams's adventure “The Raiders. of 
Galath’s Roost” is incredibly well done. | 
ccan almost feel the grit that he and the 
other designers have Infused into the 
new Fonaorren Reams setting, All| have 
to say about thar Is W's about rime, 

dealing 30 points of damage would heal 
3 hit points.” Wouldn't an ice golem hit 
with @ 30-point cone of coll freal 10 fit 
points? Is the example incorrect, or Is the 
error in the sentence immediately pre- 
‘ceding the example? | don't know, maybe 
| am reading something incorrectly. 

Eric Evans 
St, Plymouth, NH 

ericevansg377 @earthlink.net 

Doh! Math is hard. There's @ reason us 
editors is working with words instead of 
with them numbers. Good catch, Eric. 
The example was flawed, but the actual 
description of the ablity is stil correct 
(3 cold effect does cure 1 point of dam- 
age for each 3 points of damage deat) 

We're aciually quite proud of our 
value per page, and more gomers are 
starting to recognize that. Keep spread- 
‘ng the word about us! 

HE NEW YULES MAKE THE DGD GAME MOFE 

ENJOYABLE AND ACCESSIBLE, AS THE ULES ATE 
SUAWPLIFIED, STPEAAALINED, AMD FLEXIBLE... 

| ove the new section heading font. 
You guys seem to be constantly tweak- 
ing the mag for the better! 

have only scratched the surface of 
“Glacier Season,” and I have not yer read 
“Valley of the Snails,” bur | expect they 
wil ive up to the quality of the other two 
adventures in ssue #87. One final “wow” 
is that losue #87 is 144 pages long, At that 
price For quantity, Duvacow is the best 
value in the gaming industry, bar none. | 
paid about $3.00 with my subscription 
for Issue #67. ArT 144 pages, thas abour 
2 cents per page, | pay $10.00 for 32- 
page stand-alone adventures. That's ge 
Cents per page for a stand-alone adven- 
fure, which means | spend 16 times more 
for stand-alone adventures. How do you 
do Ir? How do you provide [such] quality 
for a lower price? 

tiven in all its near perfection, how- 
ever, | managed to find a “problem” in 
Issue #87, which actually seems to be 
little more than a mathematical error. | 
was reading the statistics for the ice 
golem on page 104. and | found these 
puzzling sentences in the magic immu- 
rity feature: “A cold effect cures 1 point 
of damage for each 3 points of damage 
it would otherwise deal. For example, a 
damaged ice golem hit by 2 cone of cold 

MANA FROM THE CODS 
fm writing to you to let you know that 
after buying my first copy of your mag. 
azine, | enjoyed it enough to put in a sub 
scription for three years. Lam & DM who 
started playing DED hack in 1979 when 
{was only 9 years old, but | stopped 
playing around 191 when the real world 
caught up to me (olong with burnout 
from being the DM for almost all of my 
playing time). When Baldur's Gate 2: 
‘Shadows of Amn came out (added to the 
announcement of Neverwinter Nights 
included with the game), my interest was 
piqued enough that | went out and 
ought the new edition of the Player's 
Handbook and Duwscow Masrex’s Guide 
and was won over instantly. The new 
rules make the DER0 game mare enjoy- 
able and accessible, as the rules are sim 
plified, streamlined, and flexible enough 
to allow for greater creativity among 
players and DMs. 

Tmanaged to find @ new game group 
consisting of 3 adult women, 1 teenage 
Gil, and 2 other guys. Most of my new 
roup were unfamilar with the D&D 
‘game in general, and they have enjoyed 
the new edition quite 2 bit. The only 
problem that | have experienced is the 

lack of time available as a working per- 
son and a homeowner to prepare 
adventures for the parly, The availability 
of your magazine 's mana from the gods 
for me. Even if | can't use most of the 
material, | can stil use the ideas pre- 
sented as a timesaver. Kudos fo you all 
for providing this service! 

As a side note, your “Oooops Tile” 
entry for Issue #80 was in error, since 
the inal AC of 28 is correct. You forgor 
10 add in the base AC of 10 that everyone 
starts with, So, 10 (base) - 8 (size) + 26 
(natural) docs indeed equal 28, | have no 
defense for the ducks though, 

George Stewart 
via emall 

Sigh. We're big dorks, Math is hard, 
Yadda, yadda, yadda, See my comments 
above, Blah blah, blah, 

Seriously, George, thanks for catch 
ing the mistake we made in “correcting” 
our rext, Must... use... caleularo, 

N© ERRORS IN OUR WAYS 
| thought I'd drop a line to share some 
thoughts and opinions. 

First, congrats 10 Chris. Thomasson 
for getting suckered . ..| mean, coerced 
into being the new editor. With as many 
{reat minds as seem to be wandering the 
halls of Wizards of the Coost these days, 
how can you go wrong? Just remember: 
As an editor, sleep ts optional 

Second, | just wanted ro. say thar 1 
love the mag: keep up the good work. In 
general, that kind of comment is usually 
followed by some criticiam: “Keep up the 
good work, oh, by the way, I can't 
believe you've been running adventures 
with elves lately! Whar's up with thar? 1 
hate those pointy-eared hobgoblins ." 
or the lke. This is not the case with me. 
Hove the mag; keep up the good work. 
In fact, I hadn't read Dunacow regularly 
for 2 fooong while (I think I subscribed in 
the Issue #re-18 range) but decided 10 
subscribe for three years based on the 
strength of one issue (#84, for those of. 
you playing the home game; gotta love 
them drow). Clearly | like where the 
magazine is, and [trust where the maga~ 
zine is going. If y'all are ever in Tallahas~ 
see, you've gor a beverage of your choice 
and a hide-a-bed to crash on. 

Third, to throw my hat into the solo 
adventure debate, | love (good) solo 
adventures. They were my primary 
means of actually experiencing (A)DEID 
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for many years (I lovingly wrote a col- 
‘umn about Fighting Fantasy books sev- 
ral months ayo). With the new edition 
of DBXD, solo adventures can possibly 
serve as 8 great way to play something 
off-beat, different, and 
are Klatvos, 2 dwarven paladin r 
turned into a vampire. You awaken in a 
cavern that seems suspiciously ke the 
Inside of a sea creature's belly..." On the 
other hand, a litle goes a long way; one a 
year (or every six issues, should you all 
do something odd lke go monthly) would 
serve me fin, personal 

Fourth, | loved the inclusion of Issue 
#1 on the latest CD-ROM, and | would 
gladly support any such further efforrs 
You are taking pre-orders w for the 
Complete Dunorow Magazine CD-ROM 
archives, right? 

Well, that should do it for me. Thanks 
for imaking such a fun mag. I've 

sald It before, and fl say It agaln: In my 
mind, if never been such « wonderful 
and exciting time to be a gamer. Keep on 
keoping on as one of the reasons why 

Steven Marsh 
Editor of Pyramid Magazine 

Thanks for rhe kind words, Sre\ 
ice 10 hear praise, especially 

n. it's 

42 september/octaber 200: 

Wow! | was fatal 

‘was rendered breathless by the extilo- 
rating build-up from Taigil’s unguench- 
able thirst for vengeance through the 
treacherous frozen plains of the tundra 
that led ultimately to one of the most 
peritous, heart-wrenching batts | have 

fought. Encore! Encore! Truly it will 
be a fale to tell for quite some time. With 
that I salute and congratulate you. 

{also wanted To ask you guys and gals 
uple of questions: 

Being a new subscriber to Dunacow 
Magazine, | want to know where | could 
buy more recent back issues that | have 
missed, such as Issues #B4-86, 

Second, could you could print a leas 
flew 
see a lot of low 

In your magazine, and b 
lke the litle guys, we to 
the dangers and th 
search of fame and fortune, whether it 
be in the lair of an infamous elder wyrm 

of ani 

woh adventures in each Issue? 
adventures 

jeve me, just 
ike to brave 

Is of the unknown in 

or Facing the mi si 

iously twisted sorcerer, No matter what, 
after all is said and done, it is the stuff 
that so many of us have come to love 
and crave. So how abour ir? 

Jimmy Garner 

som) for de 
would like ro see more hig 

adventures, especially above 15th level. 
Hear that, writers? 

REVERSE ENGINEERING 
First, | want to say thar Dunacow rocks 
Whenever we get to actually play the 
game (which is a rare occasion), t have 
almost no trouble pulling an adventure 
out of my sleeves that works for my 
players, ethough Dunaeow hes switched 
to 3rd edition and we sill play ADEND. 
The adventures. themselves. have just 

getting better, That sald, how do 
you submit a “Map of Mystery"? | don't 

rd-Edition game yet, but Id 
like to submit maps. Thanks a ft! 

Jove Carothers 
Big Bear, CA 

Anew life awaits you at the end of the Chernak River, 
provided you can survive its many perils, A D&tD 
adventure for gth-level characters. 

The heads have started rolling, and time is running out. A 
D&D adventure for 12th-level characters. 

Love is in the air! Come to think of it, death is in the air, 
too. A D&rD adventure for 4th-level characters. 

It's a dishonorable job, but someone has to do it. A DEtD 
Oriental adventure for rst-level characters, 

R 
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THE DOOR FROM EVERYWHERE 

The Door From Eve rywhere 
Some Portals Are Better Left Unopened! 

hy Roger £. Moore 
artwork by Wiliam O'Connor» cartography by Christopher West 

“The Door from Everywhere” is a DOrD Forcorren Reams adventure for four 6th- 
level player characters (PCs). At least one arcane spelicaster is required. The usual 

mix of classes, races, and abiiries is orherwise preferred, bur with a strong emphasis 
on combat ability, physical or magical, for every individual, The adventure might turn 

into a wide-ranging free-for-all at some point, and each character risks being 
separated from the others and attacked by multiple opponents in unfamiliar territory. 

This adventure takes into account the events in the Forcorren Reais novel Death of 
the Dragon and the DOtD game product into the Dragon's Lair, which takes place 

shortly after the end of the novel. The action requires that the PCs (who are assumed 
10 have gained some renown in the kingdom of Cormyr) be in the capital, Suzail, 

abour Midsummer of 1372 ox. The PCs might be present for any reason bur 
should be easily seen in public, so one or more of the PCs can be identified on sight. 

The action in this adventure is nor scripred, bur the DM should account for the 
passing of time as usual, After the PCs have been gone for one month, 

a new party of adventurers will be sent on the same mission. 

| Magic Items Monsters 

Adventure Bacsaround 
By mid=1g72 o.,, the battered kingdom of Cormyr is coming 10 
ffrips with its condition after the brief but nearly ruinous 
Dragon's War, The first half of this year brought an uprising 
by several families of traitorous nobles, the ravages of a great 
dragon and its allied monsters, a chaotic invasion of goblins 
and orcs, the loss of one major city and grave damage to 
another, and the loss of the realm’s most powerful and expe- 
rienced leaders. The crown’s hold on Cormyr’s northern and 

northeastern frontier is uncertain at best, Hunger and disease 
are everywhere. Refugees are returning home across the 
realm, but the whole socal fabric is disrupred. Food is costly, 
and money is scarce. In a kingdom that has known relative 
security for ages, fear and confusion now fill the populace. 

By Midsummer, with the worst turmoil ended, the Stee! 
Regent Alusair struggles to maintain civil order across her 
lands. Tilverton is now a dark. shadow-filled waste called the 
Black Crater, but soldiers are building an ourpost near ir 10 
hold the land for the crown. The trade routes once going 
through Tilverten have been reopened, but at some distance 
from the crater. The city of Arabel, retaken in ruins From the 
‘orcs, is being rebuilt. Orcs, goblins, and bandits in the north 
and east are being fought and chased out. Still, the Purple 
Dragons, Cormyr’s great army, suffered grave Josses in the 
fighting and are barely able ro patrol the heart of the kingdom, 

 Non-Player Character (NPCs) @ Objects W Settlements 7" Traps 

much loss the outer ragions where numerous nonhumans 
prowl. Sembia is making unsubtle overtures to take land and 
influence away from the realm. Many noble families. hoard 
their resources and even their collecied taxes from the crown, 
strengthening their own lands and guards in the event of fur- 
ther disaster. Some nobles might yet pull their lands from the 
kingdom and declare themselves independent of the monar- 
chy, though the consequences for them would be dark indcod. 

‘On the good side, Alusair can draw from the crown's secret 
store of gems to make up for lost tax revenue and trade income, 
Bridges, castles, and towns can be repaired, Army payrolls can, 
bbe mer. Roads can be cleared. So many gems must be sold, how- 
fever, that the prices of gems across Faerdn will be depressed 
‘unless she seeks distant markets for their disposal. 

‘Auusair must take every measure to reinforce Cormyt’s 
authority over the lands it retains, and strong-arm rebellious 
nobles into obeying her will (or atleast doing no further harm 
{0 the realm). She must learn the cause of the disaster in 
Tiverton and, if possible, prevent it from happening agsin. 
‘Arabel must be brought to full strength, all bandits and nonhu- 
man invaders destroyed, and the northern trade routes kept 
secure and open, Lands from which commoners were driven 
must be reseitled and farmed. Perhaps Sembia can be bribed 
to keep its hands off the eastern lands, and sea trade can be 
subsidized and expanded. Perhaps magic can boost crop 
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SCALING THE ADVENTURE 
This adventure is intended 10 fit into am unyoiny 
Reams campaign with Cormyr in the limeliht. The a 
can he transferred to your 0 
ff its flavar—that being the dire 
ature of the opponents. the PCs face 

adventuring, hare 

fii myr, the 
al compl 

vithout appropriate substiuti 
andl thes le 

duce info th 
bye adjusted for high 
ply by adiny 
progress of the a 
ceaution that a 
adventurers 
Cormyrian crown to begin with. General sugsesti 
crher levels 

grd-sth level PC: 
large yroup of such characters 

of the peculiar way in which adversat 
by p ‘encounters can easily 

of lower-level adventuring, partes sim 
overall nature and 

ith the 
‘oF sublracting foes, The 

snture need not change at all 
small oup of inexperienced or Irouble-some 
fould not be selected for this nvssion by the 

ns follow for 

IF the adventure 
about eight 10 ten of them, 

would be appropriate. Otherwise, cut the number of opponent 
through cach 

nd Purtabs 4, 5. anal 
(particularly orcs) at or comin portal. W i 
important to note that the: monsters be 
were ineant tw be exceptionally dae 

te. ADM can allow low-level PC 
dence of thes monsters, warning 
(We the HC that 4s 100 beh 

to any level of 
to discover early ev 

‘hem of the danger ahead 
choowe to Strikingly Wfotiko 

yields, There is 50 much to do. The regent appears weary and 
Tense these days, finding litle solace In the news her generals 
and scouts bring. Worse, her explosive temper is fraying 
nerves throughout her court, and she is often more Feared 
than trusted. 

In the process of detailing troops to replace those at the 
Black Crater of Tiverton, Alusair receives reports that new 
bandits were spotted nicar there a day earlier, Their lar se 
to be an anclent collection of ruins in the Stonelands a few 
imiles from the Moonsea Ride, not far to the southwest of lost 
Tilverton. Alusair consults her War Wizards and learns that 
the ruins probably date from the time of Netherl, millennia 
ago. Thore is always chance of finding magic items in any of 
Netheri's ruins, and the possibiliry of bandits gaining this or 
other advantages is unnerving. Alusair delegates one of her 
Trusted commanders from the Blades, Lord Falzo Hawklin of 
Suzail, to get reliable adventurers on the problem right away, 
people the crown can trust, She wants the bandits wiped out 
and the ruins examined in derail, She is saving her Purple 
Dragons to handle larger problems, rather than break her 
army into tiny pieces to chase down every potential rrouble- 
rmisker in the war-weary realm. 

Lord Hawklin leaves the Steet Regent, grateful she has not 
seen fit to challenge him to another duel to wear off her Frus- 
tration and rage at the kingdom's dire predicament. Rather 
than posting 9 goncral advertisement for adventurers, Lord 
Hawklin gets the advice of the College of War Wizards, who 
maintain a vast system of records on every arcane spellcaster 
known to operate within the kingdom. He also checks with the 
commanders of the Purple Dragons, who issue the adven 
ers" charters in the realm. After a day's consideration, Lord 
Hawklin sends number of servants to locate any members of 
adventuring groups on his shortlist, ones he feels will do a 
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reliable job in cleaning our the bandir nest and exploring the 
ruins. The first group Lord Hawalin’s servants discover and 
recognize in the streets of Suzail is (surprisel) that of the 
player charactors 

Abventure Srnorsis 
In mid-rg72 0. the PCs are hired by the Cormyrian govern: 
ment ro clear our a reported lnr of bandits along the Moonsea 
Ride, the main road heading northeast out of Cormyr, The 
Moonsea Ride leads (or once did) to Tilverton, a border city 
that was destroyed in Mirtul of that year by on unknown mag.- 
ical attack of great power 

The “bandits” turn out 1o be an assortment of vilains andl 
monsters from distant parts of Faerdn, all fighting each other 
in the ruins of what was once an ancient military post, 
Exploration of the ruins confirms that they are Netherese in 
origin, over two millennia old. The foreign visitors hore arrived 
by using 0 newly activated portal network that the Netherese 
built. The PCs have the chance to temporarily shul down the 
portal system to prevent more visitors from arriving, but they 
must also fend off Zhentarim arracks and other monsters while 
doing 50 

'No particular plotline or ime schedule must be followed ro 
resolve the mission. Once the PCs reach the ruins in the 
Stonelands, they are largely on their own in determining what 
to do next and how ro tidy up any mess that resul's. The actual 
selling are minimal in nature, so you can set up all encounter 
areas quickly and easily if using tabletop miniatures 

(naracter Hooxs 
The PCs must be reasonably reliable in the eyes of the 
Cormyrian government. They are given considerable fatitude 
to deal with the problem before the crown, and thus have 10 
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be trustworthy. It would help if one or more of the adventur- 
ers had connections re nobles loyal to: the crown, perhaps 
even being minor nobles themselves, Characters with histoties 
of fighting on the side of Cormyr in the recent Dragon’s War 
or other conflicts, or aiding the crown ot Cormiyr'’s people in 
somne way, would have a clear advantage at the start inthe 
relations with Lord Hawk, 

Iris possible that orie or more characters have heard of the 
lite King Azoun's long-standing offer to grant the. tile oF 
Baron of the Stonelands to anyone who built a caste there, 
lived in it, and kept the area free of Zhentarim, bandits, mon 
sters, and so on, It is well known that the Stee! Regent also 
honors this policy, and she would further like someon to 
establish a new caravan stop fo replace the ont at Tiverton 
(which would also strengthen Cormyr’s hold on irs northeast 
em border). The value in creating’ stronghold and gaining, 
noble titles might move a group of PCs to use the Stonelands 
ruins a8 the foundation of their future home, particularly if 
they uncover the well near Portal 

Much of the general information about the state of Gormys, 
given in “Adventure Background,” should be available to the 
PCs from conversations held with almosr anyone around the 
capital, Suzail, The contlics with some noble families, mardud= 
ing nonhumans, and so forth, are common knowledge. 
However, what really happened fo Tilverton, some of the 
background machinations of the Dragon's Wer, ahd what the 
Steel Regent means to do about the curtent troubles remain 
‘unknown to the public and the PCs. 

Aecinnine tre Adventure 
‘One or more well-known adventurers are approached by a 
young, teenaged page on horseback. The payte (Female half-elf 
Arit) might have been noticed moments earlier, scanning the 
‘crowd tn Suzall or watching the PCs as iF unsure they are the 
people she seeks. Once the page approaches, the PCs see that 
the unarmed youth wears fine clothing ‘and the badge of a 
noble house in Cormyr (that of the Hawklin Family). The page 
Guides the horse close to the PCs, hails them intly, and. 
asks their names. If asked why, the paige replies, “I have busl= 
ness from the crown." but says fothing further. If the group 
properly identifies itself, the page invires the group ro come to, 
Lord Hawklin’s manor within the hour. “M'lord wishes to speak 
With you directly,” the page finishes, A briet period can be 
allowed to dasemble the reat of the group. The page leads them 
all to Lord Hawklin’s residence, a small manor with marvelous 
gatdens along the hotth side of Suzai’s great Promenade, 

Lord Falzo Hawkltn (male human AriG/Ftr4: Diplomacy +6; 
Knowledge=history +7) is @ stunningly handsome and inteli- 
gent young man, quite mature, sophisticated, and collected in 
his manner and bearing. Tall, dark haired, dark eyed, smooth 
voiced, and impeccably dressed in black, he fe ¢nough to make 
anyone believe that maybe some nobles really are better than 
everyone else, He moves and acts in a relaxed, casual man- 
‘ner, bur his mind is quick and he is obviously athletic. He wears 
only an otnate, cerémonial-appearing dagger on his belt (+2 
dagger of speed), but hé carries several other magic devices 
(ring of mind shielding, +3 ring of protection, and +4 bracers: 
of armor) 

He invites the PCs to sit with him ih a large. open gazebo, 
saying that they are well warded there against spies of nearly 
any sort and can enjoy the bresaRs and summer Flowers a 

they tal. Once the PCs are sented into their chairs. Lord 
Hawklin has a servant fetch drinks for everyone, then hegins 
‘speaking the moment the servant has left the gazebo. He uses 
the “royal we" while speaking with the PCs, as he is acting as 
the Steel Regent's direct agent in assigning the mizeion 
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Lord Hawhlin pauses fo look at the characters directly and 
see whether they are Interested, even though he's described it 
in only the vaguest terms, He responds to most questions 
(exact nature of mission, reward offered, problems expected) 
with, “We'll get to that shortly.” IF pressed, he calmly says, "You 
‘are being offered a mission directly from the crown, It's the 
‘sort of mission that makes you an agent of the government, 
and we need people who have the best interests of Cormyr in 
mind when they rake i. There's more ro this mission than I've 
said, yes, but we are reluctant to disclose anything further 
until we have your sworn agreement fo fake up our cause, We 
have appointments with two other bonds of heroes after this 
‘one, but you were our first pick. Are you in?” 

Assuming the PCs agree to fake the inission as described, 
Lord Hawidin nods, sarisfied, and continues: 
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“In addition ....” Lord Hawhlin pauses again, his expres- | 
sion hard to read. “in addition, you are not to discuss your 
mission with anyone other than myself, Captain Dunman, or 
2 higher representative of the crown, You are not ro Talk 
about anything unusual you see at Tilvertan with anyone in 
this city or anywhere else The kingdom does not need 3 
‘tholisand new panicky rumors flying around about what 
happened there; we havs rumors enough already. We spent 
‘lot of time and trouble rerouting the Moonsea Ride around 
‘the Black Grater so that iravelers would have the worst pos 
sible view of ii. We might soon have to bull a wall round it 
10 keep the heroes our of it as well. What you see of the 
Black Crater must stay with you alone. 

“Further, you are not to approach the Black Crater under 
any circumstances: The soldiers and Wor Wizards there are 
under strict orders to kill anyone who tries to get to the 
crater withour authorization, Your writs do not authorize any 
business with it. You might nor wish to draw near the crater 
‘anyway, a8 we have good suspicions that those who enter 
that pit are slain, and their souls lost forever. No one who 
fever went into the pit has come out, and we have been 

| unsuccessful in recovering them or even divining their fate 
They are simply gone, Just do your job und lel everyone lye 
there do theirs, 

“There Is another matter” Lord Hawklmn sighs and shakes 
his head, 2 faint smile coming to his face. "You might actu- 

‘ally see this as good news, | suppose. The in the 
| araa appear fo be using some ruins as their hideout. We have 
| reason to believe the ruins are quite old, possibly Netherese 
[in origin, You are: to explore those ruins and see what they 
| contain in the way of threats to our kingdom, remove those 
threats, and report back on them. That assumes any threat 
exists, of course, which might not be the case as the ruins 
have been very quiet for over a thousand years. f you do 
find anything there that would be of assistance to our realm 
‘of of interest to the crown, we would be pleased fo know of 
li, of course. Otherwise, you can. keep what you find, as 
always, Just mop up the brigands, 

“That's about it. Our drinks are coming now, | see, so let 
Us rest a short while longer and enjoy a bit of beauty and 
peace. Then you can get your writs, take your oaths, and be 
‘on your way before nightfall.” 

If asked. Lord Hawhlin reveals thar the crown’s intended 
reward is to pay the characters in fine gemstones. Two pay- 
ments are actually being offered: one immediately after the 
mission is successfully completed, and one three months later, 
paid out at a government building in Suzail, Each payment 
‘comes to 6,000 gp per person in gems, and either share (or 
both as a whole) can be used ro purchase avallable magic irems 
‘of equivalent value from the crown. Moreover, each PC wil 
receive a full reimbursement of the current year’s adventur- 
ing fees and taxes. Lord Hawtin makes a general reference to 
addtional benefits if the PCs discover anything of “special 
importance to the crown” among the ruins, but he doesn't 
expect anything much will come 10 light 

Lord Hawhlin is also happy to make small talk about the 
weather, life in Suzail, the garden, foreign politics, and so on, 
though he says little about the state of the kingdom at present. 
‘The latter topic obviously bothers him a lot, athough he tries 
to minimize trouble. No matter whet the PCs say, they cannot 

meet with anyone in the government higher than Lord Hawelin, 
and certainly not the Steel Regent, who is in meetings all this 
‘month and liely 10 be in a foul, dangerous mood 

You can swiftly play out what follows at Lord Hawkdin's 
manor: Swearing loyalty to Cormyr and secrecy about the 
mission, gaining the minor writs for the mission (aco 
“Cormyrian Adventuring Laws, and checking on all the PCs’ 
official documents to make sure they are properly registered 
with the governmen! as adventurers or wizards, (Remember 
that the PCs are required by law to take copies of all their doc- 
uments with them on this adventure.) You might wish to have 
‘one or two characters run info brief bureaucratic snags at this 
point, For example, it might develop that one character, by 
coincidence, hes the seme name as a villain from Sembia, 
Perhaps a PC's name has been misspelled on some papers. or 
someone forgot to check in regularly. Any such problems are 
Clesred up quickly, but the impression should be left that 
Cormyr cares about legalities, 

W characters need supplies, they can purchase up to 1,000 
gp of equipment per person, paid for by the crown, Almost 
mything within reason can be purchased in Suzai, Horses are 

recommended, as a long journey Is part of the trip, 
Finally, Lord Hawkiin gives the group a set of papers show- 

ing the ancient alphabet of Nether. No dictionary is provided 
to translate any words. The papers can be used only to deter- 
tmine if the Stonelands ruine are Nethorese in origin, if any 
writing or carvings are found there. 

Once this is done, Lord Hawklin escorts the PCs from his 
manor to their mission. He leads them down the Promenade, 
Suzai's main street, to the western end of the Court, the 
sigantic government building in the center of Suzail. Thare, he 
leads them to a broad sot of double doors that appears to be 
a service entrance for taking large deliveries, a3 from wagons. 
Opening it (iis unlocked, atleast for bimn), he takes them inside 
a brightly tit roum resembling & small, empry warehouse, 60 
feet square and 20 feer high. An identical ser of double doors 
stands on the far side ofthis room; the sides of the room have 
piles of empty crates, straw, and minor debris pushed agalnst 
them, The room.smells like horses wore recently stabled here, 
Bright ilumination comes from a half-dozen globes suspended 
from the ceiling, radiating magical light, 

Lord Hawklin motions for you to wait by the doors. He closes 
them, then turns to face the doors on the far sido of the 
chamber. 

“in the nome of the Forest Kingdom, and of Alusair; the 
Steel Regent, Ibid you open,” he says in a loud, strong voice 
that echoes in the large room, 

‘Swifily, the doors on the Far side of the room vanish, 
replaced by a whiring. sparkling pool of gray light about 16 
feet across, hovering about 2 foot above the ground, The 
pool of light then slowly sinks into the floor until itis only 9 
half-circle, 8 feet high and 16 feet wide. The gray light filing 
the bolf-circle fades, and you a¢e a landscape beyond It. 

The scene is of 2 rocky wasteland among high hills, at the 
same rime of day as i) is now in Suzail. Several dozen 
armored men with drawn longbows, obviously Purple 
Dragons, watch you through ths magic portal, arranged in a 
semicircle focing you. Other soldiers behind them gaze at 
‘YoU with mild interest that is quickly lost. One yawns, and 
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Iwo others continue a conversation after only a brief scowl 
in your direction, 

One soldier in a Purple Dragon officer's uniform walks: 
‘over ro the partal and peers through withour entering. 

“The sun has not set on the forest kingdom,” she says. 
stiffly: 

"Nor shal it so long as we hold it in the sky,” replies Lord 
Hawklin, “Captain, please see that my companions here get 
food and rest. They've come to clear away the vermin you 
reported. Thelr paperwork Is in order” He pauses, “All (s as 
before’ 

“No change, your lordship,” says the army captain. She 
looks tired and grim, old beyond her youth. Her eyes have a 
datk, haunted look. “Our friends from Waterdeep are 
preparing @ report for the regent: it should be ready by 

"Thank you, caprain,” says Lord Hawkiin. “We wil be 
ready to receive it. The gods be with you 

"pray that they are, your lordship.’ The captain's weary 
‘voice, and expression make it plain that she has her doubts. 
She looks expectontly at your party. Lord Hawhlin turns and 
solemnly waves you onward, through the porta; 

Come of tht Puree Dragons 
‘Once the PCs step through the portal, Captain Miri Dunman 
(female human Firg) silently escorts them to a large circular 
tent nearby. If anyone starts to wander off or dawdle, she 
snaps. “Follow me, Let’s get this over with.” At the tent, she 
aversees three Purple Dragon sergeants who examine all the 
PCs’ paperwork in detail, ignoring any pleas to the effect that 
Lord Havin cleared their papers earlier. AHer odio minutes 
of consulting books and charts, the sergeants let the PCs go. iF 
anyone was $0 foolish as to alter these papers (and be caught) 
‘or else throw them away, that PC is arrested at once and held 
‘under guard until he or she can be rerurned to Suzall (by por- 
ral) and jaled there to awit tial, You can play out this possi- 
bility as desired, 

Once the paperwork is out of the way, Captain Dunman 
takes the group to a meas tent where the PCs can cat, rest, end 
prepare for the journey ahead, The captain expects the PCs 
will leave no later than dawn the following day. The sooner 
they go, the happier she Is. The army campsite is on a ridge 
about 1g0 feat high, overlooking the western end of Tiver's 
Gap and providing an excallent view of the region, The PCs 

can count about forty soldiers here. (Actualy, fifty are pres- 
ent, all above 2nd level as fighters, supported by another 
twenty War Wizards of atf-roth level) 

Captain Dunman warns all PCs thar spells cast within a fi 
mile radius of the Black Crater are likely to malfunction. She 
cannot explain why this happens, but she details the effects 
with great fomiiorty. Essentially, the Weave (global magical 
field in this area is so disrupted by the Black Crater that spells 
have a chance of failing in direct proportion to the spell’ 
ower. Multiply a spels level by ten and use the result as the 
percent chance the spell has of faiing (thus, 2 and-level spell 
has a 20% chance of failure). She urges spelcasters fo save 
their spele until they get atleast five miles from the crater to 
the west or southwest. The same advice is given to caravans 
passing though. 

The Purple Dragons here are not wiling to tak to strangers, 
‘especially adventurers, regardless of their papers. However, 
with care, the soldiers reveal a little about the area and the 
problem with what's left of Tilverton. One or two might point 
out the Black Crater, which is a circular depression about a 
mile across. Not even the walls of Tiverton remain, Three 
roads can be seen leading up 10 the edge of the pit. A careful 
observer will note a place on the Moonsea Ride about five 
miles away to the east where the road is blocked. A new route 
has been marked by stone cairns, leading distant caravans 
from the Dales considerably away From the Black Crater, The 
new route winds around the Purple Dragons’ camp at some 
distance, joining up with the Northride and eventually con 
necting back 10 the old Moonsea Ride two miles 10 the south= 
west. The soldiers monitor all caravan traffic, 

Even from a distance of three miles, a person can see that 
the crater is dark inside, as if filled with black fog. Disturbing 
movements can be seen inside the pit, but what they are can 
not be discerned. Anxious soldiers who notice PCs watching 
the pit take pains to again warn the characters not To approach 
any closer to the crater than this campsite, 

Inthe unlikely event thar any PC: does antempt to get near 
the crater, Cormyr's soldiers and wizards make a concerted 
effort to slay, not capture, that character. There is a sproad~ 
ing concern that anyone entering the pit is lost to an other 
worldly power, and slaying a curious busybody is better than 
giving a potential enemy another ally. Any PC. who actually 
enters the pir is forever fast to he campaign; the player can 
tear up the character’s sheet and forget about it. Not even 
‘wich spell wil return such a lost adventurer. 
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(ORMIRIAN ADVENTURING LAWS 
Because this adventure fakes place in Cormyr, the PCs should 
already be aware of certain laws covering freelance adventurers 
lawless freeswords” to many Cormyrians), particularly restric~ 
tions on magic use and the bearing of arms in this kingdom. You 
might find it interesting ta have unprepared PCs go through some 
Of this bureaucratic work before the actual start oF the adventure. 
Conversely, you can ignore these regulations if they are not appro 
priate for your campaign. 

‘Adventuring charters: Any group of five or more adveniur~ 
‘ers who plan to travel and work together on missions must regis 
ter wih the crown as an official adventuring force. The group 
‘must obrain a “royal charter of arms” in Suzail from the court, 
usually the current chancallor, lord high marshal, oF ruler. The 
chancellor, currently Beri Huntsiver (Female human Arito), is 
available to take applications for charters in Suzal. An application 
must be signed by all members of the group, who must disclose 
their real names and places of residence. and the group must 
describe its collective name, hadge, seal, coat of arms, standard, 
fag, or other identifying symbols. Any permanent change to the 
{r0Up's til, symbole, or size requires a revision of the charter; 
charter records are updated on the first of each month. A copy 
of the charter i issued to the xroup as a whol, with extra copies 
aveilable for rou yp each. 

‘A charter for five or six adventurers (forming a legal “Yellow 
ship") costs 1,000 gp, with an annual tax of goo gp on the 
anniversary of the date of signing the charter. In 1372 02, larger 
‘Groups are charged 2,500 gp per person per tenday for tempo- 
rary charters if they are not netive to Cormyr. The group's pro- 
lected dare of disbanding (within two tendays) must be registered 
and adhered 10, Naive Cormyrians are charged 1.000 gp per per 
fon per tenday. A long-term or permanent adventuring charter 
for a group of seven to thirty (legally, a“band”) costs a flat 5,000 
{6p por person, for natives and non-natives ake. A group leader 
must be designated to opeok forall in the band in legal matters 
The annual tax on a band as a whole is 1,500 gp. 

‘late fee of z0 yp per day, for up 10 ten days, Is assessed on 
annual Taxes on adventuring groups. Faure to pay the tax and tae 
fee within this. period wil cause the charter to be revoked. 
Revocation means that a group (i it has not informed the crown 
that it has disbanded) has decided t0 oppose the crown and is now 
officially Youtlaw:" A worrant ia issued to the Purple Dragons for 
the group's arrest and detention, though this happens often enough 
that groups are not auromarcally thought of as being in rebelion 
(more tkely, they are jst preaceupied with adventuring), and so 
are not attacked immediately by force of arms. The group, once 
located, is warned to allow the arrest, taken into custody, and given 
the chance to pay oll overdue faxes and late Fees. After this, the 
{group can either officially disband at no cost, losing its charter for 
‘good, oF have the charter reinstated to continue adventuring 

‘A member of an adventuring group can be stricken from is 
‘membership by the crown for criminal actions, and a charter can be 
revoked at any time for any reason by tha issuing authority. As 
travel and communication acrozs Cormyr take time, 30 any changes 
10-0 group's charter wil also rake time to fully take effec. 

Peacebonding weapons: Armed adventurers who travel about 
in peace (in other words. while berween missions into dangerous 
areas) must have “peatestrings tied around their sword and dag 
{er hilts to their scabbards. the Purple Dragons enforce this law, 
though they term ia “custom” Soldiers at Purple Dragon guard 

posts are wiling to tie peacestrings oftheir own make on visitors’ 
‘weapons. 

Using 2 peacestring is a symbolic gesture meant to put Con 
moners at 236, although Purple Dragons are all foo aware that 
‘most have no effect in areal fight. Large weapons like hattlesves 
are expected to be capped with leather and stuck in belts, or 
strapped to backs so as to make them difficult fo reach. Bows are 
usually unstrung and carried on backs, requiring a round to pre- 
pare for battle. Wespons that double as tools (hammers, hand axes, 
cating knives, and so on) escepe peavestrius if used by farmers 
‘and workers known to focal Purple Dragons. 
IF stopped by Purple Dragons for not folowing the “custom,” 

‘an adventuring group can produce a copy of its charter and bo 
slowed to proceed without Further hindrance, 20 long ae this 
‘occurs in an area where weapons would reasonably be kept at the 
ready (in the Stonelands, for instance, but not downtown Suzail), 
The penalty for faling 10 put peacestrings on bladed weapons In 
‘areas where fighring would not be expected is seizure of all car~ 
‘ied goods by the crown, with possible imprisonment and expul- 
sion from the realm. Self-defense in the precence of witnesses is 
permitted as an alibi for having an unbound weapon. 

Wizard registration: Every wieard and sorcerer of sth level or 
higher is required to register with the crown, Each wizard must 
travel to Suzall and meet personally with Caladnel (female human 
Sorn/Fir4). the current Royal Magician of Cormyr and Chairman 
Emeritus of the College of War Wizards, and report his of her 
name, sig, place of residence, and travel plans for the next six 
months, Each wizard 9 personally responsible for ensuring this 
Information is updated and current; there is no registration fe. BY 
nid-a7e OX. senior War Wizards have stepped In for the aver- 

burdened Caladnei 10 keep up the registry, and even trusted 
nobles will take the ital applications. The penalty for Failing to 
send in updated information isa fine of 00 gp, doubled with each 
pasting tenday, with 2 guaranteed viet from the War Wizards 
after two tondays, Refusal to register is grounds for banishment 
from the kingdom, and refusal 10 leave fs grounds for being 
arrested and imprisoned (or slain, if resistance is fierce). Wizard 
PCs are assumed to have already registered with Caladnel or her 
Wor wizards, but travel for this adventure must also be ragictared 
‘once the adventure is accepted. 

‘Minor writs: if adventurers are hired on a mission for the 
crown, they are often each given a paper that is legally referred 
10 88 4 minor wri. This paper states that the named bearer is on 
royal business and is nor to be delayed. Assistance in the form of 
food, water, and shelter must be provided within reason, 
However, a minor writ has many limitations of which adventurers 
are rarely aware. The bearer is not empowered to confiscate items 
From Cormyrian citizens or to interrogate or search such citizens; 
these legal powers are for certain members of government, 
nobles, the Purple Dragons, War Wizards, vilage militia, and ety 
‘guards. Further, many army officers, War Wizards, and so forth 
have full freedom to ignore minor writs if, in their judgment, doing 
‘0 serves a greater need or couse. If'a besieged army must hoard 
its supplies, an edventurer with @ minor writ cannat get food from 
inf the commander says no. Because the major use of minor writs 
4s t0 get free food and drink from inns, restaurants, and taverns, 
writs are commonly called “meal tickets" by those who use them 
regularly. For obvious reasons, many merchants dsike seeing 
minor writ s it means they must write afF the cott of any food 
taken or otherwise suffer the loss of busincoa with ne opportunity 
for compensation. 
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Reacting tHe StoneLands Ruins 
Caplain Dunman provides a reasonably accu- 
rate map to the ruins where the bandits were 
spotted. The ruins are twenty miles to the 
southwest, about five miles on the northern 
side of the Moonsea Ride, Along the Moonsea 
Ride itself, no encounters arc expected 
except with normal caravans and wayfarers, 
‘The captain warns that Zhentarim tragitionally 
creep abou this region, trying to hire nonil- 
mans into their service and spying on road 
traffic, Raids against caravans here are fre- 
quent following the Dragon's War, and bandits 
and orcs driven from Cormyr have fallen in 
with the native goblins, bugbears, ogres, and 
other undesirables. 

The captain supplies the PCS with horses if 
they did not bring their own, but she does so 
_grudgingly and demands they be returned once 
the PCs’ mission is concluded. Aside from food, 
the army here parts with little else except 

advice, They conserve their supplies against the possibility of 
attack from any quarter (such as from the crater, though they 
‘never mention this possibilty as it so unnerves them). The cap- 
tain sees the PCs off at dawn if they don't laave earlier, watch= 
ing them narrow eyes until they are out of sight, 

The Stonelands are largely barren, with patches of tan 
grass and scrub among the huge boulders and rack outcrops 
The low hills are rugged and scarred with gules, Wildlife Is 
infrequent but includes antelope, deer, goals, giant badgers, 
flightless birds, and wolves, with eagles soaring overhead. 
Storms in thi area in the summer are usually dry, Featuring 
‘amazing displays of lightning, with occasional ground strikes in 
the distance, Mostly, though, the weather Is dry and hot 

Feel free to Include random encounters along the road with 
caravans heading northeast from Cormyr to Misledale and 
beyond. Unfortunately, itis not uncommon to see burned wag- 
‘ons, horse skeletons, ruined merchandise, and unmarked 
‘graves by the rendside hore, as well aa goblin skulls stuck on 
poles. About fifteen miles down the road, the terrain levels out 
‘abit, although it is still very rough. 

The crudely rendered map the PCs are given (see handout 
above) clearly indicates a particular stone cairn near the road 
where thay are to turn to the southwest to reach the ruins, 
‘Tho cairn, which looks like a pyramid, ie discovered by any PC 
‘making a Spot check (DC 15) once the appropriate point on the 
imap is reached 

Leaving the Moonsea Ride means traveling across five 
tiles of gully-ridden, rock-strewn, sun-baked, snake-infested 
wasteland, About a-mie from the ruins, the party must make 
opposed Spot checks against the ore guards on watch, The 
winner gaina a surprise advantage against the other group. 

The Stonelands Ruins: Ground Level 
Over the past 1,800 years, the elements and angry nonhumans 
have completely reduced the Netherese stronghold here to its 
bare foundations. No wall or tower remains, As there are many 
more interesting ruins within a day's ride, this one has been 
ignored by nearly everyone until now. It has been rediscov- 
ered by nonhumans who, rather than digging their way info the 
ruins, have tunneled thelr way out, 

1 noon, Wards ofthe Coa 
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Ine, This handout may be photocopied fer home game ue ely 
‘As explained in “How the Portal Network Was Activa 

‘ores won control of a Netherese porra/ network from the Cult 
of the Dragon, and one of the portals opens into a subter- 
ranean chamber in these ruins. The orcs dug their way to the 
surface, and a force of about a dozen now guards the ruins, 
avaiting orders, Three orc sentries crouch down on top of a 
raised octagonal area in the center of the ruins where a cen= 
tral keep once stood. With them are two pet wolves that obey 
the commands of any ore present 

Creatures (EL 6): Thunder Peaks ores regard Cormyrians 
of any raco as thoir mortal enemies, Those are relaxing at the 
moment, toking about the recent fight with the Cult of the 
Dragon while scanning the horizon for foes. 

The wolves, trained from birth 10 obey any ore's cor 
mands, hare humans and elves, artacking them In preference 
to anyone else. 

@ Male Ore Fire (g): CR 2; Medium-size humanoid (orc); 
HD adio; hp 1g each; Init 10; Spd 20 ft, (base go ft), AC 6 (16 
banded mail); Atk +4 melee (idiet2/crit x3, greataxe) or +2 
(Gd8/crit x3, longbow), 8Q darkvision 60 ft light sensitivity; 
ALCE: SV Fort 43, Ref +0, Will -x Str 15, Dex 10, Con a Int 
9, Wis 8, Cha 9, 

‘Skils:Climb +7, Listen 42 (Includes Aleriness feat), Spot +2 
{includes Aleriness feat). Faors: Alertness, Blind-Fight. 

Possessions: Banded mail, greataxc, longbow with 30 arrow, 
sack of 1od6 gp (Cormyrian mint), assorted pouches and drink- 
ing flasks. and see Treasure below. 

‘B Wolves (2): hp 15 each; Monsrer Manual 204, 
Tactics: Ifthe ors spat anyone approaching the ruins, they 

warn the others, and all of them take up defensive positions. 
‘The two wolves are released to attack the intruders First, while 
six orc archers attack from range and the other orcs prepare 
‘an ambusty below. They do not activate the portal to escape 
unless it appears they will be overrun in the lower chamber. 
‘These ores might be reinforced by more from the lower level 

‘Treasure: One orc has a single potion of fire breath and will 
drink it after the wolvas have been sent against attackers. 

Development: Anyone who examines slain or captured ores 
notices at once that the ores are from the Thunder Peaks, 
siven their shield designs (ihe eye of Gruuinsh over crossed 
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lightning bolts). Anyone who fought in the recent Dragon's War 
knows that these ores were scaltered all over Cormyr in the 
fighiing. so it would not be unheard of for them to be in the 
Sronelands. 

One last interesting Feature hare is 2 trail of blood leading, 
trom the tunnel to the north, over the low rocky parapet that 
remains of this strongholds outer wall The bodies of two 
humans, stripped of their clothing and mutilated by axe srikes, 
were tossed over the wal's foundation for scavengers ro eat 

‘Anyone examining the bodies finds that each has an inter~ 
esting tattoo In black on the upper left arm—black flames with 
eyes peering out from them, raised over a clawiike symbol. I's 
the mark of the Cult of the Dragon, a notorious religious cult 
that worships undead dragons and aims to bring down all civ- 
‘ization, There's no explanation for why this group would be 
here, either. (The cult mounted an unsuccessful counterattack 
‘one day ago to retake the portal system. The bodies of ores 
slain here by the cultists were taken through the portal for 
burial in the Hullack Forest, beyond Portal 4) 

The Stonelands Ruins, Lower Level 
The original stronghold wass simple In construction and pur- 
pose, as described in “The Netherese Fortress of Blister” side- 
bar. Soldiers from Blister, on a Thunder Peaks mountaintop 
seventeen miles southeast of these ruins, used the porta/ here 
to attack nonhuman armies besieging the keep. Eventually, the 
‘nonhumans changed their tactics, and the stronghold had to be 
abandoned. The lower level of the sironghold held a portal 
linked 10 Blister and a freshwater well. bur both were aban- 
ddoned and buried in dust and sand. Half the area was cleared 
away once the ores reopened the portal from the other side 

(the Nexus Room), but the well has not 
been uncovered yet. 

Creatures (EL 8): In the cleared arca of 
the lower chamber are eight orcs from the 
Thunder Peaks. 

Two orcs have three arrows apiece 
coated with » gummy resin taken from one 
ofthe slain cultists who attacked them ear 
lier from the portal. The resin is poisonous 
(equal to Medium-size spider veriom from 
the Duvacow Masren's Guide, page 80). 

Male Ore Fire (8): hp 13 each; see 
“The Stonelands Ruins, Ground Level” for 
complete statistics and equipment. 

Tactics: If alerted, three ores join the 
three directly above the chamber to fire 
arrows at intruders; the other five press 
themselves against the walls our of sight 
from anyone peering down the tunnel to 
the surface. If someone descends the tun- 
nel but does not call out in the ore lan- 
guage first (giving names and other 
information in a recognizable voice), 1wo 
of them fire poisoned arrows. One orc 
‘activates the porral to ger reinforcements. 
LF this or any other orc escapes through 
this portal-Portal he goes immediately 
to Portal q in the Noxus Room and acti- 
vates that to get help. A flood of ores 
might force the PCs to flee temporarily.) 

The other two orcs wait on either side of the entryway into the 
chamber with greataxes drawn, Once these two orcs enter 
melee, the other two orcs (if the portalis not open} drop their 
bows, draw their axes, and join the fray. 

Development: Onec the ores have been dealt with, the PCs 
‘con examine the excavated chamber. The most remarkable 
feature here is a peniagonal door or archway on the east wall 
cof the chamber. Iris abour 10 feet across. The arch itself is 1 
foot thick and protrudes from the stone wall about foot. The 
back wall ofthe arch is of an unidentifiable stone, not the same 
‘material used to build the wall around the arch. Even as worn 
4 itis, the archway stil has a considerable amount of writing 
on it, along every side. The lettering is Netherese, which can 
bbe confirmed by anyone comparing ir to the Netherese. alpha- 
ber lerters in the papers given to the party by Lord Hawkin, 
The floor around the arch and across the chamber is rough, 
4 if dug out, and trampled by boots. Pools of dried blood are 
everywhere, but they do not seem fo have come from the ores 
here, who were unharmed before the party arrived. 

Ail ofthe ores here know that to operate the porra all one 
has to do Is pur one hand on the arch and utter a command 
Phrase, in any language (Part the veil of the universe for 
me!" The ores won't divuge this information under physical 
duress, however; magical means must be used (charm person, 
detect thoughts, and 30 on). 

‘Once activated, the pentagonal archway seems 10 change 
color sightly, 2s ifthe stone were now a lighter shade of gray 
than before. The air around it has a peculiar odor, tke that 
after a ightning bof spell has been cast, and the temperature 
feeis ke it has dropped a bit. After 1 round, the space within 
the archway becomes illuminated with foggy light, and the back 



THE NETHERESE FORTRESS OF BLISTER 
Around 286 0.2, the Netherese government established a mi 
itary base on ils southern border to guard the pass between 
what are now the Storm Horns and the Thunder Peaks, Many 
Netherese wizards wished to explore the south, some planning, 
to colonize the tnner Sei coasiline in vime ad addy 10 thei 
empire, However, they faced vast numbers of orcs, goblinolds, 
and kabolds who lived along the northern shores af the Inner 
Sea and regularly raiding Notheri’s borders, Many of these 
nonhumans were refugees from the realm's green lands or 
were descended from past refugees. Their bitterness at the 
loss of their homeland and their haired of the Nethierese were 
bottomless. 

‘The army base, whose official name loosely translated as 
™All-Seoing, Master of Lightning,” quickly became a fortress 
city built into the upper reaches of ono of the Thunder Peaks, 
@ particularly rugfed, round-topped mountain nicknamed 
Blister, (The base isell was unofficially called Blister by so 
diers who held a tour of duty there, Most of then fred the 
rlficult and demanding life on the dusty, windblown peak.) The: 
fortress commanded a superb view of the pass, and nonhu- 
mans entering the empire here were easy to detect. The 
Netherese garrison used a series of hidden or protected tele 
portation portals to build its counterattacking forces on the 
plains below and strike at the nontiumans, (The Storelands 
ruins were once a trimspart point to and from Blister using 
Portal 1. The siranghold was abandoned when 11 eventually 
ame under sioge.) Other portals atreiched across the south: 
rn boundaries of the empire, and bored wizards addod still 
others at whim for their private research. 

Blister iisell was easy for the enemies of the empire to 
tect, thanks 10 the magical Wghiming displays put on there 
during military ceremonies at night. Direct attacks against it 
{grew with each passing year, despite boing regularly repulsed 
‘with heavy losses to the nonhumans. Aftor a Tew conturios of 
this sport, the nonhumans changed their tactics. Blister had 
‘come through the assaults unscathed, except to grow in size 
and power. Following some violent changes iv featersip, the 
onhumans withdrew from Blister. except for sirong, scouring 
and probing, units, and instead heyan to strike chrectly at the 
human expeditions that left the empire through the. pas. 
Despite the groat power of Netherese magic. and individual 
wizards, the expeditions nearly always traveled by horseback 
and wayon because of the vist number of supplies and ser 
vans that were brought along, A typical expedition was equal 
{to a small army in size, though not in combat might. The wir 
ards themselves were often marked by a shortsighted egotism, 
long a part of their culture, that hampered their ability 10 use 
their magic to defend thelr underlings. Nethorese wizards, in 
short, looked after themselves and almost no one else. 

Nonhuman attacks agains! these expeditions met with cow 
siderable success. Many wizards fled combat, deeming a horde, 
of orcs fo be an unworthy foe, and left matters to their hard 
pressed underlings, The ores, goblinoids, and othors frequently 
‘overcame their opponents and destroyed hu 
their supply trains completely. Devious traps and well-lad 
ainbushes demoralized those. travelers who survived. the 
assaults, Within a century, traffic through the pass was almost 
completely shut down, Worse, reinforcements for Blister were 
also enda 

e caravana and 

jered, as the nonhumans seized large quantities of 
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magic from the looted expeditions and used much of it 10 
attack heavily armed units caught on the ground. The wizards 
who ultimately commanded Wlister were not particularly com= 
potent in military matters, and some of their generals were not 
much better, 1 is ironie that the nonhumans, who could not 
‘match the wizards in magic or intelience, turned out to be far 
wiser In military matters, Blister way carefully hepr in & per 
‘manent stare of siege, is armaments now almost Impotent, and 
the southern pass was blocked. The teleportation links on the 
plains were sealed olf to prevent their use by the nonhumans 
To invade the base, but their magic was left active 

‘Some reinforcements were able to enter Blister with the aid 
Cf various feleportation spells or flying devices, but Blister was 
‘hard post, unpopular with most troops. Food was always In 
short supply, as lite could be grown locally, Magical assis- 
tance became less available once the phaerimm appeared 10 
challenge the empire, as the wizards directed thoit efforts to 
comboting this new foc. Blister itv suffered a severa attack 
bby phacrimm around 4q2 D.8. that destroyed many of its 
underground supply rooms anid caused rear star vation amon, 
the troops. Bridges, stairs, and tunnels connecting various lev. 
cls of the fortress-cily collapsed, Several wizards in command 
positions were killed during a personal feud afterward: the 
remaining, wizards were overwhelmed by their duties, and 
some fled, Blister was largely abandoned at this point ax the 
Netheresee now fought thi: phacrinn’ hife> and magic-draining, 
assaulls across the whole realm. Nether fall in 339 D.R, cut 
off tho small trickle of supplies and reinforcements, and the 
\woary soldiers at Blister knew the end was near 

Around gis 0.8, (almost 4700 years ago), Kobold sappors 
completed a gigontic tunneling projact begun hundreds. of 
year’ earlier, entering Blister through its lowest underground 
fevels while assaulting, the city Irom the outside, The tiny 1 
humans, the only group that had not abandoned all hope of 
conquerings the foriress-city, poured ito Blister by the thou 
sands and overwhalmed tho garrison, The destruction and 
looting of the city went on for months. Word of their triumph 
sent ores and goblinoids on a delirious rampage, flooding, the 
souihern regions of Netheril for @ brie period before. the 
Spreading wastes of Anaurach forced them back. Theit 
doscendants tive acrass the Goblin Marchos and 
Stonolands, telling anciont tales around their campfires of how 
thoy drove an empire of wizards into its grave. 

What the hobolds did not destroy, the elements did. At 
present, Dlister is a huge network of ancient, monster-filled 
caverns and weathered mountaintop ruins. thal you. can 
dovelon as desired. The kobolds’ descendants. remain (with 
sirange alles), and a few strange magic effects and ilems from 
Netherese times have survived. This underground network has 
no connections to the vast Underdark 

The three-story administrative building from which Blster’s 
portal neivork was operated is pattaly act shel, The 
wooden second floor collapsed after the building was set 
flame, leaving a huge empty hall (ahout 36 feet high) over a 
rubble-filed first Hoor. The third floor, buttressed by magic 
hold firm, but the wooden roof burned away and even the 
charcoal from itis gone, leaving the top floor with solid walls 
ad no windows or doors, open to the sky. No stairs exist in 
the bullding, as teleportation was used insteae. The floor-to 
floor teleportation magic is entirely gone now 

Dungeon 23 
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wall disappears, After 1 more round, the portal becomes com- 
pletely connected to another active porra/in the system (at the 
Nexus Room). The two portals now link, in every way, the 
Space on either side of them, Sounds and scenes outside onc 
portal can be heard and viewed through the other. Objects and 
creatures tossed or passing through ene portal come out the 
‘ther, Instead of an instantaneous transfer of material through 
the Astral plane, the two porrais actualy join their respective 
spaces in some manner. 

Left uninterrupted, this connection lasts For only rod6 min 
Lutes. Two minutes betore the portal connection ends, the stone 
archways of both porfals graw noticeably darker, almost black, 
In color. A low, clear musical note, as if From a iuning fork, can 
also be heard, This effect lasts for 1 minute, during whic 
passage through the porrals can sill he madi. tn the last mi 
of activation, the connection between the two portals becomes 
unsure, An illuminated mist fll the space within the orchway, 
and all scenes and noites from one side cannot be seen or 
heard from the other. Objects and persons caught in or pass 
Ing through the archways are either flung back and prevented 
from crossing through the zorral(70%) or shaved on through 
the portal with considerable energy (30%). A Reflex. saving 
throw (DC 1) \s required to prevent 1dq points of damage if 
thrown. After this Final round, the portallink ceases Functor 
ing, and the stone archways return to their normal appea ance, The operation of the portals unaffected by spells such 
as hold portal, as no actual, physical door is present. 

To close the porta/quickly, the user merely pa 
‘on an archway and speaks another command phrase 
the vell of the universe for mel”). The connection immedi 
becomes unsure, a5, 

the mist-filed archways either flung back and prevented from 
crossing through the portal or shoved on through, After 1 
round, the portal link ceases Functioning 

IF the PCs slay the orcs presen’ and never figure our what 
the pentagonal Joorway Is, other ores will fake care of the 
problem for them. A relief squad of eleven ores and two 
wolves (they carry no poison but are otherwise identical to the 
orcs in the ruins) opens the portal and comes through one day 
after the PCs arrive. They ore unaware of any fighting, and 
simply mean to send the other orcs home. 

A freshwater well is buried against the west wal. IF uncov~ 
ered as the rest of the room is excavated, it looks lke @ rec. 
angular stone coffin, 10 feet long, ¢ feet wide, and g feot high W the 6-inch-thick stone lid (weighing about 480 pounds) is 
lifted away from the top, the stone wall is seen 10 be 1 foot 
thick. The water level is 50 Feet down, 2 huge potable aquifer 
that could supply drinking water 1 a whole town. No bucke 
oF other means of reirieying warer are present 

The Nexus Room in Buister 
Read or paraphrase the following boxed text when the PCS peer 
or pass through the portal below the Stonelands Ruins; 

Peering through the strange pentagonal doorway, you see. a 
large chamber beyond thar appears to be open to the sky. A 
Wall stretches away 10 your immediate right, beyond the 
doorway, and another wall stands opposite you about 60-70 
feet away. Along both walls, you can see other pentagonal 
‘archways {ust lke this one, four per wall. The room's Moor is 
filthy with assorted debris and olf siains, 
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The Nexus Room is a 2,000-year-old stone-mortared room, 
70 feel by 70 feet. It is surrounded by a stone wall whase top, 
‘crumbling with age, s about 1-16 feer high. The well-built room, 
1s actually on the third floar of a ruined bur stil standing bulld~ 
ing, though no stairways or windows are present, (This was a 
building from Netheril, and a teleporter was used to get from 
floor to floor. Lighting was provided by magic, but that’s all 
{gone now.) The room had a large, ornate wooden roof above 
it, but it burned and decayed over 1.00 years ago, and noth= 
ing is left oF ir bur marks in the stonework where the, rafters, 
and support beams were placed. 

‘Over centuries of being open to the desert air above, the 
room collected a lot of dust, branches, bones from griffons 
building nests, and some fallen stonework from the walls. 
Recenly, Cult of the Dragon meinbers and Thunder Peaks ores 
have tried to clean the place up, but i sil looks messy. Some 
debris has been shoved against the walls, except for assorted 
piles of ditt and branches around the center of the room. 
Much of the debris was disposed of by ores, who hurled it out 
through Portal 5, 

‘Along each wall of this room, spaced about 67 feet apart 
of so, are four pentagonal arches that project out from the 
wall, Each portal has a numeral painted beside i, in white paint, 
starting from the portal the PCs are using (Portal 1) and mov- 
ing clockwise around the room to the portal to their right 
(Portal 18), The paint scoms to be o recent addition, 

Portals of the Nexus Room 
Of the original sixteen pentagonal porrals in Blisrer's: Nexus 
Room, only eight can now be activated by touch and voice 
command. (in later adventures, other portals can become 
active as the old magic stirs to life again in other words, when 
you are ready for them to be opened.) However, the portals 
‘operate in an unpredictable fashion. The magic used to create 
them was laid down in a haphazard fashion, and time has 
troded the portal system's reliability. The deteriorated stare of 
the Nexus Room's magic is not obvious to an onlocker, beyond 
the fact that eight portals cannot be activated, 

Once activated, the pentagonal archway of on operating 
portal behaves. exactly a5 the portal that led the PCs here. 
(Portal 1). This includes the duralion of the portals activation 
(iod6 minutes), and signals to indicate the portal will soon close 
(2 minutes before the connection terminates). 

Each of the eight working portals linked fo a specific sep- 
arate portal somewhere else in Facran, Originally, the magic. 
powering and directing all of the porvals here could be modi- 
fied by Netherese wizards 10 connect to a variety of other 
orvals in the complete system, About seventy pentagonal 
archways were part of this system, most of them scartered in 
various locations to the south. The Nexus Room's operating, 
wizards merely cast a few spells 10 cause a portal there 10 
select a new connecting portal and the new connection would 
be effectively permanent, no matter how many times: it was 
activated, until another connecting portal was selected. These 
portals were primarily for the use of the miliary, scouring 
enemies, and supplying forces inthe field. However, they were 
also used by wizards to aid their exploration of the rest of 
Faerdn, connecting to laboratories and research foclities they 
bult across the world, 

‘As the orcs and goblinoids around Blister began attacking 
‘wizards and troops away from the citadel. many of the stone 

archways were deactivated to prevent the nonhumans from 
gaining use of them, (The system for activating a portal was, 
after all, quite simple, and anyone could copy ir after seeing it 
‘only a few times.) Some archways were discovered by non- 
humans and fitted with traps to slay those who used them, or 
were destroyed by force or magic. Before the fall of Netheril, 
nearly the entire remaining portalnetwork at Blister was deac- 
tivated, as the surviving wizards in charge believed (rightly) 
that the soldiers there were on the verge of deserting en 
‘masse through the porva system. 

Before they were finaly deactivated, most of the Nexus 
Room's sixteen portals led to surviving archways in various 
locations south of Blister, in the lands now known as Cormyr 
and Sembia, These aided military strikes at nonhuman armies, 
bul they were discontinued before long as the nontumans 
found the archways and sabotaged them. A few portals were 
‘connected to archways placed by wizards for whatever pur- 
poses, but these were deactivated early on to prevent nonhu- 
mans from using them. As a result, the operating portals 
appear to lead to o random assortment of places around 
Faern, with no apparent rhyme or reason to their location 
‘except for the obvious clustering of some porrals within & cou- 
ple hundred miles to the south, Even the reason for this clus: 
tering will not be immediately clear to the user without a great 
deal of research into Netherese history, particularly about the 
‘ompire’s de and fall, (The great library at Candickcop 
imight be useful here in long-running campaigns, Survivor 
slates of Netheril kept a few records of Blisters predicament, 
and some of these documents were brought here by advé 
turers or researchers.) 

How the Portal Network Was Activated 
Portal 6 is the source of all the chaos and trouble into which 
the PCs are heading. (See the description of this porta later, 
Under “Operating Portals of the Nexus Room.”) Once used by 
Nethori's military for artacks and spy missions against nonhu- 
‘mans, the buried chamber holding Portal 6 lay forgotten for 
centuries until the city of Saerloon, in Sembia, was built right 
above it, A merchant discoyered the stone: built room while 
digging below the foundation of his shop, and he had the cham~ 
ber completely excavatesl and converted into a wine cellar. 
The business has since passed into the hands of rogues 
belonging to the Cult of the Dragon, who maintain the shop as 
a front for their activities. 

Recently, one of the cult members discovered the pentag- 
onal archway on one wal of the old celor was magical. Caroful 
examination of the chamber revesled that one of the old floor 
stones was made to be pried up. and below it were polished 
metal plates on which were engraved instructions on reacti~ 
vating the portal system. The plates were placed there by a 
Notherese wizard who meant for the chamber to be reacti- 
vated by someone alse From Nether, assuming the war agoinat 
the phaerimm would eventually be won. With the help of an 
allied sage, the cull was able to translate the instructions, and 
‘an armed force reactivared the porra system and passed 
through it 

The cult members came at once to the Nexus Room in 
Blister and found it had been used as a griffon nest for many 
years. Fortunately, no griffons were present. Once they 
shoved aside the debris, the culists began exploring the pos- 
siblnies of the other portals They numbered the porrafs from 
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Nexus Room 

one to sixteen using paint on the walls next to each, so they 
ould keep track of what each portal did. 

Their First choice was to open Portal 4, which had disas~ 
trous consequences. Though stared fo see the portal opening 
on their side, the Thunder Peaks ores who were resting on the 
other side immediately attacked. in the brief. brutal fight that 
followed, the orcs overwhelmed the cultists. A junior member 
of the cult begged for his life by offering the orcs the secret 
of operating the portal system, but the orcs killed him ond the 
other cultists after getting the information, (The metal plates 
were kept in Saerloon by other cutists.) 

The ores elected to work on the porrals during the night, 
‘whan they were at their peak and humans were not. The ores 
‘opened Portal 1 and found it led to a rubble-filed chamber. 
They swiftly cleared part of it our and explored the ruins 

T square =5 feet | 2bove, but they were not sure of their 
location. (At this point, a distant 

EET | Cormyrion scout spotted them and for~ 
warded the report of "bandits" in the 
area, which got the PCs involved.) Portal 
2 was left closed after a nocturnal foray 
by several ores ended when they met @ 
basilisk there; only one ore survived to 
tell the tale. Portals 3 and 5 were found 
to be interesting bul useless, their loca 
tions on Faeron unknown To the orcs. 
(Mosr of the rubble from Portal 1 and the 
burnt griffons’ nests was thrown 
through Portal 5 to be rid of it) Portal 6 
‘was left closed but carefully guarded, as 
the orcs knew from their (late) prisoner 
that it led fo more cultists in Saerloon, 
whom they expected would open the 
portal again before long. 

Then the orcs opened Portal 7, 
Within minutes, a band of eight orcs 
encountered several late-night revelers 
from one of the excellent dining estab 
lishments in Monksblade and killed them. 
The ores did nor outlive their victims by 
even an hour. Opening the portal 
attracted the attention of a local spirit 
known as the Looking Lady. Unknown to 
everyone in the present day, the Looking 
Lady was originally a wizard from 
Netheril, struck by a poisoned arrow 
during a goblin attack on her expedition, 
Mute and unable to cast spells From the 
poison’s effects, sho fled tho battle to 
find the nearby portalthrough which her 
expedition had emerged, but she died 
before she could touch the archway. For 
2,000 years, the Looking Lady has 
silently prowled the general vicinity of 
hor death, searching for some device or 
cluc to moke the portat operate, which it 
will not do given her undead state. She 
has watched the nonhumans be driven 
ur by human sertlers as Cormyr slowly 
rose. The pentagonal archway forming 
her portal (noted as magical but deemed 

harmless) was made part of the rear wall of a temple to Tyche 
during the period when Monksblade became a center for rel- 
gious worship, A variety of legends, all fase, arose about the 
‘piri, and her presence was accepted and even capitalized on 
88 an attraction for visitors to see. The Looking Lady had not 
attacked anyone for centuries, as everyone wisely left her 
alone to wander about 

When the Thunder Peaks orcs opened the portal to 
Monksblade, the Looking Lady was instantly made aware of the 
porial’s operation. She hurried back to pass through the por- 
‘al, but the ores attacked and delayed her. After killing them, 
she got ta the archway but found the porta/had closed, Insane 
with rage, the Looking Lady became a terror to Monksblade, 
attacking anyone who went about at night. Five people, exclud- 
ing the ores, have now been killed by her. 

Top View 
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After the loss of the eight orcs through Portal 7, witnessed 
by the ores remaining in the Nexus Room, the orcs elected 10 
open only Portals 1,3. and 4. avoiding all others. (Unknown 10 
them and the cubists, Portals & and 10-16 were not functioning 
anyway at this time.) Still uncertain as to the real location of 
the Nexus Room, the orcs nevertheless discovered that Portal 
wont fo the Stonclands after discovering some goblin-made 
items of a style the ores recognized. A sizeable patrol of orcs, 
wilh supplies, was lef in the underground chamber outside 
Porral 1, and a second force began exploring outside Portal 3. 
also hunting for game. Addnonal Thunder Peaks orcs, mean 
\while, had gathered outside Portal 4, assembled by messengers 
From the intial group. The orcs’ leaders are currently arguing 
over the best way to use the portal system to continue their 
‘war against Cormyr and the annoying Cult of the Dragon. 

Just prior to the arrival of the PCS at the Stonelands ruins, 
the expected counterattack of the remaining cultists from 
Portal 6 tock place, Fighting was intense as heavily armed 
human warriors forced their way into the Nexus Room and 
fought hand to-hand against the equally well armed orcs there. 
The cultists were soon overwhelmed once more despite their 
use of poison and spells. A Tew surviving cultists fled through 
Portal 3, bur they are now dead. Orcs klled in the arrack were 
taken through Portal 4 to be buried by their sizable tribe, Six 
‘ores were left in the Nexus Room fo guard it, and more were 
left at Portals. The portal network went unused for a day, until 
the PC orrived at Portal 1. 

‘A few minutes before the PCs open Portal 1 to the Nexus 
Room, a two-headed griffon came out of the sky. remember 
ing the place of its birth, and was pleased to find rasry ores 
here for it to rand and eat. The griffon is gone now with 
meal, but it will return only 4d4 minutes after the first PC 
steps out into the Nexus Room. 

Creature (EL 5): A two-headed griffon returns to the Nexus 
Room. flying in over the wall. The griffon shrieks once before 
it appears, so PCs can ger a Listen check (DC 10) to detect it 
before it comes into sight. 

This creature is identical to a normal griffon excepr that i 
gots an extra bite attack (18 melee, dar points of damage) 
and has @ +8 racial bonus to Spot checks in daylight (instead 
of the normal +4 bonus), 

‘® Two-Headed Griffon (i): hp 63: Monster Manual 13 
Tactics: The griffon is not hungry, bur iris territorial. thas 

instinctively decided that this is a prime location fo re-estab- 
ligh a nest, and it has determined to drive any intruders away. 
‘The griffon fights until reduced to 20% of its hit points or less, 
at which point it decides its nest can be bult elsewhere. 

Using the Portal Network Now 
‘The portals in the Nexus Raom will operate properly as above 
forthe first ad times they are used each day. More than one 
portal can be activated at the same time. 

After the above limit, the system's performance worsens, 
but this will not be immediately obvious to the users. The sys- 
tem now needs 10 rest after each use for 14 hours, or else it 
will operate in_a chaotic manner. Ifthe system in operated 
without such rest, each Nexus Room portal opened now has a 
150% chance of appearing fo connect to its regularly assigned 
portal, but it will actually send anyone passing through it fo 0 
third portal, selected at random from the: present choices 
available. As soon as one person or object hes completely 

passed through the portal to the randomly chosen portal thar 
portal link shuts down and cannot be reopened for idq hours. 
Anyone or anything else in the pentagonal archway will be 
thrown back the way he, she, or ir came from, with Reflex sav- 
ing throws needed to avoid 1dg points of damage from falling, 

Tre Portans 
The following is a list of where each of the eight operating por: 
{als connects and the current environment around that portal, 
including local inhabitants. Adjust the descriptions given 10 the 
players based on the time af day, which will be approximately 
the same at each of the eight portal exits, Weather at the var~ 
ious locations can also be added, with conditions at Porras 1 
(Stonelands), 2 (Anaurech), 3 (High Forest), and 6 (Sacrloon) 
probably being quite different from those at Portals 4, 5, 7. 
and 9, which lie in the southern half of Cormyr itself, 

Portal 1 (Stoneland Ruins) 
This portal leads back to the excavated underground chamber 
in the Stonelands ruins. Ifthe PCs left guards here, the cham- 
ber and ruins wil be just as they left them. 

If the PCs did not leave guards and have been gone to the 
Nexus Room or elsewhere for longer than 2 hours, the upper 
part of the ruins are now being explored by a Zhent explorer 
and his nonhuman followers. The Zhent, Lord Gargdol, sa 
minor noble from Zhentil Keop who actually enjoys the 
Stonelands and prefers ogres to the humans he worked with 
at home. Ogres like him as well, This motley group came here 
Jo spy on the activiies athe Black Crater of Tiverton, Irving 
to figure our what's going on there, bur the thought of way= 
laying merchants on the roads proved more appealing 

‘One ogre spotted the ruins, and Lord Gargdol ted his group 
to the site. They have already found evidence of the orcs’ and 
PGs’ presence here (assuming that such was left out by the 
PCs) and now are on guard agoinst anything exiting the tunnel 
from the underground chamber. One ogre lles on the ground 
by the porta, listening for anything that might come our. If 
alerted, the ogres quickly surround the exit tunnel, raise their 
clubs, and get ready to strike. Lord Gargdol is happy to lot the 
ogres have their fun, but he has prepared his own attacks 

Creatures (EL 9): Lord Gargdol's mission is to patrol the 
Stonelands. spy on traffic along the Moonsea Ride, and cause 
havoc whenever possible ro the Cormyrians. He's also good at 
gaining ogre followers and might yet lead large groups of them 
against Purple Dragon patrols in this ares, 

# Lord Gargdol, Male Human Fir7: CR 7; Medium-size 
humanoid (6 ft. 4 in. tall; HD zdvo+ar; hp 7% Init +5 (+ Dex, 
+4 lnproved Initiative: Spd 20 fi: AC 25 (+9 armor, +5 shield, 
+1 Dex); Atk +12/+7 melee (id8+7 plus 16 electrichy/crit x3, 
4) shock harleaxe) or +8/42 ranged (id8/crit xg, longbow: 
AL Ck; SV Fort +8, Ref +3, Will 44; Str 18, Dex. 12, Con 17, Int 
12, Wis 14, Cha 15. 

Stilts: Climb +8, Handle Animal +3, Intult Direction +3, 
Jump +6, Listen +4, Ride +2, Search +4, Speak Language 
(Giant). Spot +4, Wilderness Lore +4, Fels: Aleriness, Cleave, 
Endurance, Improved iniirive, Leadership, Power Attack, 
Weapon Focus (battleaxe), Weapon Specialization (battleaxe) 

Possessions: 42 banded mail, +1 wooden shield of arrow 
deflection, +1 shock battleaxe, ring of sustenance, brooch of 
shielding (61 hp remaining), goges of night, longbow with 46 
arrows. 
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The ogres are named Redface, Deadbiter, and Three Eyes 
(who has an eyelike birthmark on his forehead, not another 
eye). They are as loyal to Lord Gargdol as ogres can posably 
be to a human, because he gives them magic items and speaks 
their language perfectly. 

® Ogres (3): hp go euch; Monster Manual 144. Nore that 
since Three Eyes carries a +1 grearclu, his melee attack bonus 
is +9 melee (instead of +8), and the damage he deals is hos 
(instead of 2d6+7), 

Possessions: Redface carries an eversmoking bottle. Lord 
Gorgdol gave Deadbiter a horn of fog, and Three Lyes a +1 
Areatclub, Redface and Deadbiter use ther items constantly 10 
play johes on each other. Three Eyes Just likes to smash things. 

Portal 2 (Anauroch) 
Ihere is no map for this locaton. The portal exits onto the top 
of the ruins of @ Netherese floating city Opus, now an Isolated 
hill on the eastern border of Anauroch, Read the following 10 
the players: 

Beyond the portal Is-@ desert A hot, dry wind [a cool, dry 
‘wind at night] blows through the portal, carrying bits of dust 
and sand with it.The view outside reveals the rocky, debria~ 
strewn top of a hill overlooking a barren, sandy wasteland, 
Dunes are visible in the distance, as are low rocky outcrops. 
To the left, you see mountains. Nearer, the hilrap is covered 
in numerous scragely, brown plants and dinty, odd-shaped 
stones, some of them flat and geometrically regular (squares, 
rectangles, and so on), 

‘Any PC who has seen the outer reaches. of Anaurech 
quickly gets the idea this might be. place in that desert, and 
iti, The hill about 1100 feet across at its base and gz0 fee! 
high, an anomaly rising from & vast. flat stretch of parched 
desert, A Bedine town, Tel Badir, les sixty miles north-north= 
‘west of the hill The high, barren peaks of the Desertsmouth 
Mountains are clearly visible on tha northern and eastern 
horizons, seeming quite cloze although the foothills actually 
start fiftecn miles away. The pentagonal archway here faces 
southeast. A huge canyon lies three miles west; to the south, 
the desert sireiches for over thirty mils. 

‘This porral originally led to a miltary supply center near 
the top center of the floating Netherese city of Opus, which 
was destroyed in around ggg 0.8. during the (literal) fll of the 
tmpire, As the floating city of Opus struck the ground, killing 
everyone on it, the portal survived the terrific shock bul was 
knocked flat. The floating city, originally an upside-down cone 
‘cut from a mountaintop and floated by magi, instantly became 
round hil, in later years, various inteligent monsters and 
adventurers visited the tumbled ruins here, most not compre- 
hhending what the hil actually was. The Intact portal, lying Face- 
‘up, was used to hold water as a makeshift pool for some 
centuries, but was eventually recognized ax magical and raised 
{0 its proper position, No one could make the portal operate, 
however, and it has been ignored for many years. 

An exploration of the hill itself reveals the remains of 
humerous encampments daring back many hundreds of years; 
some campsites are obviously recent. Some were made by 
traveling Bedine, but most are from Zhent, Hilsfar, Cormyrian, 
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Sembian, or Dalelands expeditions. A few were made by 
adventurers from even farther afield. Little of value is her 
aside from minor lost items (coins, small weapons, and 
40 forth). Also present are many geometric stones, which 
‘once the tiles, bricks, blocks, columns, and other compone 
of the buildings on Opus, as well as a number of well-carv 
statues depicting fearful Bedine mibesmen and surprise 
looking wayfarers. Two of the statues are Thunder Peaks orcs, 
fone surprised and one angry, staring in the same direction at 
something on the slope that is not there now. 

Greatura (EL 5): A desert basilisk has made its home on the 
hill, it comes out only at night, feeding on the scorpions, 
insects, snakes, and other wildife. Hunting at night, especially 
‘when the moon is nor Full, allows it to le in wait for prey and 
catch it without turning the prey to stone with its magical gaze 
Bedine now avoid the hill for this reason, During the day 
assume the PCs have a cumulative 20% chance per hour of 
running across the drowsy basilisk and awakening it. Ar night, 
the encounter happens within idio minutes of the PCs stepping 
through the portal 

Basilisk (1): hp 49; Monster Manual 23, 
Tactics: the basilisk is territorial and fights to the death. It 

is smart enough to realize when itis overmatched and doesn’t 
hesitate to use its gaze attack. It will ry, however, to spare at 
least one PC from its gaze, s0 as to save itself 2 meal 

Development: IF the baslsk 1s dealt 
with, local scorpions remain a problem, 
particularly late in the day as the scorpi 
ons (of avery size) use the stone-backed 
archway 90 shelter from the afternoon 
heat. In time, @ solitary lamia migh 
wander info the area to investigate the hil 
and its possible secrers 

Portal 3 (High Forest) 
This portal leads to the overgrown 
remains of a wizerd’s ancient home, 
deep in the High Forest, This area was 
originally in the elven kingdom of 
Enerlann. The archway faces the south- 
east, in the direction the sun rises. Read 
the following aloud when the charactors 
poss through this portal 

‘The portal opens into a deep forest 
‘over level ground, except for a low 
‘mound about 25 feer in front of the 
archway, Trees are closely spaced 
‘except in a clearing the extends 3o or 
‘30 feet around the mound. Tumbled 
building stones, very worn and cov- 
ered with moss, can be seent around 
the overgrawn clearing. The woodland 
is idylic and quiet. 

The mound is about 55 fect across 
and covered with briars and_shrubs 
Anyone who makes & successful Spot 
check (DC 20) discovers thar droplers of 
dried blood are spattered everywhere 
across the ground and plants near the 

High Forest 

Ruined Wizard's Abode 

portal Bloody handprints even mar the portaitself. Boorprints 
in the earth suggest some kind of intense struggle, with atleast 
two people being dragged away from the portal inthe direction 
of the mound, (Perhaps they were dragging something heavy 
from the mound toward the portal, however.) Their bootprints 
dig nto the black sol, then end abruptly about 20 feet from the 
archway. These marks are all that are left of two Cult of the 
Dragon rogues who escaped from the ores but were caught 
and siain by the resident monster here: a tendriculos. 

‘A pentagonal archway was placed here in the High Forest 
Jong ago with the permission of an elven wizard, a noble sub 
ject of Eaerlann, who befriended several Netherese wizards. 
When the wizards were sent to Blister 1o support the military 
effort there, the porral by her rower was linked 10 the Nexus 
Room, and she and the wizards stayed in touch, Unfortunately, 
the wizard was slain and her home destroyed when she inves 
tigated a nearby tomb containing a hideous monster, an abo 
ination used as a weapon ages ago during one of the elves’ 
ancient Crown Wars. The Netherese at Blister quickly closed 
her porra, intending to reopen it later (after things calmed 
down) 10 investigate the monster themselves. Nether fll ar 
this point, however. 

The tendriculos has lived here since, consuming local 
wildife, ruining the wizards’ abode, and growing ever longer 
This abomination becomes dormant after feeding, allowing 

1 square = Sfeet 
AWES' 

Tendriculos 
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hhungry and careless larger animals (and the rare adventurer) 
to come within reach ofits two gigantic tendrils 

Creature (EL 8): The tendriculos appears ro be a low hill on 
which only small shrubs and briars grow. The air is strangely 
‘quiet in this part of the High Forest, as no birds will inhabit the 
area where the monster lives. As the monster was active in the 

1 few hours, no other animals are here, either. A character 
accustomed to the outdoors (lke a druid or ranger) notices the 
absence of sound here at once; ollvers must make successful 
‘Spot checks (DC 15) to reallze that anything is amiss, 

 Tendriculos (y): CR 6"; Gargantuan Plant; HO 18d8s1445 
hp 226; Int -1 (Dex); Spd 20 Fr; AC 18 (-4 size, -1 Dex, 413 nat= 
Ural Atk +15 molee (446413, bite) and 10 melee (1d8:-6/ 
14816, two tendrils Face 20 ft, by go fly Reach 2s ft SA 
Improved grab, swallow whole, paralysis; SQ plant, regenierar 
tion 10; SV Fort 419, Ref 4, Will +5; Str 36, Dex p, Con 26 
int 3, Wis 8, Cha 3, 

‘The special attacks and qualities of the tendriculos can be 
found on page 175 of the Monster Manush 

“Ad Hoc XP: Due to the size of tho tendriculos, award the 
PCs double normal experience IF they defeat it. 

Tactics: Once the tendriculos detects prey within range of 
lis grasp, it snaps its tendrils our 10 snag Irs meal, If the prey 
cannot be caught on the first try, the tendriculos heaves itself 
Up for pursuit. The process of tearing itself loose from the 
‘ground takes 1 round because itis so firmly rooted, Tho entire 
hill thus bulges up and starts to move. The tendriculos is too 
large to fit through the pentagonal portal, but one of is yu 
foot-long tendrils can easily be shoved through. If the porral 
shuts downs while the rendriculos has a tendril in the archway, 

ONS OF THE THUNDER PEAKS, 
A small army of ores camps in the Thunder Peaks (see Portal 
4 for deiails) Characters who run afoul of these il-tempered 
ores could find themselves in grave peril, indeed, 

Leading this army is an orcish hall-dragon named Cressy! 
Backbones. Crossy! has red skin and carries with him an aghen 
stench, His yellow fangs and empty left eye sockot add to his 
fearsome presence. In battle, he wields a +1 dire Mail ard with 
him at al times is his pet howler, Spike 

Cressy!'s advisor is a half-orc: evoker named Tharlock the 
Ffscourge. The wizard lost his weasel famiar in the siege of 
Arabel and has been in a foul mood ever since 

The remainder of Gressy!'s legion consists of ore fighters 
and standard ores, as well a3 several trained wolves. A party 
of 6th-level characters would be well advised 10 avold a direct 
‘confrontation with the ore army, 

 Cressyl Blackhones, Male Half-ore/Half-red dragon 
Ftr8: CR 10; Medium-size Dragon (6 Mt 10 in, tall; HD 8dio+ 48; 

30 fis AC eq (18 armor, 
dB+ia [xa], +1 dire flail with 

on Focus and Weapon Specialization fealsh; or +14/+9 
melee (6, bite), +y/+q melee (idqe6 Geel, 2 claws or 
ranged 

ight vision, dark 
{includes Lightning Refl 

, Dex 1, Con 2z, Int 2, Wis n, Cha 17. 

ts AL CE: SV Fort +3 
Feat), Will +q (includ 

Ref +4 
Iron Will 

the portal will shove the tendril (and anything it holds) back 
into the High Forest, 

Portal 4 (Thunder Peaks) 
There is no map for this location. Once used by the Netharosc 
military to strike at enemies in the forested regions south of 
their empire, this portal exits from a sheer wall carved into the 
western side of a mountain in the Thunder Peaks, The dense, 
eastern verge of the Hullack Forest surrounds the spot, Read 
the following when the characters go through: 

You look out into a thick, primeval forest. The air is warm 
and smells of earth, bark, decaying plants, and other rich 
woodland odors, The ground slopes dawn away, from you, as 
if you were looking down a large hil 

A veritable army of ores, all staring at you among the 
trees from their side of the portal, confronts you, One of the 
‘ores roars 4 one-word command, and a dozen orcs suddenly, 
‘rush toward you, weopons raised and screaming war cries. 
They appear to have been expecting you. 

‘These are Thunder Peaks ores. Each orc has two crossed 
lighting bolls painted on his shield, with a glowing red eye 
Painted over the spot where the bolts join. Many of these orca 
‘wre recently driven from Gormyr, and some took part in the 
looting and burning of Arabel before they withdrew months 
ago. These ores use a lot of armor and weaponry taken from 
the bodies of dead Cormyrians. 

Greatures (EL 6 for the first wave of twelve ores): Twelve 
‘ores charge through the portal Unless they were warned ear 

Skil: Clim +14, Handle Animal +8, Jump +13, Listen +3 
(includes Aleriness Feat), Ride +4, Spot +3 (includes Alermess 

fear). Swim +10. Fears: Cleave, Exotic Weapon Proficiency 
(dire fai), tron Wil, Lightning Reflexes, Power Attack, Sundar, 
Weapon Focus (dire Hail), Weapon Specialization (dire fli) 

Possessions: +1 hall-plre, +1 dire flail masterwork throwing 
‘Ko, 3 masterwork javelins, +2 amuler of natural armor, 

Spike (Howler): hp 47; Monster: Manvel tt, 
 Tharlock the Elfscourge, Male Half-ore Wir(Evo)g: CR s: 

Medium-size Humanoid (6 ft, § in. tll); HD gdgsio; hp 2x Init 
+1 (Dex); Spd go {ts AC 1g (+1 Dex, +4 bracers of armor) or 

(as above, with shield spell Atk ‘e melee or +3 ranged 
rit 19 20, masterwork dogger); SQ darkyvision Go ft; AL 

CE; SV Fort +3, Rof +2, Will +7 (includes Iron Will fea: Sit v0. 

5, Sense Motive +6, Spellratt +n, Feats: Bre 
‘att Wondrous Item, Iron Will, Scribe Scroll 

5: 14 bree of bulls 
# potions of invisibility, potion of fly, scroll of see invisibility, 
spellbook containing all prepared spells plus invisibly. 

Spells Prepared (5/5 1g + spell level o= 
cect pa 

bol. Connot cast Conjuration spell 
P Ore Fire (ia): OR 2; hyp 13 eae ‘The Stonelands 

Ruins, Ground Level” for complete staristics and equipment 
Ores (i): CR */7; hp § each: Monster Manual 146 



lier of an attack, the ores believed-until the PCs appeared— 
that six of their number were guarding the Nexus Room. (They 
haven’ looked there in a while.) These Thunder Peaks orcs are 
ready and eager for battle against any human foe. Thest pee 
vious victories over the Cult of the Dragon members have 
given them courage. 
® Ores (iz): hp 5 cach: Monster Manual 146. Note thot 

these arcs each wear breastplates (rather than scale mail), giv- 
ing them AC 15, They also carry longhows (rather than javelins) 

Possessions: Breastplate (taken from a slain Cormyrian), 
greataxe, short sword, longbow with 12 arrows 

Development: Another two hundred ores inhabit this camp 
(cee the “Ores of the Thunder Pes 
page for statistics), In a pile about 30 
portal are nineteen human and half-elven bodies, stripped of 
their black armor and gear. The black tattoo of the Cult of the 
Dragon can be seen on the upper left arm of each one. This 
was the main force of cultists that attacked here one day 
bfore the PCs reached the Stonelands ruins. All were slain, 
although many ores also died in the attack. 

Portal 5 (Dragonmere) 
There 1s no map for this focarfon. This portal leads to the 
of a circular, 300-foot-diameter, horizontal waif of force that 
hovers 22o feat over the Lake of Dragons. At the moment the 
PCs exit this porfal, the platform (once used for research and 
spying) Is deep inside a large passing cloud. Lighting conditions 

‘The pentagonal archway here was deliberately made invis- 
Ible by Netherese wizards to keep its location a secret, making 
it useful for spying to the south using flying magic or winged 
mounts. It can be touched and felt, and the warning tone from 
it can be heard when itis about to cease functioning. tis oth- 
cerwise undetectable, The archway’s exit Faces north, the only 
direction through which it can be entered. (The other side of 
the archway is solid, a usual.) The archway is in the exact 
cenrer of the circular wail of force. 

‘Thanks to cloud cover and recent rainfall, the whole sur- 
face of the invisible platform is wet and slick. Also, thanks to 
the Thunder Peaks orcs who made this spot their dumping 
round, much of the surface is covered by a thin layer of mud. 
‘The main danger here lies in walking too near the edge and 
falling off if no dirt is present to show where the edge lies. or 
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possibly slipping in the mud and sliding off while running. A 
Spot check (DC 20) in the fog will reveal the very edge of the 
platform ahead of a walking character if mud covers it (60% 
chance). Walking on the surface is quite precarious due to the 
mud and precipitation, requiring a successful Balance check 
(DC 12) from each PC who wants to keep her feet each round 
of combat or each minute of “normal” time. APC who fails this 
check falls prone in the square she occupies. Falling the check 
by more than five within 5 feet of the edge of the wall indi 
cates that the PC has slipped over the edge. She must then 
make a successful Reflex save (DC rz) or plummel zzu feet to 
the water below (see the Dunaeaw Master's Guide, pages 12-13 
for fang damage rules), 

‘Anyone who pokes of probes the ground notices that a 
very solid surface lies just below the layer of dirt. Further 
examination reveals that, once the dirt is wiped aside, the PCs 

appear to be standing on a gigantic plate of glass hovering 
high over an ocean. This might provoke great consternation 
among the adventurers and lead fo them using a great deal of 
caution hile moving, around, though they cannot break the 
wall of force without some spell or device that destroys or 
negates magic effects. 

This location has no dangers other than falling off the edge. 
You might have a few winged terrors drop by in a few days, 
however, if they notice the floating mound of dirt, The south- 
em coast of Cormyr is eight miles from this spot, Marsember, 
the nearest city les about Twelve miles to the northwest. 

Portal 6 (Saerloon) 
This portal exits inside a wine cellar in the Sembian seaport of 
Socrloon. Read or paraphrase the following when the PCs 
travel through this portal: 

On the other side of the portal is a cool, dark room that 
‘smells of mildew—and, oddly, some kind of sweet, alcoholic 

beverage le wine, No source of light is present. 

This portalleads to a small, brick-walled cellar with @ packed 
dirt floor. The ceiling is made from thick wood and appears 10 
be part of a building's ground floor. Directly in front of the 
portals a wooden wine rack with 26 bottles of Sembian vin- 
tage. in fact, the wax label on each bottle has a note, "Bottled 
in Saerloon,” along the bottom. The cellar has a stairway lead- 
ing up and three more wine racks that hold another 142 bottles 
‘of Sembian wine, all bottled in Saerloon by various vintners, 

Trap (EL 5): The portal archway has been trapped by a spell 
that attacks anyone coming through it with electric shocks, The 
first living creature to come through the portal takes. 848 
points of damage; the next one through rakes 6d6 point, the 
third one 446, ond the fourth 246. Thereafter, the spell has 
ended. A successful Reflex saving throw (DG 14) halves the 
damage. This trap canno! be detected in the usual manner, as 
IIs on the exit side of the portal a derecr magic spell cast 
before walking through, however, reveals that the area within 
the archway on the far side has a peculiar shimmer fo it (3 
‘moderate Trancmutation aura). 

7 Electricity Trap: CR 5; first creature through trapped 
area takes 846 points of electrical damage, second takes 646 
points of electrical damage, third takes 4d0 points of electrical 
damage, and fourth takes 246 points of damage; Reflex save 
(OC 14) halves: only detect magic spell can detect; Disable 
Device (OC 23). 

Creature (EL 10}: Also in the collar, waiting quitly out of 
sight of the PCs, is a lockout. He is a member of the Cult of 
the Dragon, whose Saerloon chapter has its headquarters in 
this small wine shop. The history of how the cultists here 
started the trouble with the portal system is fold in “How the 
Portal Network Was Activated.” Bresnos, the cultist, will be 
warned of the party's approach the instant that the archway 
on his side activates, 1 round before the portal fully opens. He 
uses his dust of diseppearance, then prepares 10 sirhe al any= 
‘one who survives the Trap and wanders Into the cellar. 

This cultist rogue volunteered to stay behind and guard the 
;portalin the wine shop, while the other cultists organize a third 
attack force into the porta/ system. He is willing to die fighting 
rather than retreat, and he would prefer to fight in darkness 
thon in light. 
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# Bresnos Huantilar, Male Human Rogio: CR 10; Medium- 
size Humanoid (5 ft. 3 in tall, HD 1od6+20; hp 50 Init +8 (va 
Dex, Improved Initiative); Spd 3o ft; AG 20 (+4 armor, +1 buck- 
ler, 41 rng of protection, +4 Diext; Atk +1/+6 melee (id62/erit 
17-20, +1 keen short sword with Weapon Focus feat), or +12/++7 
ranged (idqxe plus poison/erit 19-20, thrown daggger with 
Weapon Focus feat); SA sneak attack (+546) SQ. evasion, 
uncanny dodge, special ability (feat); AL NE; SV Fort +5, Ref +, 
Wil 25 Sir 1g, Dex 18, Con 14. Int rz, Wis 1. Chan. 

‘Skills: Climb +10, Decipher Scripr +6, Disable Device +7, 
Escape Artist +5, Hide +10, intimidate +6, Jump +10, Listen +10, 
Knowledge (Cult of the Dragon) +4, Move Silently +0, Open 
Lock +5, Pick Pocket +5, Search 18 Spot 110, Swim 110, Use 
Rope +4. Fears: Alertness, Blind-Fight (special ability), 
Improved Initiative, Quick Draw, Weapon Focus (dagger), 
Weapon Focus (short sword), 

Fossessions: +2 leather armor, #1 keen shortsword, + ring 
of protection, dust of disappearance (a uses), masterwork buck~ 
ler, 2 daggers coated with large scorpion venom, 2 vials oF 
large scorpion venom (DC 18; initial and secondary 146 Str). 

Development: The litle shop presently is closed, its doors 
locked and windows shuttered. A sign on the front door says, 
the owner has gone on vacation bur will return in a few weeks. 
to make repairs and reopen. What's actualy happened is that 
tho survivors of the Cult of the Dragon here have gone for 
help and will return in about a month's time with reinforce: 
ments from other cult centers. The. cult members took with 
then the rnetal plates describing in detall how the portal sys- 
tem works. However, a copy of the text on the plates: was 
buried in this wine cellar beneath the floor stone where the. 
plates were originally found, 

‘A successful Search check (DC 20) reveals the hiding place 
‘where the papers, wrapped in waxed cloth, are now kept. The 
papers tell haw to close down the entire portal network so that 
ir cannot be used until a second procedure ts followed ro start 
Up the portals again. Thus, the cultists. could reactivate the 
portal network at a later time even if the PCs close it down for 
now. A long struggle over the portals is almost certain, 

Portal 7.(East of Wheloon) 
Ther &8 no map for this location, This portal is sel in a stone 
wall, nearly all that remains of a temple of Tyche. The temple 
is on the outskirts of the village of Monksblade, astride the 
Way of the Manticore about haltway between Wheloon and the 
Vast Swamp, Read or paraphrase the following to the players 
when they passthrough this porta 

‘You look our into what appears to be the rulned | faa 
‘of an old stone building. Tall grass grows in the la 
tangle formed by the stonework, which rises only a 
‘of feet above the ground and is s foot thick. The: 
foundation shows three gops where doors must once hi 
stood, and it runs about 4o feet along each sic ie poral 
‘sppears to be: sel in the middle of one toa a 
Someone ee ee 

‘op in an overgrawn field, with seattered trees 
around. The per 

Once the porta/has closed, anyone staying in the ruins and 
looking at the pentagonal archway notices that the stone wall 
tn the back of the pentagon, which vanishes when the portals 
opened, was lang, ago painted wih a large, red riangle, point 
down, A narrow, five-pointed star (also in red) springs from 
the triangle's conter, its points touching the angles inside the 
archway. A large, corroded halo of metal surrounds the arch, 
‘mounted on the remains of the stone wall. Anyone who makes 
a successful Knowledge (religion) check (DC 23) recognizes 
this as a symbol of the now-dead goddess Tyche (a silver coin 
with a red star on ane side and a red triangle on the other) 
Some places in central Cormyr, particularly around the village 
of Monksblade, were well known for their temples to Tyche in 
ancient Cormyrian times 

‘The temple was built here around the archway, which was 
abandoned by the Netherese bur not destroyed by enemy non 
humans, who didn’t know what to do with it. Tycheans thought 
the pentagonal arch was a sign that they should build a small 
temple here, so they did, The temple was destroyed long ago 
by 0 group of evil wizards who rampaged through this region, 
stealing from various temples before they were slain, The ruins 
are sill vised by adventurers who toss copper coins into the 
‘grassy area blocked by the foundarion In hopes of gaining good 
Tuck. A successful Spot check (DC 15) reveals many dazens of 
such coins over the ground, These can be collected without 
harm (1ge ep total nearly all are Cormyrian in make, though 
some are centuries old. 

IF the PCs appear here inthe daytime, they have nothing to 
fear right away. The Way of the Manticore, & one-lane dir 
road, is at the bottom of the fill. Something smells bad in the 
Air, lke a creature died hereabouts recently. Qn the way down 
tho hill hrough the tall grass, PCs must roll Spot checks (DC 
1) to discover the decaying bodies of cight ores, all bearing 
shield designs common to ores of the Thunder Peaks. The bod- 
tes fel na line leading from the road to part way up the slope 
to the temple ruins. The ores nearest the top of the hill seem 
fo have been running when they died. The bloated bodies, 
though exposed to outdoor air and insects for several days by 
this fimo, have no signe of violence on them. A few of the bod: 
lea appear to have been examined earlier by other people, 
probably merchants and wayfarers coming up from the road, 
then left alone 

Except for distant farms, no one lives around here. The 
nearest settlement, Monksblade, fies two miles west and is a 
quiet Cormyrian spot with superb food and sleeping accom- 
modations. Recently, a popular if spooky local “attraction” has 
bbeen acting oddly, and no one wil come out at night anymore 
for any reason, Locals call the problem the “Looking Lady”=Ihe 
ghost of a skul-faced woman thar was once relatively harm- 
less but is now attacking everyone. 

iF the PCs open the portalhere after sunset, to either arrive 
or depart, they quickly find out what the problem is. Only 2d4 
tminutes after the portal opens, the Looking Lady arrives. She 
‘wants to get through the open portal as fast as possible so she 
can ger back 10 her home on Opus using the Nexus Room (see 
description of Portal). f confronted, she artacks in a violent, 
hysterical manner, trying to slay everyone near her 

‘As noted earlier, the Looking Lady cannot operate the por- 
tal inher present condition. She soundlessly commands 
bystanders to do this for her, without telling anyone the For- 
mula for doing so. f she ts nol obeyed within 2d4 rounds, she 
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attacks for dq rounds, then again ries 1o oder everyone to 
help her. This cycle repeats until ether she is destroyed, her 
victims escape, or she Is aided as she wishes. If she Is allowed 
to go through the portal system to Portal 2 (she knows which 
portal leads to her old home), she flees through the archway 
tonto the debris-strewn hill that is let of Opus in Anauroch and 
instantly vanishes. Her spirit is laid fo rest, never to return, 

Creature (EL 8): The Looking Lady, who appears only at 
night, artacks. anyone who delays her from reaching an open 
portal. She does not speak or mhake any sound, and she does 
not understand any “modern” language, though she can make 
hhand gestures to try to communicate. 

34. september/ociober 2001 

The Looking Lady, Female Human 
Ghost Sor: CR 8; Medium-size Undead 
Incorporealk; HD  Gdte; hp. 45; Init +3 
(Dex); Spd 30 ft fly 30 ft. (perfect); AC 
17 (+4 deflection, +3 Dex): Atk +6 melee 
(id4. corrupting touch! SA corrupring 
ouch, horrific appearance, manifesta 
tion, spells; SQ Incorporeal, rejuvena- 

+4 Turn resistance, undead; AL. NE; 
BV Fort +2, Ref +5, Will +5; Str u, Dex 
17, Con ~, int 16, Wis 1, Cha 16 

‘Skil: Concentration +10, Knowledge 
(Netherese magic) +10, Hide +8, Listen 
4417, Search +18, Spelicraft +10, Spot +18; 
Feats: Meriness, Silent Spell, Spel 
Penetration, Still Spel 

Spels Known (6/7/6/4; base DC = 14 
+ spell level): o-doncing lights, derect 
‘magic, flare, ghost sound, mage hand, 

read mag ill 

person. 
‘See page aie in the Monster Manual 

for descriptions of ghost special abi 
nd page 6 in the Monsrar Manual for 
Information on incorporeal unde 

Portal g (North of Arabel) 
There is no map for this location, This 

north of 
of trees due west of 

the nearby trade route, nestled in the 
foothils of the Stormhorn Mountains 
That Is, the portal would let people exit 
at this spot if the entire archway were 
‘not encased in a thin blanket of lead, 
then buried in mortar and stone! The 
lead and stone were added 10 block 
detect magic spells and keep the 
tence of the portal a secrot. The 
Netherese of Blister had nothing to do 
with the above changes, however: 

portal lies twenty-eight mile 
‘Arabel, in a thic 

The lead wall is thin and soft enough thar it can be cur away 
with a knife, but behind it is a mortared wall of stone (z fi. 
thick, Break DC: 40, hardness 8, hp t20). If the PCs manage to 
break through it, read or paraphrase the following boxed text 
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‘and remounted, It is now buried in the middle of a large: 
‘stone-and-mortar monolith, a kind of marker shaped like a 
iont rectangular tombstone or section of a town wall. The 
dark gray, timeworn monolith se feet high, a feet wide, and 
6 feer thick. If one steps back info the surrounding trees, a 
large, schipted stone. head and shoulders can be seen cap 
ping the monument, adding another 6 feet to the monu- 
ments height. The stone head has « wide grin on i, as if it 
‘were viewing som unusually amusing scene. 

Alter leaving the encircling trees the PGs see thal they are 
in a region of low hills and scarrered trees, very much like the 
northern part af Cormyr (which is exactly where this is). The 
monument is the Laughing Head, a notorious landmark whose 
reputation io widely known to locals of this area, and PCs who 
make a successful Knowledge (local) check (DC 15), 
‘Supposedly, when the light of the rising moon falls upon the 
head ar a certain time of year (most people say In the winter), 
the head speaks a cryptic challenge. The pure, combined with 
certain words that appear on the front of the monument at 
that time, are clues toa hidden place or thing. The monument 
is known to be old, probably older than Cormyr itsclf, Further 
specifics are impossible to come by. Many up-and-coming 
heroes in Cormyr have seen the Laughing Head at least once 
in their ives and tried ro figure our is importance. 

This parfal was originally built here and made invisible by 
NNetherese wizards planning fo use it to ambush nonhumans in 
the area, Like many other portal, this one was zhut down to 
prevent it from being taken over, then forgotten after the fall 
Of Neiberil The stone monument encasing the portal archway 
was built by an Asram archmage, Zaros, who happened by 
about throe centuries later, in «33 0.8. The archmage was dying, 
of @ dreadful disease that was swiftly destroying his homeland, 
a survivor atate of Nothorl, 

Having carlior found the archway and made it visible again, 
Zaros knew enough of Netheri’s magic to rework some of the 
spells on the portal xo that, in addition 10 wherever else it ted 
(Which was of no concern to him), ir would aso serve as @ por- 
Jal to his burial place. The archmage was 4 master astrolog 
‘and astronomer, and he used the Blister-liked portal to cre- 
‘ate a more powerful portal that would lead from Tori straight 
to its giant satelite, Selone, when the light of the midwinrer Full 
toon fell upon the portal, In a desolate canyon on Seldne, the 
archmage bullt a mansionlike mausoleum, This done, Zaros 
passed through the portal which he activated in the standard 
‘way on a moonlit midwinter night, then used magic to sheath 
the porta/on Toril in lead to prevent its quick discovery, Magic 
also finished mortaring the archway into the monument, whose 
resemblance to a tombstone was deliberate, Zaros went to his 
crypt on Selane, where he entombed himself with his posses= 
sions and died, his body preserved by his spells. 

Zaros left an inscription on the monument, written in the 
ancient tongue of Netheril, and designed it to appear only dur- 
ing the light of the full moon on or about Midwinter Night. A 
comprehend languages spell is sufficient to translate the writ- 
ing. The inscription gives hints to the operation of the portal 
and where it leads, but the clues are eryptic. To discover a 
secret place of rest “beneath the ight of the world,” the trav- 
fler must walt for a “cold moon,” disrabe, then use one hand 
and a command ("Part the veil of the universe for me!”) to 
travel there, Zaros meant for the traveler to first wait for a full 

midwinter moon to shine down, which would activate the con- 
ditions necessary to make the portal open on Seliine instead of 
anywhere else. The traveler must then “disrobe” (remove the 
stones and lead sheath from) the monument, dig out the por 
tal. place a hand on the archway, and speak the key phrase to 
Activate the portal. The place of rest (Zaros's crypt) lies beneath 
the light of the world (Toril, hanging directly overhead in 
Selane’s sky), One can imagine the antics adventurers have 
gone through over the years trying to make sonse of the 
inscription and make it work, 

The laughing head and shoulders on top of the monum 
‘were added by a sil larer individual-unforrunarely a power- 
ful cleric of Moander the Darkbringer, in 26 0.8, (The Year of 
Opening Doors). The monument was already known fo humans 
in the region, though no one suspected its true purpose. The 
cleric, Orgur Thok, was also known to the locals and the infant 
kingdom of Gormyr, created just thar year and consisting only 
‘of Suzall and the land around i in the south, Orgur was sought 
by the royal Oharskyr Family on charges of murder and plot~ 
ting. against the crown. While hiding out, Orgur secretly stud- 
ied the monument and figured out how to get To the portal and 
‘porate It. He then decided to use Zaros's mansion tomb on. 
Seline as his secret refuge, from which he could strike back 
ata future time and destroy those who sought his death, Ona 
‘whim, he added the large sculpred head with its absurd grin 10 
the monument and enchanted it so that it would magically 
speak and be understood by everyone within go feet of i, at 
the same time Zaros’ inscription appeared. 

‘The head's cryptic challenge was designed to confuse any- 
‘one irying to solve the original inscription, to prevent the 
monument from being used to reach Orgur's hideaway. A 
careful study of the monument using a dwarf’s stonecunning, 
Knowledge (architecture and engineering) (DC 20), or 
Profession (stone-mason) (DC 18) reveals the head was added 
18 a soparate Feature some time after the monument was built 

‘The head's cryptic challenge is often interpreted in the fol 
lowing way; An ancient evil seeks the destruction of the 
"southern kingdom,” and to stop it, @ hero must take the “king's 
heart,” then follow the rest of the instructions on the monu- 
ment, The idea here was to trick foolish heroes into kiling or 
stealing from the king of Cormyr, perhaps even kidnapping. 
family members who might be his “heart.” If anyone brought 
such items to the monument and actually figured out how to 
‘open the portal Orgur would be happy 10 take the offered 
items, kill whoever brought them to him, and use the items 
against Cormyr. 

Orgur opened the monument portal and fled to Selane 
before he could be captured or slain by Cormyrian soldiers. 
Using a wish spel, he repaired the damage to the monument 
and lead sheath, so i was left just as he had found it, However: 
Orgur did nor count on two things. First, the heroes of Gormyr 
are generally so patriotic that they nearly always discount the 
idea that their king should be attacked; they instead try to 
interpret the grinning head’s spoken words in extremely e20- 
teric and symbolic ways. For example, the head might really 
have said the “king’s hart.” the largest deer in the realm, or i 
might just mean “courage.” which a king (or adventurer) 
should have in abundance. Many believe the “southern king- 
dom" is not Cormyr but some other place south of it, further 
confusing the issue, The Obarskyr Family has long ceased wor 
rying that someone will assassinate the king to take his heart, 
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but the monument is checked now and then by wizards work 
ing for the realm. What became of the evil cleric was never 
tearned, though divination spells indicated Orgur died soon 
after he vanished. Orgur vanished from the pages of history 
as well, except in ald Carmyrian tomes kept by the Obarskyr 
family, Candiekeep, and a few other places. OF Zaros, no wri 
ten record remains. 

Second, the lethal disease that killed Zaros was sil active. 
In was magically created by the goddess Talona ages ago and 
designed to slay an entire kingdom in a month's time, She 
meant for the disease to vanish on Toril after a certain point, 
0 she tailored it fo quickly become completely extinct; more 
‘over, it cannot be spread on Torilif i is reintroduced by some 
means, Though the disoase vanished on Tori, the spells Zaros 
used fo preserve his body in death also kept the disease alive, 
inside him, particularly as he was no longer on Toril-a loop 
hole in Talona's creation of the disease, Orgur was In the 
process of moving his assorted belongings info the mansion- 
fomb when he disturbed Zaros’s body and infected himselt, 
The progress of the disease was extremely rapid. Orgur soon 
realized what had happened and tried to flee his new home, but 
he died attempting to open the great, heavy iron doors to the 
mansion-mausoleum, 

Development: Anyone opening the two great doors of the 
‘mausoleum will find Orgur’s mummified remains on the floor, 
curled up. Tho cause of death is not obvious, and neithar is 
Orgur's identity, Among Orgur's effects are books and papers 
about his worship of Moander and his actions in ancient times, 

well ay his plot to come to Seline and use tomb as 
is base, Nothing was wrirren abour his disease, although he 

speculates that Zaros was one of the last survivors of Asram. 

ASRAM ILAGU 
Disease, Infection DC 
AAsram Plague All vectors 20 

Incubation 
ada days 

Damage 

‘Contac, ingested, inhaled (within go fee 
‘and injury, However, this apple 

3d by ony means, thou 
fect 

of lve or dead infec 
nly on Sane, On 

ase cannot be spr h « person who 
has the disease sil suffer is fl 

A Fortitude saving throw with a 4 penalty is required of 
any creature that risks infection by Asram Plague every 
hour it is exposed, An infected creature must make a new 
Fortitu y day to prevent damage, Thrae sue 

ssful checks in a row stop the disease, but recovery ia 
impossible without magical healing 

‘An infected character notices nothing during incubation 
except feeling a little more tired and cold than usual, Once 
the incubation period ends, the character Feels chills, lass 
tude, 

orse over time, No external symptoms appear until ten 
days after the incubation period ends, when a stra 
amber fui begins seeping from the affected person’ 
yellow) s symbolic of 
Talona, However, approaching any of Talons’s follo 
ask for a cure has an unexpected effect. “Golden tears” are 
thought by Talonites to be an irreversible death mark, and 

Talona’s clerics will flee iF they see this, offering no 

and weakness in the limbs. These symptoms grow 

help at all and wishing only 10 save themselves, 

Zaros's papers and books offer extensive information on 
astrology and astronomy, invaluable to sages and some wiz- 
ards, You can decide what specific magic items and other per~ 
sonal effects are in the mansion-romb, as well as the romb's 
actual layout (should the PCs find their way here) 

Only one or two magic items. are present, of an ancient 
make. However, the papers and books are all perfectly pre- 
served, if britle, and would be worth thousands of gold pieces 
10 4 sage, wizard, historian, librarian, or collector. Candlekeep 
would pay out a minimum of 35,000 gp for the lor, although 
transportation would prove quite a problem, 

Asram Plague, 95 itis called here, affects only humans and 
part-humans (half-elves, half-orcs, and so on), Statistics, per 
tho Dunacow Masron's Guide (pages 74-75), are in the "Asram 
Plague” sidebar below. 

Remember that the portal opens to Seldne only if iris acti- 
vated under the Midwinter full moon. At any other tine, the 
portal opens back to the Nexus Room. As this adventure fakes 
place in midsummer, the PCs have a while to wait before this 
part of the adventure continues-but they have plenty of time 
fo bone up on the monument's legend before vi 

Snytting Down Tt fortar dritemn 
‘The porzal system can be temporarily deactivated only from 
the Nexus Room. The notes written by the Cult of the Dragon 
momber in Saorloon show that to closa a portal, a wizard must 
cast read magic and say aloud the rune words written around 
the pentagonal archway. A metalic. magic item must then be 
touched 10 the urch, This causes the item ro immediately be 
siripped of Irs magic, and the porral cannot be activated again 
in the normal way. Only by speaking the rune words aloud 
once more, In reverse order, and touching another sacrificial 
magic item to the archway (which aloo loses its magic) allows 
the portal to bo reactivated, Reading the runes around the 
pontagonal archway takes 1 minute. A wizard can ereate a 
spur-of-the-moment magic Irem by casting a spell tke ghr on 
‘metal coin, which will serve nicely, 

Concunine Tht Apventunt 
Once the PCs have gained control of the portals and shut them 
down to prevent further abuse, they should go back to the 

army camp at the Black Crater and report to Captain Dunman, 
Encounters along the way are at your discretion goblin raiders 
are common this tine of year. The captain will nat send any 
assistance to the PCs in tho form of solders, spelloasters, 
horses, and so forth. She will take their verbal reports, have 
them transcribed, and send those along to Lord Hawklin, She 
will request @ force of Purple Dragons come to seize contral 
of the portal network If the PGs have no interest In holding It. 

‘To the chagrin of the party, everyone's paperwork wil be 
checked again once the group returns tothe camp, Any ire 
Ularities will result in arrest, though if the party obviously did 
a good job, the captain might be lenient and merely send the 
PCs home with a letter of complaint and @ reprimand, with a 
penalty fee assessed. Any papers the PCs bring back. such as 
thase showing how the porral system operates, will he copied 
and sent back to Suzail 

“Those members of the group returning to Suzail (assuming, 
To one stays behind to “hold the fort”) can go home within a 
day of reaching the camp at the Black Crater, using the inter~ 
mittent portal there. A page in the service of Lord Hawslin will 
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ENCOUNTER LEVEL (HART 
‘Summarized below are the Encounter Levels (EL) for all the encoumers 
In "The Door From Everywhere." Four Gth-level PCs should garner 
‘enough XP from these encounters to reach 7th level. Athough many of 
the encounters have an EL higher than 6, the PCs have the option forest 
nd heal between encounters 

‘Area Encounter Dosripton a 
4g Male Ore Fire (3) 6 
2 Wolves (e) 
3 We Ore Fra (8) 3 

217 Iwo-hese Grito 5 
PL ford Garg, Male Human Fez 9 

9 Ogres (3) 
Pe 9 Banik () 3 
4 Gargontwan Tesco () a 
Pa Pores te) 6 

9 Cress Blacibones, Male Hal-dragon Fir vo 
9 Spite, Howl () 
$ Tharlock the Efcourge, Male Hal-ore WitEvo)y 
# Ore Fire (i) 
2B Orcs (80) 

PO) | Ehircly Tap 
4# Bresnos Hualar, Human Rogio 

7 The Looking Loy, Human Ghost Sort 

* Stoneland Ruins: Ground Level 
* Stoneand Ruins: Lower Level 
** Nexus Room 

bbe present at the Court's portal roam to escort the PCs to 
their lord, Lord Hawklin is glad to see them return, especially 
iF they have much news, fales of adventure, proof of their 
travels, and so on. The PCs notice that Lord Hawklin hes 2 
fresh scar on one cheek, about which he says nothing except 
to sigh and change the subject, (The Steel Regent accidentally 
gave it to him in a fir of rage) Payment for the adventu 
quickly made, though the PCs are reminded once more of their 
oaths of loyalty and secrecy, particularly about the portals. 

In The Lone RUN... 
The best outvome, from the Cormyrian government's point of 

view, would be to have the PCs or someone else hold the 
Stonetands ruins and allow the War Wizards to explare the 
portal system. The sit, it not taken by the PCs, wl be held by 
‘a significant force of Purple Dragons and War Wizards, who 
build defenses around it and look for ways to make good use 
‘of the portal system to aid Cormyr’s recovery. In time, mili- 
tary strikes using Porral 4 can be made against the orcs in the 
Thunder Peaks; Portals 1, 7, and g can be fortified and used for 
‘moving troops rapidly across the realm. Portals 2,3, and 5 will 
largely be loft alone except for adventuring missions spon- 
sored by the crown. Portal 6, opening as it does into Sembie, 
will be used exclusively for spy missions. 

Even if the PCs wish to use the ruins as their furure home, 
building their own fortification there, the War Wizards insist on 
Keeping partial control and ownership ofthe portal network, a5 
it is too risky to allow such rapid access to the heart of Cormyr 

from its,borders. Rebellious nobles, assassins, foreign spies, 
evil nonhumans, and bandits would ail love control of the por 
‘als for their own purposes. If word of the portal system leaks 
‘ut, attacks agsinst the site are certain to occur. 

Once the PCs return to Suzail, they might be sought out by 
unirustworthy nobles. foreign spies. and other adventuring 
‘groups who make: it their business ro char with anyone seen 10 
have business with the crown. You can play cut the conse 
quences of such encounters, remembering that the crown 
hates oathbreakers, spies, and traitors 

Perhaps the worst outcome of the adventure would be the 
return of the Cull of the Dragon members to their portal in a 
month's time. From Saerioon, they will certainly do all they can 
to strike back at the heroes and Cormyr itself, as well a8 the 
troublesome orcs of the Thunder Peaks. The cultists assemble 
a powerful retaliatory force, perhaps complete with a draco! 
ich or two, and try to reclaim the Nexus Room, 

Tht Ortex FONALs 
You can expand this adventure by activating more of the por= 
tale inthe Nexus Room. You will need to determine each des- 
tination as well as what might be waiting for PCs on the other 
side. Here are some ideas based on adventure hooks presented 

jin the Foroorren Reauns Campaign Setting sourcebook: 
Portal 8; The Haunted Halls of Eveningstar (page 2y5). The 

portals tucked away In some craftly concealed corner of the 
‘underground fortress, as yet undiscovered, 

Portal 10: Citade! of the Raven (page 160). If the Zhents 
inhabiting this outpost are aware of the portal, they might have 
2 chained hydra or some other creature waiting to devour 
‘unwanted interlopers, 

Portal 1: Aencar’s Manor (page 121). The porta/ occuples a 
chamber beneath the haunted runs that has just recenly been 
excavated and seized by the Cull of the Dragon. Ihe cutists 
recognize the importance of the portal but haven't been able 
10 octivate it from this side yet, 

Portal 1: Myth Drannor (page 12q). The portal is located 
beneath an ancient ruin inhabited by # band of drow shadow- 
dancers, These dark elves are searching for a relic of Lolth 
hidden in Myth Drannor centuries ago 

Portal 1g The Vast Swamp (page a). A mad beholder named 
Xibalgar recently found a way to repair this portal, which 
broke into three pieces after sinking into the marsh, Xibalgar 
fancies itself collector of “beholder artifacts” and has con= 
vinced a tribe of lizardfolk ro transport the newly repaired por- 
tal overland to its new lair in the foothills of the Thunder Peaks. 

Portal 14: Scimitar Spires (page 9g). Floating between three 
of these dark, obelisklike peaks is @ basalt tower—a Netherese 
romnant recently thrust Into the sky by 9 wizard shade. The 
shade is experimenting with the newly recovered portal, 

Portal 15: The Dragonmere (page 1qz). This portal sits at the 
borrom of the lake, nthe flooded treasure cave of a dragon 
turtle, wereshark, or some other aquatic creature. 

Portal 16: Old Skull In (page 139). This portal exists in the 
Underdark deep below this popular adventurers’ hangout. 2 

This is Roger's second appearance in DUNGEON Magazine, (His 
first adventure, “Juggernaut,” appeared in Issue #27.) By day, 
Roger raises giant hamsters on the asteroid city of Bral. By 
night, he dabbles in eldritch magic. hoping to unlock portals to 
far-flung worlds both wondrous and benign. 
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THIRDS OF PURLOINED VELLU! 

Thirds of Purloined Vellum 
Sometimes Paper is More Valuable than Gold 

by Graham Robert Scott 
artwork by Kennon James © cartography by Christopher West 

“Thirds of Purloined Vellum” is a DOrD adventure for four good-aligned 1st-level 
characters. DMs should find it easy to tailor the adventure for higher level characters, 

The scenario is set in Athkatla, the capital of Amn in the Forcorren Reams campaign 
setting, where agents From a distant thieves’ guild have sabotaged a trade mission by 

‘stealing documents crucial fo its completion. Adventurers can expect a mix of 
intrigue, problem solving, and roleplaying as they track down the agents, 

The module isn't a linear dungeon crawl or rigid script, and the PCs might make 
unforeseen moves, so it works best for experienced DMs 

[Magic tems — Monsters 

Aiventure Backerouni 
‘Athkatla, the capital of decadent Amn, enjoys more than its 
share of intrigue. Ite streets are rife with skulduggery, espi- 
conage, backstabbing (both literal and figurative), ond trade 
rivalries taken to dangerous extremes. 

The reception was no different when Kathkallan, 2 promi- 
nent merchant and alderman of the Dragon Coast city of 
Texir, came to town recently on a trade mission. The merchant 
hopad to, close two deals that could improve his city’s stand- 
ing as an inner-sea trade power. Unfortunately, his dreams of 
financial conquest weren't to be; someone has sabotaged his 
alfempts. This time, Athkatlan natives aren't behind the clook~ 
and-dagger behavior, instead, the merchant has become the 
Vietim of Forces employed by his fiercest trade rival 

‘Things didn’t begin on a sour note. Until recently, every- 
thing looked rosy. Here are the events that led up to the situ- 
ation to which the PCs are introduced: 

+ Kathkallan identified a rare substance coveted by Amn's 
wealthiest residents and came up with a way to provide it. He 
seeresly established two giant hee farms, from which he hopes 
to cultivate royal jelly, a byproduct of giant bee colonies that's 
Teputed to heal, cure disease, and alleviate the effects of aging 

+ Kathkallan’s royal jelly Farms face little competition. In the: 
past, the substance was brought to market by adventurers, not 
farmers. Since adventurers tend to destroy the hives in the 
process, Amn long ago depleted its jely-producing colonies. 

«+ Jasaar Arrast, the head of a powerful Amnian merchant 
house specializing in perfumes and cosmetics, agreed in 
advance to buy Kathkallan’s first shipment of royal jelly for 
4,000 gp per half-pound jar. 

# Non-Player Characters (NPCs) 

who like 10 think on their fer. 

@ Objects W Settlements 4” Traps 

« Kathkallan also acquired an option to buy 200 pounds of 
vanila beans for 20,000 gp trom Greater Galleon, an Athkatlan 
company. He hopes to buy the vanilla with proceeds from the 
jelly, then carry the spice back to Tezlr for sale. 

+A year after signing the contracts, Kathkallan’s bee farms 
produced their first crop: nine jars of royal jelly. 

+ All nine jars survived the caravan trip from Tezlir 10 
Athkatia, 

Everything fell apart when Kathkallan reached the capital 
When the merchant arrived, he sent his journeyman, Goliad, 
to schedule meetings with both Arrasti and Greater Galleon 
while he arranged for the sale of # wagorload of wool (his 
cover story for the trip). He also asked Galliad 10 arrange for 
security on the trip back, either by sighing on with a caravan 
or hiring guards. Galliad never returned. 

Kathisllan’s trade mission is now in jeopardy: To prove he 
represented his master, Galliod was carrying Kathkallan’s con- 
tracts when he disappeared. The documents are irreplaceable. 

Indeed. Kathkallan can't complete his trade mission without 
them: The other merchants pretend they don't remember ever 
making the deals unless confronted with their signatures. 
That's because, thanks fo recent events in Amn, the terms of 
those contracts are no longer as favorable to the merchants of 
Athkatla as they once w 

Arrasti for bis pari isin a financial bind, He illicily. used 
his estate as collateral on two loans, each for a separate over- 
seas venture. He was gambling that sales from the two ship- 
ments would cover the debts. But both vessels were lost 10 
pirates, and monthly loan payments have nearly wiped out his 
reserves. Worried that one of his creditors will soon try to 



THIRDS OF PURLOINED VELLUM 

SCALING THE ADVENTURE 
Although seb ithe FoRcoyren REALS campaign getting, this 
advanfure fits into any large city known asa magnet for rade, 

IniGrevrawe campaigns, he City!of Greyhawk works fing 
as dacs Ekbir for DMs wh want fo maintain the poaudo- 
‘Arabia [avor of Altils. Tooke the switch? the DM should 
find another pair of.rrade rivais'p replade Tevir and Westgate 
and se appropriate,thieves’ guilds in placd of the Night Masia 
and Shadow Thieves, Athkatia’s merchant] Rauséé ‘can! be 
replaced wih powerful merchants ond. guilds 

‘The tdventure ig designed for ist-leyel, characters but can 
Be easily adapted for higher-level parliesaby ramping up the 
[Eels of the villains. * 
E+ Mantatisy(the main vilin) should remain. three levels 
higher than tte average piittyileve, ‘ 

+ Cateligh (Mantatis's Neurefini) shoUldsbe two levelt 
higher than'the average party level, am 

Gil, Holm, ond Anteashara, shoUld éachy Be redval to ihe 
avenge party level, t “tee” 

‘If the PCs are higher tian jet evel bn average 
in the openingesequence shouldbe rogues, each 
below the aveagé party loyal, ® 

‘The DC of saving throws for somé of tha poisons and the 
pillars of Parihenope should beyincreased yngint pen level of 
the sverige party tember 

thugs 
level 

«The listed paymenf for the party's mission should be mu 
Wiplied by the pagty’s level, as should the:gmounts of treasure 
found during the courga of the adventure, 

Jn addition t6 the above advice, DMs should consider the 
following pointers: 

azd- lo 3rd-level PCs: I the partys aving’an easy ting, 
give Manratlus a number of hired tst-level fighter mercenar= 
Jes-equal 10 the size of the party, (The mercenaries, however, 
should not know thein employer: i¢9 Night Mask) 

th- to gthelovel PCs: in addition to giving Mantatludjsome 
mettenbry lords; give tHe wizard the animare deackSpell and 
‘asstime He created 18 Hi) Dice worth of vkeleions and zom- 
bies fom victims of his garden. The: lndeadFemain below the 
Soll lil called’ hy the wheard or dishitbed by trespassers 
Cafelion, Gil, Holm, and Anteashara should: also, ba equipped 
with a nastier varlety:oF poisons: 

6th to 7th’ leyellPGs: The DM eh, equip the Night Mosks 
with magic fem§ appropriate to thelr levels, add, more lethal 
plattls 1o the wieddsszarden, and so forth, Garellony.Gil, Holm, 
and Anteashara might fiive’a lavel or two os assassihgiinstead 
of rogues. Alsoikeapiin tind the strategies open to'a gth: or 
sothslevel wizard tke Mantatlus, Ho should/use summoned erea- 
tures.to fight, drop confusion spolison tha party whilo they 
fend off undead (which are immune to the spel) and feleporr 
Iback to Westgate if things get rough 

Claim his estate and reveal his deception (ruining his credit and 
reputation in the process), Arrasti is desperate to rebuild his 
fortune quickly. Thus, the perfume merchant is particularly 
determined to squeeze every copper of profit out of any deal 
presented 10 him, Although he could double his money on the 
royal jelly even if he bought it ar the contract price of 4,000 
ap. he offers only 1,000 gp a jar unless presented with the 
writen agreement. 

Meanwhile, several shipments of vanilla wore also loat at 
sea. As a result speculation on the remaining vanilla has more 
than doubled streer prices for the sweetener since Kathkallan 
‘negotiated his option. The option gives Kathkallan a substantial 
discount on Amn’s hottest commodity because it binds Greater 
Galleon to an earlier, lower price. 

Desperate to recovar the contracts, Kathkallan and 
bodyguard attempted to retrace Gallad’s steps, At the start of 
the adventure, a day after Gollad’s disappearance, they have 
walked into an ambush~and the PCs are there to see it 

for tne Dunéton Master 
Galliad js dead, lured into a trap by agente of Teziir’s archrival: 
the city of Westgate, Tezlir has long played socond fiddle to 
Westgate when it comes to trade, and the latter city often takes 
drastic steps ro ensure things remain thal way. Wary of poren- 
Vial rivals, Westgate jealously guards its dominance in Dragon 
Coast trade through liberal use of ts powerful thieves’ guld, 
the Night Masks. 

The Night Macks have stationed a team of five agents per 
manently in Athkatla (see “The Night Masks” sidebar), Among 
their other duties, they are under orders to foil any trade 
efforts between their host city and Teziir, 

When Gallad went abour his errands, he encountered one 
of the Night Masks, 2 woman named Anteashara, A permanent 

resident of the capital and an Amnian native who turned fo the 
ight Masks at on carly age, Anteashara works in town as a 

porter. In Athkaila, porters do more than just carry luggage. 
‘They acl as coordinators, guides, messengers, and ferches. 

‘As Gallad wandered through the market scheduling 
appointments, he encountered Anteashara, who offered har 
services. Enger to complete his assignments, Gallad asked her 
where he could find a caravan hoadod for the Dragon Coast. 

Recognizing Galiod a8 a native of Tezlr, she directed him 
to a business run by another Night Mask: her’ consort, Catelion, 
Known as the Platnum Quill, Carellon’s firm organizes wagon 
tains and hires guards for traveling merchants. It also claims 
fo insure cargo headed to Tezir. 

Galliad was hooked. He paid her 2 sp, gave his thanks, and 
sped off to the city’s financial square-the Atrium-where 
‘Anteashara said the business was located, 

‘When the eayer journeyman got there, Catelion agreed ra 
everything he wanted and offered extremely generous rates 
for his services. in the process, he learned a great deal about 
Galiad’s trade mission. instead of becoming suspicious of his 
good fortune, Galiad was delighted and decided to spend some 
of the money he'd saved at a nearby tavern, the Silent Siren 
(which Carelion helpfully recommended), After a couple of 
hours at the bar, Gallad mer a local courresan named Zinn 
‘This meeting was no accident, The Night Masks had hired her 
to lure Galiad to a garden on the north side of the city after 
hearing Catelion’s report. 

The visit proved fatal for both Galiad and Zinn, The gar- 
den was the backyard of a manor owned by a wizard named 
Mantalus, the leader of the Night Mask team. Within it grew 
the wizard's favorite pet: a rare, creeping vine called the pil 
lars of Parthenope. The plant has a scent so alluring, few can 
resist eating its. poisonous berries. Both the courtesan and 
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journeyman succumbed to the berries and died shortly after 
eating them, 

Since looting Gallad and reading the conrraers, the villains 
have established two goals: 

1. Mantatlus, under the cover of his change self spell, has 
hired a band of thugs to mug Kathkallan and take his royal jelly. 

2. The wizard also hopes to sel the contracts to what locals 
call a "shuffle," a special breed of fence who deals in forger- 
les and stolen paperwork, 

Adventure Summary 
The PCs’ mission is to uncover Galliad’s fate, recover the con- 
tracts, and return thom to Kathkallan, To do this, thoy must find 
the Night Masks, The best way to find the villains is to retrace 
Galliad’s steps on the day he disappeared. 

This is, in fact, what Kathkallan is doing when he is ambushed 
by thugs infront of the PCs in the opening scene I he PCs help 
him and are wiling, Kathkallan hires them to search for Galiad 
His briefing covers the bulk of the “Adventure Background” and 
should give them enough clues to get them started. 

‘The adventure’s clues are scattered around Athkatla’s: 
Trades District. A few encounters are driven by NPCs, rather 
than location-based, Called “Interludes,” they appear in a side= 
bar atthe end of the adventure 

Most of the clues follow a logical progression. However, 
even if the party ignores evidence or visits locations out of 
sequence, many of the clues overlap, so there's litle risk a 

sed clue will spoil he adventure, 
‘A brief summary, following the thugs’ artack on Karhkallan: 
‘-Interrogated thugs claim they were hired by a fat, sweaty 

man. They don't know who he was or where he can be found, 
Soma phrases ho uttered suggest he might have been from 
Westgate, and they met him in a tavern called the Silent Siren, 
Corea F). 

% PCs who attempt to retrace Galliad’ 
scheduled appointments with hoth Arrasti anc 
before his disappearance, Arrast’s scribe overheard a female 
porter telling the journeyman he could sign up with caravans 
1 Platinum eomothing-or other.” 

3. The best place to find a caravan is the Atrium, a finan= 
cial square in the Trades District, There the PCs find the 
Platinum Ouill (area C) and Catelion, its Night Mask owner: 
However, he claims he never saw Galliad. (He's lying. See “For 
the Dungeon Master” to learn what happened.) Observant PCs. 
notice that Catellion lives with a female porter, Anteashara, 

4. Another merchant in the Atrium, Vemmemalivs Gheldieg 
{area D), contradicts Carellion's story if questioned. Gheldieg is 
secretly a member of the Shadow Thieves, Amn’s own thieves’ 
‘guild, and he hopes the party will get the Night Masks off his 
turf, Gheldieg doesn't disclose his true motives, but he tells the 
party Galliad signed some deals with Catellion, then went to the 
Silent Siron (arca F) for a drink. 

5. The bartender at the Silent Siren remembers. s 
Galil leave the tavern with a courtesan from the Path of Sik 
Flowers, located an the North Side. 

8. Ancther courtesan from the Path of Sik Flowers clams 
the woman in the bar was her friend, Zinni, who has since dis~ 
appeared. She adds that one of Zinni’s regular customers paid 
her to lure Galiad fo 8 garden somewhere. She doesn't know 
the customer's name, but she thinks he's from Westgate. (He 
‘was Gil, a Night Mask.) 

7. IF the party asks other porters, particularly one named 
Bernal, about Anteashara, they learn she has a hush-hush cus- 
omer near the Path of Sik Flawers. His address and identity 
are not common knowledge, but Bernal believes he has an 
interest in art history. 

8, From the information above, the party should be able to 
find the manor of the Night Mask leader, Mantatlus. i's the 
only home on the Path of Sik Flowers that matches all the 
clues above, The stolen contracts are hidden there, in the wi 
ard's art collection, 

9. If the PCs have trouble pinpointing the manor, the mod- 
ule includes another clue: A fortune teller employed by 
Gheldigg comes to the PCs and delivers a riddle-style message 
5 part of a faux fortune. (See “Interlude 1" for details.) 

10, Alternatively, the party might learn that stolen contracts 
are frequently sold to special breed of fences called "shut= 
flers” and correctly guess the Night Masks plan to sell the 
documents. Gheldieg can lead the PCs to the right shuffler, a 
‘woman named Rozeshade, giving them a chance to steal the 
contracts back from Mantatlus when the wizard shows up to 
sell them. 

Even if investigation fas, the Night Masks might come 10 
the PCs, Two of the interludes (see the sidebar) involve attacks 
‘on the party: One Is an assassination attempt; the other is a 
follow-up attempt to steal the royal jelly and kill Kathkallan, 

Contract Issues 
Agreements in Athkatla are hard to falsify, They're written and 
notarized three tes each on long, single sheets of velum, 
then cut jaggedly witha razor into thirds. One third goes with 
the seller, another third with the buyer, and the middle third 
{G003 fo 0 city notary. 

To exercise a contract, one party must summon a notar 
Nolarics authenticate contracts by matching their edges, sinc 
the zigzags for each document are unique. Karbkallan's three 
place contract with Arrasti is provided as a handout on the 
next page. 
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Becinnins the Adventure 
AL the start of the adventure, the PCs are in the Wat 
Ing, curved street in Athkatla’s Trades District de 
chants selling spices, perfumes, incense, and other aromatic 
goods. How the party gets to the Watt is left to you. The PCs 
might just be passing through, or they might have recently 
arrived by caravan or ship, An effective technique is to give 
the party an uneventful mission delivering: something to. a 
‘merchant house on the Waft, but with warnings to look out for 
ambushes, Many players willbe vaguely disappoinred when the 
delivery proves routing, and, itching for excitement, more 

‘ly to get involved when the thugs attack Kathkallan. 
The ambush takes place on the stairs to the Waft, at the 

location marked % on The Waft map (see next page). When the 
action starts, read or paraphrase the follow 

THIRDS OF PURLOINED VELLUM 

Creatures (EL 3): The merchant is Kathkallan; the man in 
red is his bodyguard, Bezzem. The six thugs, sailors from out 

town, were paid 20 gp each by Mantatius (in diseuise) to 
ambush the merchant and swipe his jars of royal jelly. If the 
PCs don't yell a warning or bother to help the merchant, the 
‘adventure ends here. Within 5 rounds, the bodyguard slays, 
two of the thugs, but he and Kathkallan also fall and are looted. 

F Thugs, Male Human Com (6); CR Ye; Medium-size 
Humenoid (5 fi. & in. tall; HD idgrs; hp 5 cach; int +1 (Dex); 
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Spa go ft; AC 1 (+1 Dexl; Atk +1 melee (id4ss/crit 19-20, dag- 
ager; or 1d641, club AL NE: SV Fort +4, Ref +1, Will 2: Str r2, 
Dex 1g, Con 1g, Int q, Wis 7, Cha 8. 

Skils: Climb +2, Hide +2, Move Silently +2, Profession 
(sailor) +3. Feats: Dodge, Skil Focus (Profession—sailor). 

Possessions: Club, four daggers, 5 gp each. 
# Kathkallon, Male Human Roge: CR 2: Medium-size 

Humanoid (g tf. 6 in. tall; HD 2d6; hp &; init +1 (Dex; Spd go 
fits AC 1 (+1 Dew); Atk +2 melee (id t1/crit 19-20, dagger SA 
sneak attack +1d6; 0. evasion; AL NG; SV Fort +0, Ref +4, Will 
+ Str 13, Dex 13, Com to, Int 6, Wis 13, Cha. 

‘Skils: Appraise +8, Bluff +7, Decipher Script +8, 
Diplomacy +7, Knowledge (nature) +5, Knowledge (local +5, 
Gather information 47, Innuendo +6, Listen +8, Pick Pocket +5, 
Search +8, Sense Motive +7, Spot +8; Faats: Alarmess, Dodge. 

Possessions: Dagger, nine silver rings worth 20 gp each, 
purse, wagon, shoulder bag containing nine jars of royal jelly, 
chest containing 200 pp, 43 XP. 

¥ Bezzem, Male Human Frre: CR 2; Medium-size Humanoid 
(5 fr, gin. tall: HD 2cho: hp 16; Init «3 (Dexc; Spd go fr; AC 15, 
(6a leather armor, +3 Dex); Atk +4 melee (idb+1/crit 18-20, 
scimitar; AL UN; SV Fort +3, Ref +3, Will 10; Str 13, Dex 16, 
Gon, nt 13, Wis 1, Cha 13. 

Skills: Climb +3, Diplomacy +2, Gather Information +2, 
(nvimidare +3, Jump +3, Listen +4, Spot +4. Feats: Weapon 
Focus (scimitar), Dodge, Expertise, Alermess. 

Possessions: Leather armor, scimitar, jewelry worth 112 gp, 
backpack, pouch containing 32 gp. 

Tactics: Kathkollan's opponents are neither experienced 
nor particularly brave. IF the PCs yell a warning, Kathkallon 
whirls around and gets his dagger out quickly enough to fore~ 
stall an attack from behind. if he doesn’ receive a warning, he 
takes points of damage from a weak blow to the back 

IW the PCs don't join in, the bodyguard dispatches one thug 
every other round, but Kathkallan is critically wounded, Falling 
to hit points in the fourth round. Bezzem falls the subsequent 
round under the weight of multiple attacks. 

‘The thugs turn ro face the PCs if the party gets Involved, 
bur flee or surrender if reduced to half their original number. 

Development: If the party aids Kathkallan, the merchant 
immediately offers them employment, promising 200 gp up 
front if they/l help guard him and his cargo at night, plus 1,000 
4p if the PCs find out what happened to Galliad and get his 
‘contracts back. If the party hayiles, he can yo as high as dou- 
bie his original offer 

IF the party accepts, Kathkallan briefs them an the situation. 
He relates everything in the "Adventure Background” section, 
bur none of the information in the section labeled “For the 
Dungeon Master." 

By the end of the encounter itis about 3 ex. The party has 
several hours to investigate before the shops close a 8 e2. If 
the party seems directionless, Kathkallan recommends retrac- 
ing Galiag’s steps, adding that he was on his way To Arrasi’s 
pavilion (area A) himself when the thugs attacked. 

‘Any captured thugs answer questions if promised freedom, 
or if charmed, The muggers, who are sailors from out of town, 
don't know the name of the man who hired them. They were 
approached by a porter named Bernal when they gor off a ship 
that morning. Bernal fold them they could earn some easy 
money by talking to a man at the Silent Siren (area F). The man 
they met at the bar was a sweaty, fat fellow. He gave them 20 

gp each and a description of the intended victim, teling the 
thugs to expect him near Arrast’s pavilion (area A) in the 
Wot. They were also told to search the merchant's body for 
five or more jars and take them. 

Their employer claimed to be local. But his accent slipped 
from rime ro time, and he used strange jargon, For instance, he 
described the operation as a “pigeon pinch’—a term unique To 
Westgate. In a pigeon pinch, 2 courier is ambushed by two 
teams of attackers, one to distract defenders and the other to 
grab what he's carrying. 

The sweaty man didn't make arrangements to pick up the 
Jers, but assured the muggers a stranger would offer 50 gp 
‘each for them before the day ended. (Manratlus planned to use 
Anteashara for this exchange.) 

IF the PCs ask around and maks a successful Gather 
Information check (DC 10), they learn Bernal usually calls it @ 
day early and goes to the Silent Siren (area F), 

Tre Traded District 
‘The adventure is set in the city’s Trades District, within which 
are three areas where key clues and characters are found: The 
Waft, the Atrium, and the North Side. 

The PCs start in the Weft, Clues there will probebly lead 
them ro the Atrium, the city’s main financial square. The vile 
lains stay in the North Side, as do several possible sources of 
information. 

The Waft 
The Waft, described partly in the opening scene, slopes at a 
2o-degree grade from the hills of the city’s upper-crust Gem 
District to the Trades District below. For part of the way, it 
forms the border berween the disrits 

On the west side of the Waft is the estate of the prominent 
Ophal merchant house, which deals in spices. Independent 
competitors and mercantile companies occupy the eastside of 
the street 

Across from the Ophal compound is the Arrasti estate and 
pavilion. Farther up the hill is Greater Galleon. PCs retracing 
Galiac's steps must visit hoth locations. 

‘A, Jazasari Arras 
Diplomacy +4, Sense Motive +4) meets customers and suppll- 
rs in his paviion, a billowing tent of burgundy sik in front of 
his family’s estate 

Luncurious rugs cover the floor of Arrast's siming room just 
inside the tent, but they're barely visible under the hundreds 
of sik pillows spread around the tent, some of which are large 
enough to support a grown man, A small redwood throne 

Tne Wart Mar Her 
1. Arrasti Manor 10. Incense Br Candles. 
2. Arrasti Perfumes 11, Cinnamon 
3. Arrasti Cosmetics 12, Sugar 
‘4. Ademantine Mug Tavern 13. Nutmeg 
5. Honey Stand 14, Cocoa 
6, Orange Stand 15. Garlic 
7. Bakery 16, Apothecary 
8. Coffee and Tea 17. Mixed Seasonings 
9. The Ophal Estate (salt, Alchemist 

pepper, herbs) 
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adorned with a plump red cushion and silver-threaded pillows 
overlooks the sea of sik. 

Creatures: From a table at the entrance to the pavilon, 
Arrast’s scribe, Omannar, handles routine transactions, keeps 
records, and takes down appointments. Behind him is Arrast's 
sitting room. The estate's guards are always within earshot. 
¥ Omannar the Scribe, Male Human Goms: CR '/2: 

Medium-size Humanoid (5 fs in. tall: HD ndg~t hp 2: Init +0: 
Spd 30 ft: AC ro; Atk -1 melee (id3-1 subdual, unarmed strike 
AL N; SV Fort -1, Ref #0, Will +; Str g, Dex 10, Con 9, Int13, 
Wis 1g, Cha 10. 

‘Skils: BiufF +1, Listen +7, Profession (Scribe) +5, Spot +7, 
‘Swim +1, Feats: Aleriness, Run, 

Possessions: Book, quil, ink, pouch with 23 sp. 
¥ Arrasti House Guards, Male Humans Frr2 (10): CR 2: 

Medium-sie Humanoid (6 ft. tall; HD adio+2; hp 21 each 
(includes +3 hp for Toughness); nit +40; Spd 20 fr: AC 14 (44 
scale mail armor); Atk +5 melee (id6+4/crit 18-20, scimitar); 
AL LNG SV Fort +4, Ref +, Will +0; Str 14, Dex 10, Con 13, Int 
10, Wis 10, Cha n. 

Skills: intimidate: +2, Spot +2, Listen +1, Fears: Alermess, 
Power Artack, Weapon Focus (scimirar), Toughness. 

Possessions: Scale mail armor, scimitar, pouch with 32 sp. 
‘Treasure: Arrasti uses letters of credit and carries little of 

monetary value. 
Development: Omannar readily acknowledges that Galliad 

ame in to schedule an appointment. He last remembers the 
journeyman taking just out of sight around the corner of the 
Tent, bur within earshor, 1 a female porter about where to find 
44 caravan broker. He believes she recommended a business 
called “the Platinum something-or-other.” 

B. Greater Galleon. Greater Galleon distributes, markets, and 
sell spices on behalf of several merchant houses. 

From the din near Grester Galleon’s shop, it sounds 95 
though someone is suctioning off vanilla beans, The counter 
under the store's awning is nearly obscured by upper-crust 
citizens clamoring for a merchant's artention, He is hokling up 
a single bean. 

Under the awning, near the front of the store, a large ket- 
tle hangs over a small brazier. The kettle looks dusty, like it 
hasn't been used in 3 while, 

Creatures: The heed merchant ot Greater Galleon is 
Mossan Zahad. 

¥ Mossen Zahad, Male Human Com; CR "/e; Medium-size 
Humanold (5 fi. 4 in, tall HD 1dgi2: hp 6; Init +0; Spd 30 fs 
AC tn; Atk +0 melee ida/crit 19-20, dagger); AL LN; SV Fort 42, 
Ref +0, Wil +4; Str 10, Dex 10, Con 14, Int 13, Wis 14, Cha 10, 

‘Skils: Bluff +2, Diplomacy +4, Listen +6, Spot +6; Foars: 
tron Wil, Skil Focus (Diplomacy). 

Possessions: Pouch with 103 gp. 
Tactics: The storefront deals primarily in vanilla, but its 

supplies are running low because several expected shipments 
‘of vanila are now at the bottom of the sea or in the hands of 

rates. In response to the shortage, vanilla prices have 
increased considerably. The beans Kathkollan can buy for 
20,000 gp (if he recovers his contract) are actually worth 
about 50,000 gp. 

The kertle was once used ro boll cream and vanilla beans 
because the alluring smell drew customers. That tactic I= no 
longer used: Vanilla has become too expensive to waste, 

Development: Zahad is reluctant to sell vanila for the price 
‘on Kathkallan’s contract and refuses to unless presented with 

the paperwork. If he hears the contracts 
have disappeared, he's quietly delighred, 

He also flatly refuses to help with the 
investigation. “really isn’t my problem, is 
if?" he cays, with the hint of a contemp: 
uous amile. "Now, if you don't mind, fm 
busy” 

Al he knows is that Galliad scheduled 
7 ‘an appointment there, then left, heading 

- downhill, His smug smile and abrupt 
manner might give PCs the impression he 
knows more than he lets on that, in fact, 
he might be involved, IF attacked, Zahad 
Tuns away and screams for help. If 
charmed, he tells the party what litle he 
knows and apologizes for being rude. 

The Atrium 
The Atrium is the bustling. financial 

! square of Athkatla, through which most 
trade-rdted paperwork flows. The city 
notary maintains a small office here, as 
{do most ofthe city’s moneychangers and 
banking operations. 

Anyone retracing Galiad's steps ia 
likely to come to the Atrium, since one of 
bis errands was to find @ caravan, and 
any Jocal porter tells the party thar most 
caravan coordination is done here. 

F Galiad’s path leeds to the Platinum Quill 
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(area C), and valuable clues are available 
at a nearby merchant stall (area D), 

Adjacent 10 the financial square is @ 
small ravern called the Silent Siren (area 
FF, where the party snd Kathkallan are 
staying, The tavern is also the last place 
Gallind was seen alive. 

©, Platinum Quill. {F the POs have inter 
viewed Omannar (area A) and are look 
ing for the word “platinum” on signs in 
the Atrium, they find only one match: the 

the company spe- 
‘and forming car 

avans, hiring security for traveling 
merchants, and providing. insurance— 
precisely the kind of place Galliad would 
have gone. 

The proprietor of the Platinum Qui, 
Catellion, denies ever seeing the jour 
neyman, noting that the previous day 
was “actualy sort of slow." Catelion is 
lying; as one of the Night Masks, he uses 
his business as a cover for his operations 
and was instrumental in Galliad’s disap 
pearance. PCs who make a Sense Motive 
check against his Bluff skil realize he's 
hiding something, (See “The Night Masks” 
sidebar for a Full description of Catellion 
and Anteashara, and "For the Dungeon Master” for a descrip 
tion of what transpired ) 

Catellion conducts most of his business from a counter 
under the shop's owning. He and Anteazhara, another Night 
‘Mask, live together in the back of the shop, which is seperated 
from the storefront by a curtain, 

If the PCs call Catelilon’s bluff (by making the successful 
‘Sense Motive check), he calls for Anteashara, who joins him 
from wherever she's currently loitering in the Atrium. the fo 
lowing round they make a break for it, leaving the Atrium 
through the north exit circling around to the east to throw off 
any pursuit, and heading to Matatlus’s manor. Perceptive PCs 
can prevent Mantatlus from becoming aware of their investi- 
Batlon by insrigaring a confrontation with Catellon before he 
has a chance to alert his boss. 

IF the PCs fail to catch Catalion in his lie and head off 10 
pursue their Investigation elsewhere, the Night Mack immedi 
ately writes a short message to Mantatlus and hires @ runner 
to deliver it 10 the manor house in the North Side. Ifthe PCs 
return to Catellon once they've visited areas D, E, and F and 
confront him with his lie, he calls Anteashara to his side and 
the two try to escape (as described above). 

Creatures (EL 3): Catalin employs two thugs who stand 
just outside an alley directly east of the Atrium, mingling with 
the light crowds meandering through the district, As Catelion 
runs out of the Atrium. he signals the two guards, who move 
30 feer down the alley and prepare to ambush Carelion’s pur- 
suers, Catelion and Anteashara then sprint down the alley past 
the guards before turning to make a stand. 

¥ Cotellon and Anteashara: Sce “The Night Masks" side 
bar for statistics and equipment. 

# Thugs, Male Human Wari (2): CR 1/2; Medium-size 
Humanoid (6 ft. tall HD idioss; hp 6 each; Init «1 (Dex); Spd 
go frz AC 1g (+1 Dex, +2 leather armor); Atk +3 melee (id641, 
club); or +2 melee (idqix; crit 19-20, dagger) AL NE; SV Fort 
+1, Ref 4, Will 2; Str 12, Dex 13, Con 13, int g, Wis 7, Cha 8. 

Skis: Climb +3, Hide +2, Jump +3, Move Silently +2; Feats 
Dodge, Weapon Focus (club. 

Possessions: Leather armor, club, two daggers, § gp each 
Tactics: The thugs fight until slain, as Catelln has prom- 

ized them (Falsely) that they will be raised if they die serving 
him. f both guards fall, Catelion and Antcashara attempt to 
flee, heading to Mantatlus’s estate in a roundabout manner. 

Development: Although Gali filed out some paperwork 
during his transaction with Carelion, the Night Mask burned all 
the papers later that night after the journeyman was slain 

Catelion and Anteashara do not willingly betray the Night 
Macks. If charmed, they admit to their role in Gallad’s diop. 
pearance and explain what happened to him, They won't 
divulge where Mantatlus lives-the spell isn't powerful enough 
to make them berray their parmer. They might offer to deliver 
aa message to him; a stealthy party could follaw them to his lar. 

If the PCs spy on the couple, they learn Cateliion rarely 
goes far From the shop, while Anteashara runs errands for 
clients all over the city. During some of these errands, how- 
‘ever, she stops at Mantatlus's manor or meets with the wizard 
or his henchmen in public. using her profession and the wiz 
ard's change self spels to throw off potential observers 

The only interesting things in the room are a small chest 
containing 56 gp and a pair of “domino masks” (black-cloth 
masks covering the eyes and nese, but with two eycholes cut 
cout). A successful Knowledge (local) check (DC 15) reveals the 
masks as calling cards of the Night Masks thieves’ guid, 
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IMPERSONATING A BUYER 
The PCs might want to impersonate potential buyers: mfer- 
ested in meeting with Mantatlus. This strafeay poses some 
challenges, however: 

‘+ Mantatlus doesn't meet with anyone Upless referred to 
themby gomenna halfintsizrecible: Garehim petenred hire 
Rosashade, for instance. If the PCs pay har §0 gp, Roseshade 
{ara E) agrees to refer the wizard to them and arrange the 
meeting, The wizard Cautiously follows the shulfler’s advice 
‘out of misplaced faith in Catellion’s judtnent, 

+ There's'a good Chance the Night Masks are aware of the 
PGs, parpiculirlyif they weren'tsibila when dealing with the 
Abligs/in the opening sequence or Catelian and Anteashara 
i the Atrlum, Any, PC pratending to be a merchant, there 
fore) must roll Bluff and Disguise checks against the wizard’s 
Senst Motive and Spot skill respectively 

D. Gheldieg's Booth. The party might ask other merchants in 
the Atrium whether they saw Galiad hefore he disappeared. At 
least one merchant, a moneychanger named Vemmemalius 
Gheldieg, says he saw Galind. 

Even if the PCs fall to question neighboring merchants, 
Gheidieg approaches them, pitching his services. Vis true pur= 
pose isn't sales, however: He hopes they'll ask him abour 
Galliad or Garelion, bur he doesn’t want them to realize it was. 
his idea. 

Creature: Gheldigg is a Sifhouetto, or high-ranking officer 
in the Shadow Thieves. He runs the guild’s counterintelligonce 
‘operations in Athkatlo's Trades District, and he knows the 
Night Masks are treading on his turf. The Shadow Thief hasn't 
taken any direcr action against the Night Masks, because he'd 
rather study how they aperata while they think they're activi 
ties are going underected; that way, he can outmaneuver them 
later, However, he doasn't mind giving the PCs a few hint 
He'd lik to seo how the Night Masks react to opposition, pro- 
vided they don't know the Shadow Thieves are involved 

# Vemmemalius Gheldieg, Male Human Rog®: CR 6; 
Medium-size Humanoid (5 ft 10 in. ral): HD 646; hp 29: fit +3, 
(Dex); Spd go ft; AC 15 (4g Dex, 42 ring of protection) Atk 
+45 molee (id644/crit 1g-20, short sword); +7 ranged (idqst/erit 
19-20, thrown daggers); SA sneak attack +346; SQ. evasion, 
uncanny dodge; AL LE; SV Fort +2, Ref +8, Will +3; Str 2, Dex 
17, Con 10 lt 15, Wis 2, Cha 1. 

Skis: Balance +n, Climb +9, Disable Device +10, Hide +12, 
Jump +8, Listen 49, Move Silently +12, Open Locks «12, Pick 
Pockets +11, Search +11, Spot +9, Iumble +12; Fears: Aleriness, 
Dodge, Expertise, Mobility. 

Possessions: +2 ring of protection, short sword, three 
throwing daggers, pouch containing 76 gp. 

Development: Gheldiey gives the following information only 
if the party asks appropriate questions. (He doesn't want to 
appear too eager, just cooperative) 

* Catelion did meet Galliad, despite his assertions 0 the 
contrary. They filed out a fair amount of paperwork, in fact, 
and seemed fo strike some sort of deal 

At the end of their dealing, the journeyman asked a ques- 
tion Gheldieg couldn't hear and Catelion pointed toward the 
Arrium’s west exit, Gallia walked that way and entered the 
Silent Siren tavern 

+ Catellion lives with s Female porter named Anteashara, 

If briefed on the party's mission, Gheldieg readily observes 
that stolen documents in Athkatta are often sold to “shuffles” 
dealers inilicit paperwork, He informs the party thatthe city's 
‘most prominent shuffler is a woman named Roseshade, just a 
few tables away (area E). 

E, Roseshade's Table, Mantatlus plans to sell the stolen con- 
tacts to a dealer in stolen or forged documents, also called a 
shuffler, named Reseshade, The PCs can learn about the moct- 
ing merely by guessing he might try to pawn the contracts and 
asking around, Gheldieg (area D) even recommends they talk 
to Roseshade if prompted. 

Grearure: Roseshade is a Shadow Thieves: contact. Her 
orders are to aid the PCs’ investigation as much as she can 
without arousing their suspicion. 

 Roseshade, Female Human Com: CR '/2; Medium-size 
Humanoid (5 ft. 9 in tall; HD ida; hp 4 Init +0; Spd 30 fi; AC 
10% Atk #0 melee (idg/erit 1g-2o, dayyer); AL N: SV Fort 40, 
Ref 40, Will 42: Str 10, Dex. 10, Gon 10, Int 14, Wis 14, Cha 14 

Skills: Blut? +4, Forgery +4, Knowledge (Amnian docu- 
ments) 4, Listen, +6, Spot #6; Feats: Alermess, Skill Focus 
Forgery). 

Possessions: Purse with 53 gp. 
Development: Roseshade readily confirms an unidentified 

“red-haired northerner” (Mantatlus using change self offered 
1 sell her a vanilla option and royal jelly contract. Because she 
wanted to find a buyer before committing fo the sale, she told 
him to come back at noon on Day Three of the adventure. 

She wilingly gives the PCs the date ond time of the 
exchange, since the Shadow Thieves have made it clear she's 
to answer the party's questions. Even if the party doesn't 
Inverrupt the exchange, Roseshade ultimarely refuses to buy 
the contracts from Mantatlus~another order from the Shadow 
thieves. 

F, The Silent Siren. The Silent Siren, a coral-decorated bar at 
the Atrium, allows overnight guests to use i! as @ common 
room for 5 sp per person, Karhkallan has the party stay here 
with him—to protect him=unless the PCs offer to provide ber= 
fer accommodations elsewhere. 

Even if the PCs don't stay at the tavern, they can question 
the bartender and one of the patrons, a porter. The bartender 
confirms Galliad was at the bar before he disappeared and 
offers another clue, Bernal, who helped recruit the thugs in 
the opaning scane, has some insights abour Anteashara, one of 
the Night Masks. 

i, Main Room, 

The Silent Siren, a single-story taveiin neat the vity’s inain 
financial square, buzzes wit the shady dealings of conspit=| 
“ators and merchants, who sip-at mediocre drinks while die 
"cussing business, Most of the tables only seat two guests, 

‘In several corners of tha room, pillars ot pink coral have: 
been carved fo resemble mormalds with outstretched arms, 
‘And coral walls bearing. carvings of undersea landscapes 
hide tables from prying eyes. The bar, which runs-along the 

| eat side of the room, resembles the. prow of a large ship’ 

Ihe tavern accommodates 146 overnight guests, plus the 
party, Kathkallan, and Bezzem, 
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The coral mermaids look so much like 
they should be golems that most wizards 
aren't comfortable around them until 
they've used detect magic to verify that 
they aren't magical 

Creatures: Able Yaleen, the owner 
(male human Com: hp 3: Profession— 
barkeep +4), tends the har during market 
hours. Bernal the Porter (male human 
Com hp 2 Profession—porter +2; 
Alertness) is here from about 3 PM. on, 

Development: Yaleen, if questioned, 
confirms that Gallad came into the bar 
the right he disappeared. The Journey- 
‘man enjoyed drinks with a black-haired 
woman wearing an orchid brooch and 
eventually left with her. Yaleen didn't 
recognize her, but most women who 
‘wear an orchid brooch are courtesans 
who live on the Path of Sik Flowers, 
locared on the North Side. 

The bartender also remembers the 
fat merchant described by the thygs. He 
doesn’t know the man's name, but Yaleon 
says he's been to the tavern a few times. 
He remembers that the man left the tay= 
‘em several times bur rerurned each time 
roughly an hour later. (Mantatlus, dis- 
{guised as the fat man, had to leave peri~ 
odically to renew his change self spell) 

Bernal drinks heavily, but he is easy to intimidate 
However, he recalls only thar a fat man paid him to recruit 
sailors and send them 1o the tavern for interviews. 

Ifasked about Anteashara and paid vo gp, Bernal waxes elo- 
quent about the rival porter. He knows she lives at the 
Platinum Quill, and that she has a secretive client in the North 
Side neor the Path of Sik Flowers. He docan't know which 
house the client lives in but says Anteashara is always digging 
‘up information on sculptures and other art objects for him. 

Other porters in the Trades District are 30% likely ro relay 
the same information, 

Fa, Owner's Quarters, Yaleen stays here, He has few furnish- 
ings other than a cot and nightstand, since he compulsively 
invests his earnings in speculative, unprofirable ventures, 

F3, Kitchen and Storage Area. Shelves hold wines, fruits, 
cheeses, and breads delivered from local bakeries, Ihe room 
has a small stove, 

The North Side 
‘The Norih Side iy inhabited largely by people with plenty of 
‘money bur lime status among the ciry elite. The area hugs the 
north wall of the city. It has two key, well-known features: the 
Path of Silk Flowers and the Avenus of Chimes. 

Path of Sik Flowers 

[a 
profusion of bright 

“front of every small home and building, producing a riot of 
blues, reds, violets, and every other ise 
bow. Looking closer, you notice that the gardens seem to be. 
delerately constructed to better altract your eye, and the 
flowers are strangely perfect. i's only aften you atop 10. 
‘nepact them that you realize the blooms are all mado of alk. 

Most of the city’s high-class courtesans live in apartments on 
the Path of Sit Flowers, a brick walhway winding along, the 
north wal of the Trades District. The PCs might visit the street 
after hearing Gallad was seen with a woman who appeared to 
bbe a courtesan (see area F), 

The courtesans of the street share a hobby that gives the 
path its name: Each maintains a bed of artificial sik flowers, 
Competing fo see who can build the most attractive garden. 
Faux gardens are spaced along the brick walkway, where they 
can be admired by passing pedestrians 

Creatures: Ar any time, up to six courtesans wander the 
path, but there's only a 15% chance that Nashafeen (balow) is 
among thom. Ifthe PCs offer a bribe of io gp or more and say 
they're looking for men from Westgate, the other courtesans 
recommend talking to Zinn} but note. sadly, that she's been 
missing for a couple of days. If the PCs insist on finding some 
‘one wha knows her, they fetch Nashafeen 
# Nashafeon, Female Human Comt: Medium-size Human- 

cid (5 fr. 6 in. ral HD 1d; hp 4; Init +0; Spd 30 ft; AC 10; Atk 
+0 melee (id4/crit 19-20, dagger); AL N; SV Fort +0, Ref +0, 
Will sx, Sir-10, Dex n, Gon 1, Int 9, Cha ss. 

‘Skis: Listen +7, Spor +7. Fears: Alermess, Run. 
Possessions: Dagger, orchid brooch worth 15 gp, gold ear- 

ring worth 85 gp, purse containing 12 gp. 
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Trt Ch MMASHS 
jae Nighi Mi ‘notorious thieves! gull based in Face 

Er Wistere of 06 ah eG 
ture; the PCs run afoul aur OF Night Masks led by a 
‘wizard named Mantath has an ectaréton the Patho 
Silk Flowers in the Not si hie Trades District, 9 

Manratlus's most important Penn Carelion, as he is 
both the wizard’s eves and ine in the Streets. Caflion is 
‘lded by an a narive nara ‘Anteashanaywho knows. 
the city bettepythan Br 4 them. Manat alsd retains to 
loyal bod gee nai Gnd HHolmiboth of whom jive ot 
the wheard’s mansion, 

Vell fluman- 
eas agli 

Ref +3, Wil 

J € Antonshara, Female Human Rog: 
eid (5 fF. 7 in, tal HD 186 

Vsi.sh 
Skill eae +5, Climb), Hide gy 

Move'Slenly +7, Open Locks #7, Pick Pl 
Hie 

(Porter) +3, Search + Spay 47 Tont ode, 
Nleriness, 

FassessionsePaicled armor, dagger, ouch with 3) Bp, 
Rave 

fof her spying) and.fo relay i 
Manjotlua, ae use) she's 

itired Anteashara uses her porter job as a covar 
sivee between lion and 

iyo anni 
ingleepeveUch fo Fe. She HE ‘i itll in ara Cy 
ife Planindn Quit 
-# Cafelion, Male Human Roga: Medlum-size Humanoid (5 
8 in tall); HO 6p (Dex: Spa go ft AC 
(hq De) Ark +3 Mele (f4B4/ah 19°20, short sword); or +6 
ranged (idgsi/eripig-20, dagger). SAvsneak’oHtack \d6 SQ 

sevosiony uncanny Wodge; AL LE; SV Fort +, Ref +7, Wil 2; 
‘Str 1, Dex 18),Gon 10 Ing, Wis 12, Cho 14, 

Skis Appraise +5, Climb +5, Disguise 48, uf +8, Dis 5 
AE ion +8, ‘es Juinp.+3, bisten +7, Move 
Silent sto, Open Lockas PPP clas, Search °%, Spat 
+8)Use Rope +6; Fa ry ae ExpertisoyMobilty. 

Pessosiogs: Poon Mv shar ao, tron da 
gers, pourh Wh 94 : 

Catellionsfuns a but eh ‘his cate he rag aii Gr 
coordinating cara xt guards for maveling: mo rom Ne pation AME former te pa ad 
dispenses!lr to Manfatius. A. swarthy, (natural salesman, 
ataion ives in the Back of his shop with Anteashara, 

+2 lealher armonke Alk +) melee (d6zy/erir 19-20, short sword 
‘ad polson) on +g ranged (dl8/eritip-20,ligterossbow'; SA 
‘sneakVattack +16 AL NE: SV Fort 40, Ref 4, Will -1; Str 12, 
Dex. 16, Con Wis 8, Chatto. 

Stil, Balance 1gpblinb +4, Disable Device +7, Hide: +7, 
Jump. +5, Listen’ #3 Mave Silently'+7, Pick Pockets +7, 
Search+4; Spot +3, Tumble*7. Feats? Dodge, Mobility, 

Possessions: Leather armor, short sword, rwo daggers, 
light crossticw, with 20 bolts, jar of blue whinnis: poison (10 
applications", Va of cologne, pouch confaning Spat, 3. 
"See theiDuNaro MAsrER's Guide, page Bo. 

A shoriiwity man with Garefully braided black hair zed 
eater, Gil dotses himself liberally with cologne several 

*F Gil, Male Human Rogr: Medivinssize Humanoid (5 ft. 6° 
ingtalyHD 1c6; hp Gy Init+3 (Dex), Spdiao ft AC 15 (+3 Dex, , 

+e, 
‘aay. ly combat; he is nelined toward reckfes and cinemanc” 
stunts. He tives in Manratlus’s manor (area), 

Holm, Mole Human Rogt: Medium-size Humanoid (6 ft. 
Fal HD 26 4 (includes +g for Toughness fear); hp io 43 
(Oe: }; Spd g0 fr; AC 15 (+3 Dex, +2:lebthor’armarh Atk +2 
melee (w6r2/crit xg-20, short sword and poison), or ra 
Ke ed ti il Qrz0, light crossbow): SA sneak attack +46; 
tha Forti, Refiss, Will Sir 14, Do 16, Con 12, Int 
4 Ws a Cha 

lance +5, Climbyts, Hide +7, ee 44, Liston +2, 
Move “Sit 17, Open Locks «6, Pick Pockets vy, Search 
+4 an 2, Tati +7. Feats: Dodge, Toughness. 
"Possessions: Leather aringy, short sword, thi crossbow 

with 20 bolts, fan pf blue whinnis, poison (8, applicarions)*, 
f thieves tools, pailagénraming 30.8) g 8p."See the DUNGEON, 

MastEn’s Guide, page Bo, 
Holm is tallar and mor’ muscular tha his partner, Gili He 

has la bio hal Bete ritual scarring gn his scalp, 
bur several lie ah es remain visible on his chaths and 
Miche. Helvdyalbbentters manor are Gh 

Ff Mantarlus, Male Human Wing: Meddium-size: Humanoid 
UES Ft. 6 in. tal; HD 44s hp 17; Init 49,(Biex); Spd go fry AC 
14 (+2 Dox, +2 bracers of armor Avk +2 malge (da/crit 
iy-20, dagger’ or 15 ranged (8/erit 9 @0pight crossbow) 
oh gpellsy Qaspells; AL LE; SV/Fort #2, Ref qi Will +4; Str 
voles 1, Caen, are Ola 

BKils: Blufl, +gqGoricenrration 48, Disguise +3, Gather 
Information +3, Knowledge (history), +9, Knowledge (nature) 

#9, Liten +4, Profession (gpothocary) +2, Prgfassion (herbal- 
181) +3) Speliraft +1, Spot, Fears: Alermess, Combat 
Shai Doe, Serv hr 

jpels Prepared (a/q/% base:DG4 + spllllevel): o~dage, 
detect magic, mage handy resisrande: wsi- change, sel spider 
climb, summon, monster | unseag ,servantiandecarkness, 
invisibility,lbcate object. 
¢ Possessions: Potion of.cure light.Wot younds; scroll of. chinge 
self, invisibility, and summon mont bracers oF | armoge 
dace ro ey che ech er 34 #150 
[Since the adventure wight Ball days, Mantani 
“gh irépare spells orhar than those listed above, 
‘His Spelltook includes those spel Istedabove, as well as 

the gk ing: yr “) 1 
Spallbook: \stalyrm, charm person, com 

rekon lrguages. nage lealaftlce’ erace, ress le 
ments, 

Manfatlus is of average nf and height with dark hair, buf, 
fha,seldom appears in public withailtia change self spel, Two 
characterises might give him aways A glandular condition 
causes him to sweat easily, aaa any disguise or spell 
effect, Algo, he has an arcanié’mank tattoo of the symbol of. 
Mask, god of thieves, on ibachesh Al defect magic: spall 
reveals the glow.of thie talloo:|fyough bis shirt 

‘Mantatlus, a guérrilacstyle atten ‘prefers ro strike and 
slink away without getting mired in combat. His favorite tac- 

‘tic is fo sendin hanchmen oF summoned monsters: fo keep 
eens ay Pvhlaghe uses spells lke spider climb, change 
30h on (Mviiolty 10 fehe advantage of the situation and use 

“stossbow fo pick off’ unengoged opporicntsespecially 
hes spel 
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Development: Nashafeen talks if one of the PCs makes: a 
successful Diplomacy or intimidate check (DC 15) and sips her 
10 gp: Shell algo talk for go gp if the check fails, Sho has the 
following information to relate: 

+ A foreigner named Gil has visited Zinni several times 
since arriving in town a moni ago. 

+ The other day, Zinnt said Gil had hired her to meer a 
friend of his at a local tavern and lure him fo a nearby private 
garden “for a surprise,” She hasn't been seen since, 

+ Nashafeen doesn’t know anything about the garden of 
poisonous berries or Gil’s whereabouts (or residence), 
+ Although Gil denied it, Nashafeen thinks he was from 

Westgate, based on his accent and cologne. 
{the PCs ask, Nashafeen shows them Zinni's apartment. fs 

rather small and there's nothing of interest there. 

Avenue of Chimes 
The Avenue ties into an important clue elsewhere in the mod- 
ule (see "Interlude 1), 80 i's mportant that at feast one PC be 
aware of It. Uhimarely, the Avenue 1s. Important because 
Mantatius's manor, located at its intersection with the Path of 
Silk Flowers, takes advantage ofits unique properties, Read or 
paraphrase the following as the PCs pass by: 

Few pedestrians wah he Avenie of Chimes, probably 
because the shadowy, broad alley is unnerving, Spat ne | 
along the strat as regularly a8 lanterns, and hanging. at 
nearly every gate and doorway. are slabarate wind chimes 

‘The chimos dant ring for wind, however. Indeed, this is) 
one reason they are disturbing, Whenever pedestrians stall 
up or down the tree the chimes gery mark thelr passage, 

{ising rippling chorus of sound that Keeps pace perectly 
| with the passing individual 

tt 18 impossible to walk the street without everyone 
following: your pasaage, 

The phenomenon is the result of @ permanent m 
effect placed on the srreer by one of the few prominent wiz- 
ards in Athkatla, His identity is unimportant to this adventure, 

the Night Mask wizard lives here, and all of the locals in the 
part of town are aware that a spelleaster occupies a residence: 
fn the avenue, if not of his affiiations. Mantatlus figures his 
‘own operations will go unnoticed in the shadow of a greater 
and more ostentatious mae who enspelled the chimes, and he 
uses the chimes as an inanimate watchdog for the gate to his 
garden (area GB). The scents of his garden (see below) drift 
into the street but have no dire effects at this range. 

Q, Mantatlus’ Manor. The party should eventually come to the 
wizards manor, assuming, they plece together enough of the 
available clues. There are only two other manors on the Path 
af Sik Flowers with gardens, and the exterior of Mantatlus's 
home has some telltale signs that someone knowledgeable in 
art history lives there. 

{Fhelowner of this home obviously has two loves: exotic 
said humanotietited art history, Both are evident in 

[the dasign and decoration of this manor. The oaken| double 
front doors are carved 10 resemble fractured sandstone 
fablots covered in pictoglyphs, Historie stained- 
| dows depicting ancient orators are set into'the second floor 
| oP. small tower at the northeast corner of the manor, 



THIRDS OF PURLOINED VELLUM 

Mantatlus's Manor 
Asquare=5feet WEST 

sneak away. Otherwise, he casts sum- 
‘mon manster {and enters the fray. 

The front doors, which open into the 
‘main foyer (area Gi), are locked (Open 
Locks, DC 1s), The doors leading to the 
foyer from the garden are not locked 

Gt, Main Hallway, 

|This foyer has vaulted archways open- 
| ing fo rooms to the east and west, To 
‘the ast is-a study with a square cor 
ner turret, To the west you see a door 
just opposite the archway, 

‘Across from the front doors stands 
another set of doors, Small windays 

“aot in these portaly reveal 0 fountain 
‘and lush garden on the other side, 

‘A red ruin the middle of ths room 
features an image of a burning forest 

The double doors to the garden (area 
G7) are not locked, 

Ge, Study. 

‘This study features a comfortable 
ouch, # wooden desk covered with 
s¢attared papers in the southeast cor- 
‘ior, arid a bookshelf ogainat the west 
wall, Inthe northeast commer of the 
gin biehind the couch, a staircase 
leads lp 10-8 high shelf in the tanor's 
‘uiret, displayed in which are several 
curiosities, 

Mantatlus uses this room as. his 
study. The bookshelf holds tomes on 
ancient history and herbalism. Pt 
studying the latter tomes and making, a 
successful Search check (DC 20) find a 
passage in one book that describes and 

Even from the street, you can smell the intoxicating, scent 
of various herbs and flowers that seems to emanate from a 
walled garden ar the rear of the manor. 

|f Mantatlus is home when the PCs arrive (your discretion), 
he is probably in the manor’s study (area Gs), Gil and Holm 
usually play cards n the kitchen (area G8), 

IF the PCs use the Avenue of Chimes or enter noisily 
through the front door or one of the manor's barred windows, 
the Night Masks react quickly. Gil and Holm station themselves 
at the doors to the garden (area Gi) so they can guard the 
‘manor f someone enters that way, or ambush intruders if they 
‘come through the front door. Fighting from the doorway gives 
them an escape route regardless of the party's approach, 

Mantatlus casts invisibly and heads 10 the exhibit (area 
G3) 10 survey the situation, If he feels ourclassed, he takes the 
contracts from their hiding places in his exhibit and tries to 

ilustrates the pillars of Parthenope, which 
can be found in the garden (area Gz). The desk holds paper, 
vellum, quils, and inky bu! nothing else of interest. The door to 
the south is locked and leads to area Gq 

The staircase climbs toa ledge in the manor’s turret where 
Mantatlus exhibits several oddities (area Gg), 

Locked Wooden Door: 2 in, thick; Hardness 
Break (OC 25); Open Lock (OG es). 

5: hp 20; 

3, Exhibit, 

‘The natrow platform that forms the second level of the tur- 
ret fealures-a tiny museum of human art history. The room 
holds nine pedestals, cach daplaying a different object, Small 
frames attached to the front of each pedestal hold vellum 
labels describing the exhibits 

‘Treasure: The pedestals hold the following items (the values 
given assume the PCs find an interested buyer) 
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1. A bronze-plated statuette of an efreer. Ir is about five 
hundred years old and weighs 250 pounds. The statuette is 
worth 300 gp. 

2. A marble statuette of an ancient general, which is about 
nine hundred years old, I weighs more than 200 pounds and 
is worth 150 ap. 

3. A bronze dayger-supposedly the weapon used in the 
assassination of the aforementioned general. The real dagger 
would be worth 100 gp, but this version is actually a fake. 
(Mantatlus was fooled by the man who sold it to him.) 

4-An illuminated religious text, one thousand years old, that 
is worth roughly 700 gp to @ collector. Mantatlus has hidden 
the royal jelly contract on the other side of the pedestal’ label 
Inside the frame, requiring a Search check (DC 15) 10 find. 

'5.A seven-hundred-year-old decorated bronze scroll case. 
In holds nothing, but is worth 75 gp. 

6. A three-thousand-year-old clay water jug from 2 long: 
dead culture, Partly chipped, it's worth 30 gp fo a collector. 

THE ART ©F INTERVIEWING. 
Many clues in the adventure rely on interviews with wit- 
‘nes8e. Keep in mind that this information ghovldn't just be 
handed out to the first PC who talks fo aource. 

‘Although PCs con \use skills like: thtimidate ‘and 
Diplomacy to convince a source tu fal, (NB) doesn't mean 
the subject Knows which facts are helpful, Many winnesses 
ddon'r elahorare. on détails, and sometimes they focus on 
\rrélevant facts. Thi forces an interviewer t9 pick up on 
small detail and home in on/them. if the PC2 don't pick up 
‘on such clues On their own, alow them to weed out the 
Importanf detalls with successful Gather Information 
checks (QC 10), 

For instance, assume a caprured thug fells the party he 
doesn't know the guy who bired him, Thalinterview might 
go something ike this: 

PC: “Did he give you a name? What didjhe look the? 
Thugs "No name. Just a big. fal, swealy guy, Said he 

was local 
{Ar thisypoint, the PC makes a successful Innuendo 

check (DC 10) to Spt the thugs caret word choice.) 
PC: "*Said’ he, Wag? You think he’s fram, somewhere 

lve? 
‘Thug: “OK, Nddhit know. The other guys from shy ship 

Sald something about his accent not being right, ke it was 
faked. Andhihe sald some things they thought were funny 

PG: “(ka what?” 
Thug: "When | asked what the job wa, he fold me it was 

1 ‘piéon pinéh: | didn’t know what thar meant 
PC: “What's it mean?” 
‘Thugs “Mugain’ a couriefHe fig to explain it 10 me" 
PC: And: the other \guys you were working’ with 

thoughr shar was weird? 
‘Thugi:"Yeah One of the guys—you kiled hin ih thar 

fight-said)he's only heard people use that expression in a 
Few placest! 

PO: fk?" 
Thugii"On the Bragon Coast. Westgate, | think” 

7A 150-year-old painting of an Athkatlan street scene, By 
2 respected local painter, i's worth 200 gp, The vanilla con- 
tract is in plain sight, having been tucked in front of the 
pedestals label, but because the labels are all vellum and the 
jagged edges of the contract are hidden by the frame, only PCs 
reading the labels and making a successful Spor or Search 
check (DC 10) narice i 

8. An ornately gilded plate that was commissioned two hun- 
dred years ago by a notorious local prince, is worth goo gp. 

9A chalice to match the plate above, with o similar price 
tag of 300 gp. 

‘Traps (EL seach): The pedestals under the gilded plate and 
chalice have been rigged with a version of the shockmyt grasp 
spel (cast from scrols that Mantatlus acquired in Westgate). 
Anyone attempting to lift an object without first turning the 
pedestal go degrees triggers the trap. The jolt ruins the 
object-a side effect Mantatlus, who's unfamiliar with electric= 
ity, hadn't contemplated, 

+7" Shocking Grasp Traps (2): CR ¥; discharge affects per 
son touching the abject or pedestal (idB4 points of electric 
ity damage); Reflex save (OC 1a) for half damage; Search (OC 
21); Disable Device (DC ai). 

G4, Mantatlus’s Bedroom, 

Behind rhe door from the study, you find» well-appeinred 
bedroom, complete with 3 double bed, rug, desk, commode, 
and a chest. To the west is'a large window, through which 
‘you can see the fountain in the garden. 

Treasure: The chest, which is locked (Break DC 25: Open 
Lock DC 30), contains the wizard's spellbook and 220 gp. 

Gg. Bath. This room contains a marble tub that fll with water 
from a hot spring under the property. There is nothing clse of 
interest in this room, 

6, Gate, 

‘The oaken gate to the garden Features a relief carving of a 
trean's face. Basalt posts on elther sida of the gate resem- 
ble tree trunks, 

Anyone approaching the gate or wall sels off ringing along 
the Avenue of Chimes, alering the wizard and his guards that 
someone is near his property 

Locked Wooden Gate: 2 in, thick; Hardness 5; hp 20; 
Break (DC 25}; Open Lock (DC 15) 

G7. Gorden. 

‘A trall oF stepping stones. wanders among flowers and two 
Jemon trees, each entwined with pale green vines bearing 
white flowers and golden berries, A breeze carries the scent 
of the berries: sweet, ike grapes, ond tempting 

‘A fountain to the north Features a state-of an orator, To 
the east, just north of the gate, rests a small building, 

The garden contains two hazards in the Form of Mantatus’s 
favorite pets, the pillars of Parthenope. These are rare, poi- 
ssonous climbing vines thet thrive on the nutrients of decaying 
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bodies. Mantatlus has tended the vines long enough that he's 
immune to their scent, iF not their toxic berries, Gil and Holm 
avoid the garden, 

‘Two rowers on the south corners of the yard act as sheds 
for gardening tools, The fountain is unremarkable, and the 
‘small building is the manor's bath (area Gs). 

Trap (EL 4): The pillars of Parthenope, which usually climb 
trees or columns, have wrapped around the two lemon trees. 
Anyone who comes within s Feet of the trees must succeed at 
a Will saving throw (OC 12) or be compelled ro eat a berry. 
‘Those wha eat must then make a Fortitude saving thraw (DC 
12), Success indicates the individual Feels il and is no longer 
tompted by the scent. Those who fall the Fortitude save take 1 
point of initial Constitution damage. Another save + minute 
later is required to avoid the entical secondary damage, 

One round after the first failed Will save, the victim must 
then make another Will save (DC 1g) or eat another berry, This 
requires another Fortitude save (DOC 1g); fallure indicates the 
victim has taken another point of intial Constitution damoge, 
This continues each round until the victim dies or is forced 
away from the plants, The Will and Fortitude saves become 
increasingly difficult with each Lerry consumed, increase the 
DC by 1 per berry earen after the first I victims are dragged 
away before kiling themselves, they recover their Constitution 
at the normal rate, 
7 Pillars of Parthenope: CR «i poison berry ( point of ini 

tial and secondary Con damage); Will save (DC te)t0 avoid 
compulsion to caf; Fortitude save (OC 12) negates. Nore The 
DC jo avoid eating and taking damage from the berries 
increases by 1 every round on a failed save 

GB, Kitchen, This room is @ combination kitehen and dining 
room, It holds a stove, dining table, two counters for food 
preparation, and a cobine. 

INTERLUDES 
Those encounters happen at specific times over the course of 
the adventure. Feel free to alter the timeline of these events: 
Jo sult your own campalgn and style of play. 
Intervie 1: The fortune Tener 
Creature (EL 4): During the first night of the adventure, the 
Shadow Thieves send the party a clue in the form of a for- 
tune teller calling herself Madame Lamia, who offers to tell 
them their fortunes for a nominal fee (5 gp). 

# Madame Lamia, Female Human Rog4: Medium-size 
Humanoid (s ft, 3 in. tall); HD 4d6; hp 18; Init +7 (Dex, 
Improved Initiative); Spd go ft AC 19 (43 Dex); Atk +3 melee 
(idg/erit 19-20, dagger): SA sneak attack +206; SQ cvasion, 
uncanny dodge; AL LE; SV Fort +1, Ref +7, Will +1; Str u, Dex 
174 Gon 10 Int 14, Wis 1, Cho 14. 

Skil: Bluff +8, Disguise +8, Gather Informarion +8, Hide 
+7, Listen 46, Knowledge (Astrology) +5, Move Silently +7, 
Search +7, Spellcraft +4, Spot +7, Use Magic Device +9. 
Feats: Dodge, Improved Initiative, Mobility, 

Possessions: Scroll of sleep and hypnotic pattern, dagger, 
pouch with 19 gp. 

ptember /or 

The kitchen holds no surprises. The counters are currently 
bare, and the cabinets hold an assortment of foods. 

9, Storage Room, 

There is little of interest or value here, 

Gro. Gil and Holm's Room, 

Treasure: The bottom of one bed post has been hollowed 
‘out and contains a pouch with three aquamarines (worth 50 
‘gp each), A Search check (DC 1g) reveals the hiding place. 

Concubine tHe Adventure 
IF the PCs bring Kathkallan the contracts, they carn a long: 
term patron in the clty of Tesiir. The city has historically 
avoided employing mercenaries, but is reconskdeving, due 10 
raiding by pirates and thieves. A known, trustworthy parry 
with Karhkalian’s recommendation ean find rewarding patrons 
in Tesi 

II the PCs sell the contracts for their own gain, however, 
Kathkallan places a 2,000 gp bounty on them, 

Future adventuring, possibilities are many. Kathkallan might 
heed protection while he complaies the deals and travels back 

Development: If no party membero want to hear their for 
tunes, Madame Lamia attempts to lure them in with comments 
lke: *Your fates are unusually clear 10 me. Tell me, do you 
seek five thieves and a merchant from afar?” 

Once she has hooked a PC, and has been paid 5 gp, she 
tells him or her: “You seek a wizard who lives in the shadow 
of another: wizard, and thieves who operate in the shadows of 
ther thieves, The spirit oF a man recently slain says you vill 
find the wizard where sight meets sound and smell” 

‘The riddle deseribes the location of Mantalus's manor: 
‘The Path of Sik Flowers represents sight (he flowers, though 
pretty, are fake); the Avenue of Chimes represents sou 
Wizard's garden (area G7) reprasants smell, 

Interube 2: Goubeue 
Manfatlus sends his henchmen, Gil and Holm, to assassinate 
the PCs if their investigation makes much progress or if he's 
warned by Catellian or Anteashara. Individually approaching 
the PCs on a busy street, they attempt to plant gold coins in 
the party's purses using their Pick Pocket skis, The coins 
‘which have been treated with alight coat of contact poison 
are called “goldbugs” in Night Mask lingo, a reference to a 
Jegendory insect resembling a gold coin 

continued on next page 
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The assassins scatter if noticed, spilling goldbugs as they 
flea in hopes the PCs will tink the’ cash is theirs and pick it 
‘up. PCs who handle the goldbugs must make an immediate 
Fortitude saving throw (DC 12), 4s well as 2 second Fortitude 
save 1 minute later. Faling either save results in an affected 
PG taking 1d3 points of Constitution damage. Nore that PCs 
‘must make one save for each coin handled. Being exposed 
‘once does not make someone immune to exposure later. 

Goldbugo: Contact, Fortitude save (DC te); initial and sec 
ondary damage 143 temporary Constitution. 

Intertybe O: Byywr int tre Mert 
‘Ar your discretion, the Night Masks might attempt to swipe 
Kathkallan’s stash of royal jelly one night in a raid on the 
Silent Siren, You should wait, however, until the PCs have 
settled down for the night before launching the attack. 

Catelin and Anteashara join the raid only iF i's evident 
ihe party already knows they're Night Masks, Otherwise, the 
couple stays out ofthe skirmish, observing from the shadows 
across the street. If this encounter occurs after the PCs have. 

encountered Catellian and Anteashara in the Atrium and the 

pair escaped, they are more than willing to test their steel 
‘agsinst that of the characters, 
Before the ambush, Gil and Holm pay to spend the night at 

the tavern and are feigning sleep in the shadows of the com- 
mon room when the afrack starts. 

‘Mantatius cannot scry specifically forthe royal lly, since 
he hasn't had contact with it, but he uses focafe object to 
divine where any half-pound jars might be, then casts sum 
‘mon monster J, ordering the eriners to attack whoever car- 
ries them. Gil and Holm attempt to snicak attack any PCs who 
don't suspect their Night Mask affllarion, 

Meanwhile, the wizard uses spider climb, invisibilty, and 
unseen servant as needed to swipe the jars from fallen toes, 

All Night Masks in the fight concentrate on killing Kath- 
‘kallan and swiping the jars of royal jelly. If the combat goes 
‘against the villains, Mantatlus runs low on spells, or the Night 
Masks nab the royal jelly. they each flee in separate direc: 
tions. The wizard casts invisibly trom his scroll once out of 
sight. His henchmen climb walls and hide on top of buildings 
to evade pursuers. 

SS — to Teziir. Moreover, if any Night Masks escape, 
EXPERIENCE AWARDS the organization learns of Kathkalln’s bee farms 

and sends a team to destroy them. 
Summarized below are the Encounter Levels (EL) for a the encounters 
in "Thirds of Purloined Vellum," as well as story awards for key events in| Adventure Hooks 
the adventure. This module can be used as part of your ongo- 

ing campaign. Here are some adventure. hooks 
Area Encounter & ‘that play off the PCs’ success: 

© g Thugs, Human Com (6) 3 ‘« The PCs will most definitely make an enemy 
C$ Catellion, Male Human Rog, 3 of the Night Macks in this adventure, This would 

¥ Anteashara, Female Human Rogs : make any tripo to or near Westgate quite inter 
¥ Thugs, Male Human Wars (2) ' esting in the near future. In fact, having dis- 

G  ¢ Mantatlus, Male Human Wiza** 4 rupted such a lucrative deal, the Night Masks will 
G3 #7 Shocking Grasp Traps (z) yea, very probably rake It upon themselves 10 put a 
G7 4" Pillars of Parthenope 4 bounty out on the PCs’ heads. If Mantatlus or 
+) ¢ Madame Lamia, Female Human Rog 4 other Night Masks in this adventure escape, they 
+ § Gil, Male Human Rog ri could make excellent recurring villains 

# Holm, Male Human Rog: 1 + The merchant Kathkalln will now see the 
PCs as a potential ally, He might be interested in 

* See "Beginning the Adventure” for detais, hiring them 3s personal guards, or possibly for 
“if Marat is accompanied by Gil and Holn, this isan EL 6 encounter. | his Farm. If he iter becomes interested in trad- 

ing his royal jelly farther afield, the PCs will be 
the first people he calls to guard any caravans 

Event Award heading out of the vicinity of Teziir and Athkatla, 
PCs cove Kathkallon 50 XP + The Shadow Thieves might see the PCs as a 
PGs track Galliad to The Platinum Quill 50 XP group that can be easily manipulated into serv- 
PGs successfully question Gheldieg and Roseshade 25 XP Ing the guild's goals. PCs could very easily 
Ps successfully question Nashafeen 25 XP become caught up mane or mare ofthe Shadow 
PCs save Kathkallan from assassins 100 XP Thieves’ plots, forced into the shady side of 
PCs prevent the Night Masks from stealing the royal jelly 100 XP Athkatla through the maneuvering of the schem 
Ce determine the location of Mantatlus and the contracts igo XP ing guild. 
Os reieve the contacts aod return them to Kathkalan 300 XP 

Groham writes: “As the managing editor of a 
As the DM, you must determine whether story goals are “successfully” Southern California business journal and a D&A 

complered by the PCs. PCs who must frequently resort to brute force or | player far 20 years, I've become fascinated by 
other tactics not especially suited to the adventure might only receive | corporate intrigue, city adventures, and exotic 
half experience for accomplishing a specific goal locales, This adventure combines all three.” 



MAKE IT BIG 

Make It Big 
... Or Else! 
by Jeff Quick 
artwork by David Day * cartography by Christopher West 

“Make It Big” is @ DOrD Side Trek adventure for four gth-level PCs but can be modified 
for stronger or weaker groups as noted in the “Scaling the Adventure” sidebar below. 
This adventure is designed ro “reward” the long-suffering player who spent skil points 
on underused Craft or Perform skills in the name of roleplaying. In eu of that, a bard 
serves nicely. It mainly takes place in low hills near @ thorp or hamlet, 

| Magic toms 3 Monsters 

Adventure Bacxsrovns 
The hil giants of the lower slopes have enjoyed many years of 
plundering, smashing, and ravaging the area. They particularly 
enjoy picking on the nearby hamlet of Humhollow. However, 
after years of living in squalor, some have become dissatisfied, 
They want the finer things in life: good clothing. better 
weapons, or music: to help pass the long nights 

The glants' leader, Uik, i a hile smarter than the average 
hill giant, and Far more shrewd, He has bullied a young halfling, 
From Humhollow named Benty into being his spy and stoolic in 
the surrounding countryside. In return, Uk promises that the 

is won't throw rocks at Benry, his family, oF thei house 
(omerimes they do anyway). 

Benry feels no foyalty to the hill giants but fears what they 
would do to him and hie family f he disobeys or rune avay. 
Further, he lives pretty well off the giants’ discards, eo he 
obeys, 

‘When the PCs arrive in Humhollow, Benry reports their 
presence and abilities to Ulk, Ulk commands Benry to get the 
PCs to come to the giants’ camp and use their wondrous skis 
and abiltes to make the giants’ lives more pleasant. 

OALING THE ADVENTURE 
This advent ned far four grh-level adventurers, 
The challenges can be modified to suit @ lawer- of higher 
level party as fol 

sth- to 6th-level PCs: Reduce the number of hill 
th Ulk to three; reduce the number 
emove the folding boat and 

cave (cave E), 

ants 
of dire wolves to one, 

09 gp from the valuables. 

ants, 
wolves ta one, 

7th- to Bth-level PCs: Resluce the number of hil 
with Uk to five: reduce the number of dir 
Remove the Folding boat and 2, from the valuables 

3) 

68. september) 

# Non-Player Characters (NPCs) W Objects W Settlements 7" Traps 

for the Duneton Master 
This Side Trek begins once the PCs leave Humhollow. 
Presumably they spent enough time there to heal up and 
restock supplies, meeting a few people and gaining, some 
attachments or rumors. While there, the townsfolk might men- 
ton the giants in much the same way as an occasional natural 
disaster. They arvive suddenly, do. some damage, and leave, 
The giants’ raids are commonplace enaugh that they tolerate i 
with little complaint, 

Lurking Bohind 
Once the PCs ure out of sight of the town, they can make a 
‘Spor check (DG 1g) ro norice thar they are being followed. Even 
if no one notices the short, skulking figure in the brush behind 
them, Benry reveals himself when he comes within go Feet. 

“(Ladies and sirs, | apologize for creeping about, but may | 
speak to you for a moment? You might have heard about a 
foand of hil glants In the area? They .<. the glans, | mean, 
have sent.a message for you. They want you To go 10 their 

toth- to mth-level POs: Upgrade hill ants 
and dire wolves 10 dire bears, Add another 39,000 gp worth 
of treasure. Try to find treasure that wil bit a challenge: to 
remove from the Yes also must be enlarged 10 

ymmodate their larger occupant 
tath- to 1gth-level PCs: Upgrade hil giants to stone giants 

and dire Increase the number of giants 
ih Ul 10 15 (one: me, one Female). Increase the nuinber 
dl ‘of fighter, and 

el cleric. Add another 
to select treasure that will 

from the cave, The caves must also 
occupants 



¥ Benry, Male Halfling Come: CR '/2; Small Humanoid (3 
fi. in. HD ada; hp 55 Init +2; Spd 20 fis AC 13 (or size +2 
Dex); Atk 43 ranged (id, sling); SQ halfling: AL N; SV Fort +1, 

San 10, Int 12, Wis g, Cha 10 

Feats: Skill Focus (Climb), 
Possessions: Sling, knife, pouch with nuts inside 
Benry sheepishly explains his "“servant-boy” relationship 

‘with the giants only after the PCs pry it our af him. Benry does 
not want his Family to find out about this; they would be scan- 
alized, He is gure that the giants will flow through on their 
threat if the PCe do not come. 

Report for Duty 

Uk is the only one among the glants who speaks Common 
Thanks to Benry, he knows how many PCs were in town, what 
race each was, and how heavily armored each appeared to be 
IF the PCs fail to appear in the same number and proportions 
that Benry reported, Utk questions them about discrepancies, 
Then he begins: 

Creatures (EL 15): Ulk's band consists of g male hill giants 
and 4 dire wolves, plus 4 female non-combatants. On the day 
he expects the PCs to arrive, he has stanioned one giant in 

MAKE IT BIG 



each cave on the hillside (except for his cave, the valuables 
cave, and the dire wolves’ cave) with a supply of five throw- 
ing rocks each, He has stationed another in the dire wolves 
cave, crouched and ready fo release the three wolves if the 
PCs attack. The other two giants move behind the PCs with the 
fourth dire wolf, ready to cut off their rerreat. 

‘2 Ulk, Male Hill Giant (1: hp mg; Int x0, Wis 12: Saves: Will 
fonster Manuel 98. 

Feats: Cleave, Iron Will, Power Arack 
Possessions: Greatclub, bog, containing 5 throwing, rocks, 

100 gp, hides and furs 
‘9 Hill Giants (1g); hp we each, Monster Marsal y8. 

Dire Wolves (4): hp 45 each: Monster Manual 57. 
Tactics: Uk has prepared his followers for the possibilty 

that the PCs might try to cast a spell on him. IF Uk. starts act- 
ing in an unusual way, the giants have orders to grapple the 
PCs and subdue them into unconsciousness. IF that happens, 
skip (0 the events ar Bed Time. In addition, any PC who is seen 
casting & spell Instantly targered with many thrown boulders. 

Development: Lk allows the PCs a few moments to discuss 
things. If the PCs try fo fight, Uk is prepared to fight back. IF 
the PCs try to negotiate, Ulk is open, but impatient. He believes 
he has the upper hand, ond he wants the PCs to get started 
making his life easi 

Hillside Map 

Once the PCs accept Ul’s terms, he wastes no time, He 
points at the primary skilled character who Benry reported on 
and says, “Benry says you're good at (fill in the blank), “Zar 50? 
What you need to do that?” Any reasonable equipment the PC 
asks for will be appropriated from a nearby town for their use. 

He then turns fo each other character and asks, “What can 
you do?" 

‘Any PC who does not claim to have any special skills will be 
given menial (possibly disgusting) tasks like cleaning caves, 
personal grooming of various members of the band, or mend- 
ing the gate over the dire wolf cave. 

Within a few hours, members of Uk’s band will have 
rerurned with necessary materials for nearly any mundane 
Craft or Perform ski. fa Craft kil is used, Uk demands that 
the PC get fo work. If appropriate (for Craft: cobbling, for 
instance), you might asses a -2 circumstance penalty against 
any Craft skill checks for working on a lorger-than-normal 
scale, If it is @ Perform skill, Ulk demands that all the PCs be 
ready to entertain at the fire that nigh. 

Bed Time 
Once night falls and any labor or performances are finished, 
Utk says to the PCs: 

"Okay, tine for you to sleep, You're 
‘valuable, 30 you stay In that cave.” He 
‘points fo cave up the slope, approx- 
imately 30 feet off the ground. A 
sturdy ‘wooden gate blocks the 
entrance: "Norva and Kask will put you 
there, Norval Kesk!" He shouts orders. 
Jo ther in Giant (He abo says to them, 
“Pur the other halfling in, roa!” 

Norva climbs up to the ledge and 
unlatches the gate, Kesk then roughly 
hands the PCs and Benry up to Norva 
tone at 2 time, who deposits them in the 
cave (area E). Norva then closes and 
secures the gate. 

‘Once the latch is secured, Ulk climbs 
up to the gate and presses his face 
agoinst it, “You better be there in the 
‘morning or else we crush that town, you 
remember? Heh heh, We got you." UIk Is 
very proud of his joke 

Though usually sloppy, the giants 
have paid careful attention to the gate 
protecting this cave, The latch is heavy 
and secure, requiring @ Strength check 
(OC 3) 10 open. Any Small character 
making a successful Escape Artist check 
(OC 1g) can sip between the bars of the 
gate. Climbing up and down the hill 
relatively easy (DC 10) but must be done 
quietly afrer hours. 

Tactics: Norva and Kesk alternare 
guard duty at night. They do not warch 
carefully, however, and either giant has 
2 40% chance of being asleep at a given 
Time. There are no other guards, but the 
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THE (AVES 
The caves in the hillside serve various purposes for the giants. 
‘They have one roughly hewn ledge large enough for a giant to 
stand on that runs the length of the hillside 20 feet up. The top- 
most cave alzo has another, smaller ledge. 

‘A. Storage: This caye serves as pantry for dried foods and 
special storage for firewood, tools, exira throwing rocks, and 
other items the giants want to Keep handy but don't consider 
“valuable” 

B, Females’ Sleeping Cave: The female giants stay in this 
Upper cave, They generally sleep together in a heap on a bed 
of furs. They have nothing of interest here. Sometimes they. 
leave hides or food to dry on the ledge. 

C, Uik’s Cave: Uk takes the central cave for his own. Other 
giants are not allowed inside without his permission. Uk also 
losely guards access to the female giants from here, using 
mating privileges as reward or punishment for his warriors. 
Uk sleops on a tapestry he stole From a traveling merchant a 
fow wooks ago, If the PCs try to take it it weighs about 100 
pounds, and is worth 300 p. 

, Wolf Pen: A crude wooden gate blocks this low cave 
where the glants keep the dire wolves penned. The wolves 

dire wolves all sloop lightly and reccive Listen chocks (made 
with a -4 penalty) against any PC's Move Silently check if the 
PCs attempt to sneak around al night. If une woll succeeds 
they all wake up and bark and grow! ar the PCs. The giants will 
be awakened by the noise, but check on the wolves before the 
PCs, since the “stupid wolves” do this often enough to be a 
nuisance. IF this happens on successive nights, Uk begins to 
get wise. 

Doing the Job 
Over the next week, the giants keep the PCs busy with vari- 
‘ous tasks. They aften harass or insult the PCs, toss halfings or 
‘gnomes about, and sometimes deliberately ruin a project or 
Performance and laugh heartily. Uk goes out of his way to 
taunt the PCs, reminding them that he has the upper hand, and 
that if he doesn’t like the job they do, he'll crush Humholiow, 

by Aaron Williams 
www.nodwick.com 

‘gnaw on the gate and press against it every time someone 
‘comes near. leaving the gate in constant need of repair. On a 
‘Strength check (DC 20), the wolves break the gate and rush 10 
attack any living creature that isnt_a giant 

E Valuables Cave: By Uk’s command, the giants keep their 
voluables here locked behind a solid gate. This is also where Ulk 
puts the PCs at night, The valuables consists of: 

+ Two enorinous bags of gold coins (g,ovo gp, 180 pounds 
each). The bags are tled loosely, and one has splled all over 
the floor: 
+ A life-sized bronze statue of a gnome paladin on a war- 

pony (1,500 gp). 
+ A 4-foot tal, decorative iron urn (600 gp, 200 pounds) 
+ A folding boar, unfolded, in 24-foor-long boat form. (The 

ants brought it here and accidentally said the command word 
once inside. Now they can't change it hack) 

F. Males” Sleeping Cave: This cave also opens up at cave 
H. Male giants who are not on guard duty sleep here. They 
also sleep on furs, but tend to be more territorial than the 
females, and sleep separately. 

G. Guard Cave: When Uk appoints @ guard, he usually 
keeps waich from this shallow cave. 

H, Sleeping Cave: Ths is another opening into cave F. 

Conciuping tHe Apventurt 
‘At the end of the week, each performing or crafting character 
makes a skill check. If the roll fails, the giants are incensed, Utk 
immediately decides 10 rake his displeasure our on Humhollow. 
If the PCs take 20 or otherwise do a su 
happy that he releases the other PCs, but keeps the excellent 
performer 22 a pet If the PCs take 10 or do 2 merely compe: 
tent job, Ulk is satisfied and simply lets the PCs go, 

If the PCs killed any of the giants or wolves during the 
adventure, give them experience points as appropriate, Ifthe 
PCs did their jobs, resisted the taunts and threats of the giants, 
and Humhollow stayed safe, give them experience for a CR g 
‘encounter. IF they also managed to sneak the treasure out of 
the giants’ caves without kiling the wolves, give them expert 
ence as if they had defeated the wolves 

Mf the PCs kill or rout all the giants, the residents of 
Humholow are very happy and offer their humble hospitality 
for as long as the PCs wish it. IF Benry’s involvement comes 
out, he will be shunned by the town, but not his family, 
although they will be sorely disappointed with him. 2 
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THE SEVENTH ARM 

The Seventh Arm 
Six Arms Isn’t Bad Enough 

by Tito Leati 
artwork and cartography by Stephen Daniele 

“The Seventh Arm" is a D&tD adventure for four zth-level PCs, easily adaptable 
for heroes of levels 3-1 and suitable as a starting point for higher-powered 

challenges. No particular PC classes are required ro complere ir successfully, 
although a cleric with the Law and/or Good domains could be especially useful 

1o the party. The module can begin in any large town of the DM's campaign 
setting (referred to here as “the town"), with the heroes being hired by an 

important rown official. The deities mentioned can be replaced with 
gods more appropriate to the campaign in which you set the adventure. 

| Magic hems Monsters 

Abviriture drnorsis 
Waking the streers of a large town after sunset, the PCs wit- 
nessa local aristocrat, Kalier Goloda, being accosted by a 
hooded man. Frightened by the heroes, the assailant runs 
voy, leaving his vitim dying, Heoled, the aristocrat explains 
how he was attacked by Corlag, a rogue employed by him for 
an espionage mission, Corlag, a trusted hireling until now, was 
following the racks of a false merchant, Qdals Alzora, who 
fried to snatch a medalion fram Kalier using magic. After the 
falled attempt, Odals probably took refuge in the noarby 
Tarwood, once the home of the infamous wizard Yenejg Togan, 
The aristocrat asks the PC to complete Corlag’s mission and to 
find out what hos caused the rogues murder ous madness, 

Odials Alzora Is actually a sorcerer named Jainos Tyskie, an 
adventurer determined to recover a hidden treasure left by 
the long-dead Yenejg in a cache under Tarwood. The sorcerer 
knows that the wizard’s old medallion, now kept into the city 
treasury, is © magical key to reach his objective, Needless to 
say, the medallion is the very one that Kalier successfully 
guarded against the false merchant. The recent facts: and 
Yenejg Togan's shady background make the city treasurer fear 
that Some evi is at work to bring ruin to his beloved and pros 
porous chy. 

‘iter accopting Kalior’s patronage, the PC can try to 
reconstruct the past through local rumors and an account 
written by Falerjan, the lawul cleric who destroyed Yenelg 
Togan and bis demonic ally, Penfavasta. Then, after a short rip. 
to Tarwood, the heroes must deal with the diverse monsters 
that sil inhabit Yenejg’s tower. In the tower dungeon, the 
encounter with Jainos Tyskie could earn them an ally or an 
enemy, Finally, the FCs must use the wizard’s medalion and 
solve @ puzzle to enter the former lait of the demon 
Penfavasta, where the Lower Planes are just a step away. 

# Non-Player Characters (NPCs) Objects W Serlements 4/7 Traps 

Adventure Backerouns 
Seven decades before the beginning of the adventure, an evi 
conjurer of demons named Yenojg Togan ruled the town for 
three years. In local chronicles, this harrowing timo is known 
13 the Rule of the Seventh Arm, for Yenelg was regarded as 
lle more than. a linb of his most dangerous accomplice, & 
‘arith named Penfavasra, Before overraking the town with @ 
coup, the wizard lived ina secluded tower about ten mies 
from the city gates, bul after a itetime of adventure and 
‘magical research into the dangerous fields of summoning and 
niecromancy. The forest around Yeneje’s abode, Tarwood, was 
a frightful place, shunned by hunters and travelers alike. 

During his first five years in Tarwood, Yenejg conducted 
many foul experiments in the dungeon of his tower; then, 
obsessed by secrecy, he started looking for a really secure 
place to further his activities without unwanted interference, 
Probing tho underground with divination and elemental spel, 
the wizard located @ nearly inaccessible cavern about 200 Feet 
deep under a rocky hill in Tarwood, Yenely reached the cay 
ern easily with a releporr spell: once there, he worked hard ro 
build a shrine dedicated to his craft, enslaving many extra- 
planar entities as guards and assistants, 

{in the following years, he made praselytes among criminals 
of the nearby city to obtain a ready supply of human sacri 
fices, using his sorcery to subtly beguile and corrupt many 
aristocrats. Finally, Yeneig summoned Penfavasta to support 
his definirive rise 10 power. He housed the marth in his 
secret cavern and persuaded her fo serve him with the prom= 
ise of an entire town to feast upon. At first, Yenejgt employed 
Penfavasta 03 an infalible assassin and unbeatable bodyguord! 
‘The wizard simply called the demon with a special medallion of 
his own construction, and the marilith arrived instantly using 
her teleporr withour error abllty. Soon, all opposition was 
overrun by the sudden and deadly appearances of Penfavasta 



THE SEVENTH ARM, 

SCALING THE ADVENTURE 
The Soventh Arm" was designed for four average zth-level 

PCs, adding some more difficulty in the secret cavern (areas 
21-34) to reward the recruitment of Jainos Tyskie in the: last 
part of the adventure. The PCs are tkely to ned a period af 
rest before entering the secret cavern, and this could coincide 
With their coming back to borrow Yenejs’s medallion from 
Kalior. The encounter with Typazkar (EL 13) can be: danylcrous 
for @ ih-level party, and you should be careful wil it 
Anyway, the fact that the vrock is summoned makes him a th 
tle weaker, mainly because he cannot use is ability 10 cal other 
ddemans at his side To adapt the adventure for hig 
level parties, you can make the following 

Levels 2-3: The adventure, with its involvement with pow 
érful outsider and deadly traps, was not written for such low 
level PCs, With such an inexperienced party, you can run only 
the first part of the adventure. Keeping, Yenejg’s amulet from 
the PCs until they are tough enough for the seeret cavern, In 

e, you should follow the guidelines for lavels 4-4 (soa 
and beof’ up the party with one or two NPCs from 

Shapic (low lovel clerics, druids or rangers, see the NPC tables 
in the Dunaeow Master's Guide). Halve the number of buy 
beara, ard essunie shat Wurzokk went away 10 the meer the 
chieftain of his tribe, Make the ghast in area 7. normal one 
(HD), or change nto a pair of ghouls, Reduce the water 
elemental in area v2 10 Small size, Reduce Gleir to a very low 
amount of hp and make her flee after being struck by a single 
blow. Moke Joinos Tyskie treat the PC3 with contempt (see 
"Dealing. with the Sorcerer"), and fet the sorcerer tell the 
heroes to come around when they are grown up, 

Levels 3-4: Resuirs hy four the number of bugbear males, 
and assume that Gieir and loadstoo! have fought to claim 
Corlag as a victim. Supported by the bugbears, the lamia hao 
won, ond the fiendish caretaker was killed. Toadstoo!’s corpse 
can be found in area 1. The bugbear’ have invaded the 1uwet 
snd taken all oF the carwtaker's belongings In area 0, Gtr is 
sill wounded when the PCs arrive in the dungeon (io points of 
damage). The water elemental in area t2 should be a Medium 
sized one. In the secret cayorn, you should substitute the 
roper in area 2g with a lesser menace (some darkmantiaa or a 
single rick) Take away the vrock, replacing it with a Medium: 

at Yenegs side, and the wizard became the absolute monarch 
of a terrified town. After his definitive victory, Yeneig 
amassed the treasure stolen from his slain enemica in the 

hich was watched over by the ever-vigilant 
ranar'ri To reach the place easily with groups of servanis and 

the wizard enchanted two special teleportation cham= 
bers: one in his old rower and one in the palace he occupied 
in town as the city ruler. The same medal 
Pentavasta magically activated these rooms. 

The next three years passed as an uninterrupted 
for the town populace, crushed under the oppressive and 
murderous rule of Yenejg, who sacrificed more and more vic~ 
tims to the lords of Abyss. As his power grew without 
the haggard wirard was often seen by his servants babbling 
nonsense and rubbing his medallion, until a sly-looking, bojew= 
fled young woman (Penfavasta in disguise) came out of the 
shadows with some vile ad 

secret cavern, 
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sized air elemental instead. Reduce the damage, 10 hit modi 
fiers and save DCs of the traps in arcas 28-31. Let the 
entombed hyton in area ge fight with only one chain, Put only 
one fiendish girallon in area gq. Jainos Tyskie should he only 
71h level, with his cloak of elvenkind as the only magic item, 

Levels 5-6: Keduce by Iwo the number of bugboar males, 
and assume that Toadstool was struck by the ille 
the Shakes (seo the unacaw Master's Guide for details), The 
disease reduced the caretaker's Dexterity 10 e (hit ~4, AC 7) 
The Shakes also prevent Toadstoo! from reloading the trap in 
area tn the secret cavern, you should subsite the roper m 
area 25 with some gricks, Replace the vrock in area 27 with a 
Large air elemental. Put only Iwo fiendish girallons in area gq. 
dainos Tyskie should bo only zi lov 

Levels 8-9: Increase the Give 
Worzokk and Toadstool one or two warrior levels. Pump up the 
monster encounters In. number 
damage, attack modifiers. and save DICs of the traps in areas 
285-9). Jainos lyskie should be gih level, with one or two addi- 

number of bugbears, 

and/or levels. Increase the 

Fional minor: magi items, 
Levels 10-1: Double the number of bubears. Give Toadstool 

three or four worrior levels. Pump up the monster encauners 
in numbers and/or levels 10 v greater degree. Increase the dam 
amc mealiflers ant save Ds of the traps mv areas 28-31, 

aiding deadly spell combinations. Jainos lyskie should be sith 
level with two additional magic items, Note that a gth-level 
arcane spelicaster in the party might be able to go 10 and from 
the secret cavern with his or her own teleport spell 

Levels higher than 1: Iris not difficult 10 run this adven: 
ture for higher levels, due 10 the extra-planar nature af the 
monsters, the possible way to the Underdark in area ag, and 
the gate device in area ga, The wecret cavern might be a star 
ing point For exploring the Abyas or the bridgehead of some 
demonic invasion, Put a “serious” gang of demons in arca 27 
(see the Monster Manual for sume nasty teas), anid no PC will 
Lomplain about the adventure being “too easy." 

An increase ar decrease of challenge m the adventure 
must be matched by a similar scaling of the amount of treas: 
ure, “The Savanth Arm” can deliver up to 55,000 gp worth of 
treasure (discounting, Jainos Tyaki's ‘belongings, which 
include the magic lamp in area 9). Adjust the amount of rea 
ure as you adapt the adventure challenges, 

'Nows of the unbearable sufferings of the town epread and 
‘came to the attention of the church of St. Cuthbert. Shortly 
thereafter, a high priest named Falerjan gathered a party of 
heroes and knights fo overthrow the tyrant end bis abominable 
rule, On a glorious and sunny morning, the entire population 
ff the town arose against the wizards troops a3 soon as 
Falerjan and his small army arrived at the city walls, opening 
the gates to the liberators, Later, after many hours of Fighting 
in the streets, the high priest and his party assaulted Yeneig’s 
palace, where Penfavasta rushed to defend the wizard in her 
horrible demon form, In the successive battle, all of Falerjan’s 
henchmen fell before the marilith was finally defeated. Left 
alone and drained of his magical re Yeneig tried to run 
for his teleportation room in the palace, but was blocked and 
slain by Folerjan himself. In the night aftr the battle, Yeneig’s 
palace was looted and destroyed by a mob of angry citizens 
‘Ar dawn, the mad wizard’s corpse was burned at the stake, 



In the next months, the priesthood of St, Cuthbert re- 
established a lawful government in the town. The rubble of the 
tyrant’s palace was removed and a new city hall was bult over 
ins foundations. Before departing, Falerjan wrote a. brief 
account of his adventure and closed it in a small chest with 
Yenejg’s medallion. The high priest gave the casket to the 
newly appointed city treasurer, Brolin Goloda, asking him to 
keep it jealously until his return Falerjan’s intention was to Fur 
ther his investigations on Yen's past activity, but not before 
ihe serfing of mare urgent marers. Unfornunarely, the high 
priest, kept away by his many commitments, never came back 
to follow the evil wizard’s tracks, 

Now, after seven decades, the town has prospered, assum: 
ing its present, happier aspect. Most commoners have forgo!~ 
ten the Rule of the Seventh Arm, and no evidence of It hes 
remained inside the city walls, Yenej’s tower and the secret 
cavern, however, stil le in the nearby Tarwood. 

Eleven days before the beginning of the adventure, Kalier 
Goloda—the descendant of the old city traasurer—reccived a 
visit From a rich looking, self-styled merchant of arcone. and 
exotic goods, who introduced himself as Odals Alzota. Quite 
‘oddly, this man knew a lot about Yenejg’s medallion and its 
current collacarion in the treasure vaults of the town. Odals 
told Kalier that he wanted to buy the object for one of his best 
customers (a wealthy collector ving in a distant country), The 
merchant offered, 03 an immediate payment, the sum of 500 
‘old pieces, Kaler was impressed by the proposal, as he barely 
recalled the medalion himself. For this reason, he usked for 
Hime 10 think abour the deal and 10 see whether the old thing 
‘was still among, the city’s rreasures, Odals agreed 10 come back 
three days later. 

Kalier found a casket containing the medallion after a thor- 
‘ough scarch in tho cellars of the city hall, He also read an 
attached document written by Brolin Goloda, his ancestor, 
which said that the object had fo be kept in the treasury until 
the renurn of Falerjan, high priest of St. Cuthbert, and thar 
nobody else should be alowed to take it, inside the casket, 
beside the medallion, Kaller also found Falerjan’s account, writ- 
ten in Celestial (a anguoge he could not read), Even though he 
figured Falerjan was certainly dead of old age by now, the 
treasurer was bound by his ancestor's orders. He decided nol 
to sell the medallion to the merchant, at least until he better 
‘understood the object and its history. 

‘When Odals returned to the city hal, Kaller asked him how 
hhe knew about the medallion; the merchant calmly answered 
that he learned about it in a remote temple of St. Cuthbert, 
reading a biography of Falerjan (who had been dead For forty 
years). Kalier asked for three more days to “consult the city 
‘count’ before selling the medallion, The merchant was visibly 
disappointed but agreed to this further delay, adding that the 
next visit would be his last and raising his bid to 600 gold 
pieces, After Odals departed, Kaior called Corlog, a half-clven 
‘rogue occasionally employed as a spy by the town authorities, 
and ordered hin fo shadow the merchant and gather informa 
tion abour him. 

Corlag followed him from a local inn to the wilderness of 
Tarwood. Worried by grisly tales of the forest's occupants, the 
spy went no farther and returned to report his discovery to 
Kole, After receiving this information, the city treasurer 
decided to keep the: medalion from Odes, afraid that the mer~ 
chant was somehow connected ro the tyrant Yenejg Togen. 
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When Odals came again to buy the medalion, he faced a 
heat refusal. Without showing disappointment, he asked 10 at 
least see the object. At tha point Kalier realized thar Odals was 
Irying some kind of magical rick (a Aypnarism spell). Offended 
by the attempt, the treasurer cried for the guards and turned 
to draw a sword hanging on the wal, As soon as Kalier grabbed 
the weapon, magical darkness filled the room, The city hall so!- 
ders were held at bay by a magically blocked door thar defied 
their best efforts to break down, Panicked, Kalter slashed the 
air blindly as Odals unered mate arcane wards only a few 
steps away. When the door finally gave way and the darkness 
dissipated, the sorcerous merchant was nowhere to be found, 

‘Alarmed, Kalicr ordered Corlag to enter Tarvood at once, 
find out whatever was there, and report on any activity. To 
overcome the rogues Fear of the haunted forest, the city 
treasurer gave him enough gold to hire a small group of mer- 
canaries, The day after, Corlag went to Tarwood with three 
‘companions, Only Corlag returned—with an odd and insane 
desire to destroy his patron, 

for the Dynaton Master 
Yenelg Togan’s isolated tower stands over a low hill in the mid- 
dle of Tarwooda ruin overgrown by trees and brush. Only @ 
long-lived, monstrous caretaker named Toadstool was left by 
tho evil wizard to keep an aye on his home, and nobody has 
centered tho aceret cavern below the tower for seventy years. 
Much of the treasure stolen from Yenej’s victims sil es in 
what was once Penfavasta’s ar 

Four decades ago, a band of bugbears claimed part of the 
dungeons enesth the ruined tower, becoming 4 constant 
menace for country people living around Tarwood. A lami 
named Gleir has also moved in, making a deal of mutual fler- 
ance with the bugbears, The outnumbered Toadstool is now 
forced to share the place with the new occupants, At the time 
the adventure begins, the three groups barely tolerate each 
other and are unable to cooperate 

‘Odals Alzota is actually a chaotic neutral sorcerer (from a 
foreign kingdom) named Jainos Tyske. Janos is a dedicated 
treanure hunter with a greedy passion for magic items, but he 
has another, stronger motivation to seek Yenejg's hoard. One 
of his ancestors, # cily notable before the Rule of the Seventh 

‘Arm, was murdered by Penfavasta, who snatched from him a 
magleal ring. passed on for ganerations in the Tyskle family. 
Jainos wants to recover ths item at all costs, The sorcerer has 
gained most of his remarkable knowledge about Yenojg’s 
medallion and Penfayaste’s lair with the clever use of a 

recently encountered quasi's commune ability, (His invention 
of Falerjan's biography is a plausible one: Even if the high 
priest was known for his habit to write memories of his adven- 
tures, nabody ever compiled an account of his whole life.) 

‘A month before his first meeting with the city treasurer, 
Jaines moyed to Tarwood and, thanks to his sorcorous pow: 
‘rs and false charm, was able fo deal with its chaotic evil occu~ 
pants, Afler finding Yenejy’s teleportation room in the 
‘dungeon beneath the wizard’s rower, he devised a trick To 
acquire the medallion necessary for its activation, 
Unfortunately for him, the keeper of the item—Kalier Goloda— 
‘was strong and lucky enough to resist the sorcerer’s hypno- 
tism spel, His attempt thwarted, Jainos escaped the city. Since 
then, the sorcerer has been trying to think of another plan to 
steal the Yenejg's medallion, so far excluding the possibility of 
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‘revealing his true identity and telling 
the stubborn aristocrat the truth 

Two days hefore the beginning of the adventure, Corlag’s 
party, sent fo investigate Tarwood, mat the humanoid dwellers 
‘of Yenojg’s tower with disastrous results. All threo of the half- 
alf’s companions were kiled by the bugbcars in an ambush; 
Gorlag escaped only to meet the terrible lamia, who used 
charm person to beguile him and learn about his mission. To 
rerallare against Kalle, the instigator of Corlae’s intrusion, the 
lamia used her sugggesnian abiity on the half-elf to increase his 
resentment toward the aristocrat tor causing the death of his 
friends. Finally, the lamia sent Corlag back to the city, knowing 
that the half-el"’s anger would cause a lot of trouble to his 
patron and himself, Jainos advised against this decision, afraid 
‘of too much trouble with the town authorities, bur this served 
nly to further motivate the evil and whimsical lamia to do just 
as she wanted. The outcome of Corlag’s aggression on Kaler 
the last background event before the PCs arrive on the scene, 
is described in the “Beginning the Adventure” section. 

Besinnine the Adventure 
The adventure begins in town. The following text assume that 
the PCS are walking the streets past sunset: 

‘As you walk in a deserted street, it by a few suspended 
lanterns, you notice the Flickering of candles behind the thick 
glass of a large, second-story window of a nearby. well 
appointed building. Suddenly. the soft ight is dimmed and 
made intermittent by the shadaws of two fast-moving fig- lures who seem to be having some sort of conflict inside the 
house. Ina brief moment oF stasis, you glimpse a lean, 
hooded man grasping the throat of a robust opponent. The 

latter raises a dagger, but the first catches his wrist 10 
stop the incoming stab. After a few more instants of 
furious struggle, the window explodes in a shower 
of gittering shards as the robust figure is thrown 
outside. The man falls without a cry, hitting the 
ground on a strip of grassy sol with a dull 
Thump. The hooded man leans out of the bro- 
en window and puts 3 foot on the sil, oppar- 
ently ready to jump down. However, he sees 
you and darts back inside. The fallen man 
moves sighily and urters a painful moan, 

The PCs have two obvious choices: aid 
the victim or pursue the hooded man. Soon 
‘they hear the crash of another broken win- 
dow toward the rear of the building, fol- 
lowed by the warring cries and running 
steps of the city warch 

Aiding the Victim 
This is simply a must for good PCs, Even a 
cursory examination of the man reveals that 
he is dying due to the wounds received in the 
sruggle and subsequent fall Before fainting, 
he has only the strength to whisper: ‘That 

thiefl Catch him!” A successful Heal ski check 
(OC 15) or any curative magic. is sufficient to 

stabilize the vietim and save his fe, 
Creature (EL 2): The victim=a middle-aged man 

wearing 3 furclined tunic and a goklen necklaceIs th 
aforementioned Kalier Goloda, 
 Kalier Golods, Male Human Ariq: CR i Medium-size 

Humanoid (5 ft. gin. tall, HD 44848; hp 27 (currently =) Init 
4 (Dex), Spd go fr; AC g (+1 Dex), Atk +g molec (now 

unarmed) or +2 ranged (now unarmed); AL LN SV Fort +2, Ref 
+0, Will +4: Str n, Dex g, Con 12, Int 13, Wis n, Cha 1g, 

‘Stils: Appraise +8, Bluff +3, Diplomacy +4, Forgery +0, 
Lsten +5, Profession (scribe) +5, Ride +5, Sense Motive +3, 
Spot +4, Swim 49; Feats: Iron Wil, Skil Focus (Appraise), Skil 
Focus (Profession—scribe). 

Possessions: Noble's outfit, four golden rings set with gems 
(worth 420 sp, 270 gp, 240 ip, and 150 gp), golden necklace 
(worth 300 gp), 35 gp in pouch. Kalier is a very rich man who 
can obrain any Kind of expensive equipment. His fortune 
amounts to no less than 20,000 gp, including half dozen 
buildings within the city walls. He also owns 3 masterwork 
breastplate and many fine horses and weapons. 

Pursuing the Hooded Man 
The main entrance to the house ts locked from inside, and all 
of the first-story windows are closed by iron bars. A nimble 
PC could quickly climb a rain-pipe (Climb, DC 15) and reach the 
broken window. Forcing the door or looking for another way 
in wastes time. The best choice is to cincle the building and 
pursue the hooded man in the streets. f the PCs head for the 
noise of shattered glass, either passing through the house or 
running around it they see the lean stranger jumping from a 
rear window across a narrow alley; he lands an the eaves of 
another building and runs nimbly toward a cluster of slums 
© Locked Wooden Door: 2 in. thick; Hardness 5; hp 20; 

Open Lock {DC 28); Break (DC zz), 



Creature (EL 5): The hooded figure~Corla 
‘exceptional swifmess or magic will alow PCs to ch 
effectively in the darkr 

This encounter is ideal to stage a dangerous pursuit over 
the rooftops, where rogues, monks, and agile. ightly armored 
PCs can shine. Spells such as jump, spider 2, Py, 
and air walk are quite useful in this situation 

To run the pursuit, follow the guidelines b 
the players must just declare which members of the 

party try To pursue the hooded man: This has ra be a quick 
decision, and you should immediately cut out from the 
any PC who does not state his intent within 30 seconds of real 
time, Heroes wearing medium or heavy armor will have a dif 
ficult time keeping up unless they have some method of 
enhancing their speed (boots of striding and springing 
haste spell, for example). To reach the roofs and start the 

if, 2 PC must ascend a ladder from the street (Climb, DC 
€or leap from the same window used by Corlag to leave Kali 
use (Jump, DC 14) 

+ Choose a series of obstacles that the PCs must overcome 
to keep up with the fugitive in the “Pursuit Events” rable. The 
chase, which happens in the moderate darkness of @ moonlit 
night (one-quarter concealment), is a quick and unpredictable 

n, with the PCs constantly on the move, geting glimpses 
is he dashes in the shadows, hides behind chimneys, 

and jumpe over dormer windows 
+ To overcome a given obstacle, a PC must succeed in what 

ly referred to as a “hey roll” (a skill check). Failing one: of these 
rolls, which are much like the crucial moments of an action 
movie sequ PC out of the chase. (kind DMs might 
allow two failures if the PC does not fall to street level with the 

cone.) Overcoming four obstacles chould be 
stop Corlag’s escape (ace "The Fatal Jump”) 
+ Roll Corlag’s skill checks only when they must be opposed 

with those of PGs: grant him an automatic success otherwise. 
This advantage should balance the many resources of the typ 
{cal party of adventurers. 

+ Except during events (5 and #6 in the “Pursuit Events 
tablo, the heroes might rarget the half-lf (who is uoually 60 
feet away) with a ranged aftack or spell. A PC who does 50, 
however, loses a few precious seconds aiming and should be 
given a 4 penalty to the next key roll needed to keep up with 
the fugitive, Corlag's uncanny dodge ability allows him to use 
his Dexterity bonus to AC against any attack targeting him 
while he is running. 

+ Flying PCs can successfully pursue ond target Corlag at 
the same time, automatically overcoming most obstacles 
events #1-6 in the adjacent table). They can also charge the 
fugitive with a melee weapon. You must adjudicate the effec 
of other spells depending on the situation. 

+ Corlag is particularly vulnerable to Enchantment spe 
due to his reduced Wiedom. The use of hold person or similar 
‘magic to take him alive, however, could not be @ wise choice, 
as any kind of sudden confusion or paralysis causes the hal: 
elf ro fall from the roofs (assume a height of 1d3+t x 10 feet. 
orlag also falls if disabled (o hit points) or knocked uncon- 

us by a ranged attack. 
¥ Corlag, Male Half-elf Rogs: CR 5: 

Humanoid (s ft. 8 in. tall HD 546; hp 23 (currently 13) Init +3 
(Dex); Spd 30 fts AC 15 (+3 Dex, +2 leather armor), Atk +4 

(id6+/crit 18-20, rapier) or +6 ranged (ida/crin 
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PURSUIT EVENTS, 
sult in the following rable occurs only once, with the 

event 27. Mark results that come up and con: 
sider those that have been already rolled as "7" instead. 

Roll 18 
1 Corlag reaches the top of a 1o-foot-high section of 

sione wall that sireiches between two jowers. Key roll: PCs 
must make a Climb check (DC 10) 10 follow him. 

2 Corlag tra 
by files, When the heroes run after him, a tie si 
the foot of one randomly determined PC. Key roll: 

Balonce check (DG 15) to avoid slippin 
IW? the PC fails, she Falls on the ties, ros down the pitch, and 
hits a chimney near the roof edge, taking dq points of dam 
age. A successful Tumble check (DG 10) negates the damage 

3 APC sees Corlag as he jumps from the root of 
foot-tall house 10 the top of another building 10 Feet away. 
Key roll: PCs must make a Jump check (DC 15) to reach the 
other building. The first PC who fails manages to grab a 
poorly repaired gutter 
under the PC’s weight and rears from the wall. A moment 
later, the PC finds himself hanging in mid-air at a height of 

He can jump down voluntarily to reduce falling dam- 
‘age (Jump, DC 15) or proceed along the squeaking and tot 

er to reach the safety of a balcony (Climb, DC 15) 
PCs who fail after this simply fal 1 the street below. 

4 Corlag steps over a tight, 20-foot-long laundry line to 
fh the eaves of a nearhy huuicing. The heroes gimpse. him 

as he leaps off the rope. The thick hemp line has an old woo! 
rug stretched over it, held in place by a row of wooden clips 
Key roll The pursuing PC must succeed at a Balance check 
(OC 15) or Jump check (DC 25). Failing either check means 
the PC falls 2o feet 10 the street below. The first PC 10 fall 

an iry 10 grab the rug (Reflex save, DG 10). If he manages 
wooden clips after the other 

reducing the falling damage by 146 point, 
PCs who fail after this fall to the street 

The fugitive 
tw hide in the roofiup shadows. Key roll, At least one 

Spot check by Corlag's: Hide 
nn the chi 
man disappears Irom sight 

ses a roof along a sleep pitch covered 

‘acter must make 

that runs along the rool I gives way 

potas 

to catch it, ap open one 
ina few sex 

appears from sight and gets a ch 

must succeed (oppo: 

8 the hoo: 
but must walk across 3 
Key roll: A PC wh 
by Corlag’s Mi 
stance penaly du 

direction he headed. 

lemly resul 
Wo the creakiny of the lel 

mine t 
he lead PC with bys hand 

ye increments), Key 
jalance check (DC 5 
ing, in precarious 

lag turns and shoot 
feet {two rat 

roll: If Corlag hits make a 
nage suffered) 10 avoid s 
J lusing precious time. 

ars fles into the lead PC. Key roll: 
PC must make a Concentration check to avoid being dis 

shrieking and fluttering (DC 10). IF the 
check fails. the PC must then make a Reflex saving throw 
DC 10) 10 d heading straight for his face. Failure 
results in a collision with the bart that deals 1 point of damage 
to the PC. 

tracted by the 
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hhand crossbow); SQ. evasion, sneak attack +gd6, uncanny 
dodge (Dex bonus to AC), AL N; SV Fort +1, Ref +7, Wil 
Sir 12, Dex 17, Con 1, Int 14, Wis 5, Cha 10 

Skis: Balance +10, Climb +10, Decipher Script +4. Disable 
Device +5, Escape Artist +8, Gather Information +6, Hide +7, 
Jump +10, Listen +4, Move Silently +7, Open Lock +7, Pick 
Pocket 47, Ride +6, Search +8, Spot +4, Swim +43, Tumble +4, 
Use Rope 4. Feare: Aleriness, Exotie Weapon Proficiency 
(hand crossbow), 

Possessions: Leather armor, rapier, dagger, hand crossbow 
with 0 bolts, climber's kit, crowbar, thief’s Tools, 9 gp in pouch, 

The Faral Jump 
IF no PCs keep up with him, Corlag escapes in the darkness, He 
is not under the effect of the lamia’s suggestion anymore, but 
an overwhelming fear of the consequences of hs latest actions 
heeps him away from the city for the rest of the adventure. 

‘On the other hand, if the PCs were determined and lucky 
enough in the dangerous pursuit, award Corlag’s XP value to 
the party and read or paraphrase the following: 

‘man tri¢s to apeei his escape, bur he bexins to 
show signs of faigue. Once more, he dashes out of sight on 
‘the roof of an abandoned bullding: a moment larer, a loud 
‘crash followed by a plercing cry shakes the cold air of the 
night. The subsequent noise of falling timber and broken tiles 
‘marks the end of the hooded man’s escape. 

‘The hooded man 

Corlag's recklessness made him jump over the unsafe roof 
of an old warehouse: the rotten timbers gave way under his 
weight and the half-el Fell inside from a height of go feet, The 
subsequent collapse of a large section of the roof over the 
rogue's head made the fall even more deadly (a total of 646 
points of damage). Since Corlag drops inside the building, it 
imposaible for the PCs to save him with a feather fll spell. 
‘When the fracas of the collapse siops, wo or three voices 
from the nearby dwellings complain about the nolse in an 
unorthodox” way. 

The PCs can gain access to the warehouse by climbing 
down from the roof, a task made quite dangerous by the insta 
bility of the structure (Climb check, OG zo, failure means the 
PC falls and takes 3d6 points of damage). Otherwise, they can 
break through the building's only wooden door, now spiked 
shu To keep squarrers our. 

‘© Spiked Wooden Door: 2 in. thick; Hardness 5; hp 101 
Break (DC 16). 

Once inside, the heroes find Corlag lying supine on the 
floor with his head spit by a fallen roof tte, The young half-clf 
wears 3 burglar’s tight leather outfit ai carries sume of a 
rrogue's typical equipment. Any PC who inspects Corlag’s body 
‘and succeeds at a Search check (DC 1g) notices an od sigh 
among. the rogue's many wounds: the recent mark of what 
looks like a lion’s claw (actually a lamia's) on the left collarbone, 
If Corlag died from the fall, which is likely, PCs can use speak 
with dead spells to get information. 'f Corlag’s Fall is a non= 
lethal one, the PCs have the opportunity to interrogate. the 
rogue once he regains consciousness 

IF the PCs interrogate Corlag, he is shocked and babbles 
about how he was magically persuaded to attack Kalier Goloda, 
Corlag claims to have been enslaved by sorcery, but his mom 
ory has been seriously compromised by being charmed and 

/aciober 20a: 

drained of almost all his Wisdom. For these reasons, the half- 
els words seem contradictory or implausible, Corlag remem 
bers @ headlong escape from a deadly buybear ambush jn 
Tarwood, where his three companions fell, He also vaguely 
recalls a meeting with a girl dressed in rags, imprisoned in a 
cellar, who claimed to be the captive of an evil wizard, Corlag, 
concludes by saying that he did not want to kil Kalier but waa 
‘angry ot him for sending his party into @ deathtrap. If he's still 
alive when the town guard shows up, Corlag is tightly chained 
by the own guards and locked in the city dungeon until the 
tnd of the adventure. Lawful good PCs might feel a moral need 
to prove the unintentional nature of Corlag’s crime and save 
him from an unfair and harsh punishment. If given the chance 
to return to Tarwood, though, the half-elf aoys that he profars 
to remain in prison. 

The City Watch Arrives 
Guards arrive a Kalier’s house shortly after the chase ends, 
{as they were instructed by the aristocrat to check the building 
frequently. The house serves ao the treasurer's new dwelling, 
bute has not yet moved in. Kalier keeps just a small study on 
the first floor, where he can deal behind-the-scenes work with 
‘ease und meet people in absolute privacy. Irs here where the. 
city rreasurer met Garlag to receive his first report some days 
‘go (see “Adventure Background”). 

Creatures (EL 5): Tho head of the incoming patrol, Warder 
Wilsk, uses a potion of cure light wounds to revive Kalier, if 
necessary. The PCs on the scene are briefly and respectfully 
‘interrogated by Wilsk about what they have seen, Kalier i car 
red on a makeshift sirercher 10 the city hall 10 receive further 
healing. Guards. are posted at the entrance and inside the 
rooms with the two broken windows. The heroes are not 
allowed inside until after their talk with Kalier next morning, IF 
‘a stealthy or invisible PC wants to sneak past the sentinels and 
take @ look at the fresh crime scene, he finds no useful clues 
‘inside what looks tke & newly bull, nearly empty dwelling of a 
Teh official. The key ro the front dor and a masterwork dag 
ger, both lost by Kalier during the struggle, le on the floor of 
his private study upstairs. 

IF Corlag is kiled or captured by the PCs in the abandoned 
worehouse, the same city watch patrol encountered near 
Kalier’s house shows up after a while, eventually taking care 
of the half-elf (his body or his parson) and helping the heroes. 
out of any trouble with angry citizens, 

# Warder Wilsk, Male Human Firg: CR 3; Mediumesize 
Humanoid (5 ft. 10 in. tall; HD gdho; hp 24 (inchiding 
Toughness); Init + (Dex); Spd go fs AC 17 (+1 Dex, +5, chain- 
rail, +1 small shield), Atk +6 melee (idB+3/crit x3, +1 barle~ 
axe), of +5 ranged (id841/crit 19-20, light crossbow with +7 
bolts), AL LN; SV Fort 43, Ref +2, Will 4 Str 14, Dex 13, Gon 
1, Int 8, Wis 11, Cha to 

‘Skits: Handle Animal +2, Climb +4, Intimidate 
Swim +3; Fears: Power Attack, Skill Focus 
Toughness, Weapon Focus (battleaxe), Weapon 
crossbow. 

Possessions: +1 barileaxe, potion of cure ighr wounds, 
chainmail small wooden shield, ight crossbow with 10 bots and 
4 + bolts, 13 gp in pouch. 

Soldiers, Male Humans Wart (4): CR 1/2: Medium-size 
Humanoid; HD 1d8; hp 12 each (including Toughness); Init +0; 
Spd go fs AC 15 (+5 chainmail), Ark +2 melee (idioei/erit x3, 

#3, Ride +4 
(intimidate), 
Focus (light 
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FALEVAN’S TALE laive), AL LN; SV Fort +3, Ref +0, Will 
+0; Sir 12, Dex 1, Con 13, Int 8, Wis 10, 
Cha 8, 

‘Skis: Handle. Animal +2, Climb +, 
Ride +2, Swim 9, Feats: Toughness, 
‘Weapon Focus (glaive), 

Possessions: Chainmail, gloive, short 
sword, 

Lise 
Kalier has ready access to the most 
powerful healing magic In town due to 
his high rank, and he is cured to full 
health in a matter of hours. The morning, 
after Corlag’s attack, if they respond 10 
his invitation, the PCs have a meeting 
with the city treasurer, who explains 
what he knows of the “Adventure 
Background” section, Quite predictably, 
the treasuror wanta the POs to explore 
Tarwood and learn the whereabouts of 
Oduls Alzota. Kalier describes the false 
merchant as a slender young man about 
30 years old, with penetrating black 
‘ayes, long dark hair tied in braid, and 
expensive purple clothos, This descrip- 
tion can be useful to the PCs, as Jainos 
Tyshie's “disguise” as Odals Alzota Is just 
a change of clothing and hairstyle, Ia 
PG looks honorable enough (most good 
aligned PCs should qualify) the treasurer 
offers an advance of goo ap for tho 
party's services (directly token from the 
pockets of the town taxpayers). Kalier 
promises & much larger reward depend 
ing on the party's success, as well as the 
{gratitude of the city couneil, The treas- 
Urer algo shows the medallion and 
Folerjan’s parchment to the heroes. Ifa 
PC is able fo read Celestial, present her 
with a copy of the cleric's account (see 
the adjacent handout), Otherwise, the PCs 
need a comprehend languages spell or 9 successful Decipher 
Script check (DC ag). fal else fails, Kaller finds a lazy city hal 
scribe who is foolish enough to admit his knowledge of the 
Celestial tongue; the scribe is instructed to translate the docu. 
iment but cannot have it finished before dawn of the next day. 

‘The wooden casket containing Falerjan's account is plain 
and unremarkable, Also stashed inside is a piece of parchment 
with a note written (in Common) by Brolin Goloda. it reads: 
“This. box contains the medal of the accursed Yenejg 
‘Togon, left in the city treasury’s custody by Falerjan, high 
priest of St, Cuthbert. Only he or his brothers can retrieve it 

‘Yentjg’s medallion is a unique magic item described in “The 
Marilth’s Disk" sidebar, 

Taking Yenejg's Medallion 
To borrow the medalion from Kalier—according to Broln’s 
document—a PC should be a cleric of St. Cuthbert. Skilful PC 
oratory, however, can twist the most obvious meaning of the 
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lawful neurrals (St. Cuthhert's alignment), Ar this point in the: 
adventure (the meeting with Kalie), this is a difficult check 10, 
make (Diplomacy, DC 24). The PCs will have a much better 
chance of convincing Kalier to loan them the medallion if they 
come back after finding Yenejg’s teleportation room In the 
dungeons of his tower (the OG then drops to 10), I the PCs are 
wiling 10 make a refundable deposit of at least 1,000 gp, they 
receive a 5 circumstance bonus to these checks. If the PCs 
double the deposit, there's no need for the Liplomacy check. 
Kalier savors the shine of 2,000 gold pieces. 

‘After learning of its Importance, the city treasurer keeps 
the medallion tied to his belt at all times, even if aware of its 
baad luck effect: There, a successful Pick Pockel check (DC 20, 
with Kalier’s apposed Spor cheek affected by the medalion's 
curse) can succeed where negotiations have failed. Stealing 
from the city treasurer can bring the heroes lots of trouble, 
but defeating Kalicr’s stubbornness in this fachion should earn 
them the aristocrat’s Full XP value, 

word “brothers” to include other good clerics, paladins, or just 
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EF MARILITH’S Dist 
The medall 
inch thick 
marilith, with her head surmounte 
sinall hole at the center of the star is large enough for a thread 
To pass through, suggesting that the 
around the neck or ti 
the key to 
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30) If rubbed, vibrates and gives off a supe 
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c In Dh 
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4g). Is fou 

‘open a magic door, and bring ba 
detected in that 
‘iby spl, (A 
the propartie ‘of the medallion a 

Bits of Folklore 
At this point, the PGs should have 
‘enough Information to make plausible 
conjectures about the entire story, 
especially if they both translated 
Falerjan’s account and were able to 
interrogate Corlag. However, nobody 
knows anything certain about Yeneig’s 
old tower, and most people in town are 
Nol even sure it exists, Moreover, the city 
records abour the Rule of the Seventh Arm 
were destroyed in the same fire that oblter- 
ated Yeno)g’s palace. 

Abard in the party can recall a song about a six- 
armed tyrant who “changed a forest of trees into a for 
est of houses” (bardic knowledge. DC 1p), but nothing more 
PCs looking for clues In the city can find the following: 
+ With a successful Gather Information check (DC 10), a PC 

overhears a busy innkeeper’s wife rebuking her mischievous 
kid with these words: “iF you don’t behave, Toadstool will tke 
you away!" Most town citizens know Toadstool as sort of a 
local bogeyman used by housewives to scare children, and 
they describe him as a hopping Fellow with stained skin and an 
enormous mouth. The figure behind this “populae” character is 
the caretaker of Yenejg’s tower in Tarwood, once employed by 
his power-hungry master in many raids to capture human sac~ 
rifices. When the heroes get this information, you can also give 
them hints bout Toadstool’s special abilities (see “The Tower 
Co-ownership” sidebar). 
+ With a successful Gather Information check (DC 1g), 2 PC 

sees many citizens stopping by a wall of the town hall square, 
touching what looks ike a statue in a niche. An old man with 3 
crutch, a shock of white hair and a patch on his left eye begs 

for charity nearby. The 3-feet-tall marble statue represents St 
(Cuthbert—2 memento of Falerjan’s victory and is still in good 
shape. The god's mace, however, is highly polished by the 
touch of worshipers over the years: Ia PC drops a coin in the 
beggar's bowl. he says: “Thanks, sir! Don’t forget to rub St 
Cuthbery’s mace for good luck!” Although this sounds of 
superstition, touching the statue's mace grants a 42 luck bonus 
to the next saving throw or skill check made by a lawful good 
or lawful neutral character who follows the old man’s advice 
(you might determine a variable effect rolling on the lable in 
Deacon Maguwine +276. page 30). The beggar, Chevreg, is one 
of the oldest men in town and was oniy an 68-year-old boy 
when Falerjan came to free the town from Yenejg logan's 
grasp, Chevreg's father took part in the uprising against the 
Rule of the Seventh Arm and in the pillaging of the old palace: 
“| remember that my father was quite disappointed with his 

share of treasure: they 
tore apart the 
building with- 

out finding, 
more 
than 

one 
third of 

what was 
supposedly 

stolen during the 
previous three years, 

‘As you can see, the descendants of those heroic rebels are still 
having sorious financial problems." Chevreg’s words hint atthe 
high probability that a large part of Yenejy’s treasure remains 
undiscovered 

Traveting to Tarwoob 
When the PCs set out to Tarwood, they must follow a well- 
traveled road to Shapic, a small village of hunters three miles 
away. From there, however, only a few game trails lead into 
the forest. No remarkable encounters bother the party during 
the short and pleasant trip to Shapic. 

The Hamler of Shapic 
Shapic consists of only two large, three story wooden build- 
ings surrounded by s neatly kept orchard and circled by 2 tal 



fence. Each building houses a dozen families that hve in sm: 
flats and share 2 huge common room. These jointly owned 
houses look somewhat massive, but their balloon-frame struc 
ture makes them comfortable. The inhabitants of Shapic, 
mostly humans and half-elves, worship Ehlonna and lead a 
community-cenrered life. A few of them are low-level druids 
and rangers. Although a peaceful people, they can be fierce 
defenders if their home is threatened 

When the heroes arrive, they receive a polite welcome. IF 
they behave in a friendly manner, perhaps making a tasteful 
non-monetary gift, the villagers offer them a night free of 
charge in a cozy guestroom, The village of Shapic has no ruler 
hheyond a democratic assembly of all the male and female adult 
citizens, presided over by Bria, the eldest resident 

W Shapic (Fortified Hamlet): Conventional; AL NG; so-gp 
limit; Assets 5,000 gp; Population 180; Mixed (human 80%, 
half-clf 15%, halfling 5%), 

Authority Figures: Bri 
Important Characters: 

Female human Glrg (Ehionna. 
jasem, male human Rer3. 

Others: Ciro (et), Civ (a), Dre (2), Dre (xs), Re x4), 
Rng (6), Expa (x), Expr (x6), Comr (x50). 

‘Notes: Dus to their religious natures, most of Shapie’s cit 
izens are neutral good, Prices in Shapic never exceed the 
Player's Handbook rates, and locally produced items (wool 
clothing, tanned pelts) are usually discounted by 50%. In spite 
of Shapic’s very low gp limi, a PC making a successful Gather 
information check (OC 17) can find a quiver of Elhonna on sale 
for only 13200 gp, The quiver belongs to Piasem, a generous 
63 year-old hunter who wants to give a rich dowry To a niece 

in a nearby kingdom, 
. the eldest woman in the hamlet, is 72 years old and 

recently widowed. She is a priestess of Ehlonna and an excel- 
lent cook as well. Bria offers the PG a loaf of fresh bread and 
bowl of venison stew, and she can give them the following 
information on Tarwood 

+ A tribe of bugbears has infested Tarwood for the past 
forty years, and the inhabitants of Shapic have fought them 
many times. Fourteen years ago, after an exceptionally harsh 
winter, a large group of bugbears tried to seize the vilage. 
Luckily, they were soundly beaten, and their losses were so 
high that they withdrew to the innermost part of Tarwood, 
‘Since then, they have been seen only on rare occasions. 
Delving inside the forest is still considered dangerous for inex 
perienced hunters, though, and many rash boys and careless 
girls have disappeared there in years past. 
+ Ifthe heroes declare their bold intention to challenge the 

bughears in their territory, Bria shows them a rusty, nasty- 
looking arrowhead that slew a hunter four months ago. The 
arrow was poisoned with Blistermusk, 0 bugbear concoction 
that causes the skin to burst in painful sores around 2 cut 
(injury DC 1s: intial o; secondary 1d Dex plus 13 Con). Bria 
thinks she can prepare a poultice to fight off the effects of this 
substance, but she is not sure how well it will work. She pre 
pares and gives the PCs three doses of poultice, tightly 
‘wrapped in sweet-smelling leaves, warning that its effective- 
ness wears off quickly (two days). The poultice is effective 
during this period. but only if it's smeared over the wound 
before the secondary effect of Blstermusk takes place ((r 
prevents but does not cure the poison’s damage) 

+ Yenejg’s tower stands near the center of Tarwood, about 
fifteen miles southwest from Shapic. Many hunters spotted it 
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in the past, but nobody in the village has seen it since a great 
earthquake ravaged the region thirty years ago. 

+ Both Corlag and sJaines Tyskie (disguived a2 Odals Alzota} 
have visited Bria to buy some food in the past two weeks. The 
wise woman did not lke either of them much, but she remem= 
bers the merchant as quite an interesting man, smiling often in 
spite of some kind of personal obsession. Bria does not know 
about Odals's business in Tarwood, though. 
$ Bria, Female Human Cirg (Ehlonna): CR. 4; Medium-size 

Humanoid (5 ft. in. tall; HD 48; hp 17; Init -2 (Dex) Spd go. 
fis AC 8 (-z Dex); Atk +2 melee (148-1, +1 longswordh or +1 
ranged (ug, sing); SA spells, urn undead, AL NG, SV Fort +4, 
Ref -1, Will +6; Str 7, Dex 6, Con 10, Int 13, Wis 15, Cha 14 

‘Skis: Diplomacy +2, Heal +4, Knowledge (nature) +5, 
Knowiedge (religion) +3, Profession (cook) +5, Sense Motive 
42, Spellcraft +2. Feats: Brew Potion, Martial Weapon 
Proficiency (longsword), Skil Focus (Profession —cook). 

Spells Prepared (5/'s/4; base DC = 12 + spell level): o-cre~ 
‘are warer, light. purify food and drink, resistance, virtue: 1s'— 
bless, calm animals", detect evil divine favor, protection from 
ev 2nd aid, hold animal’, hold person, remove paralysis. 

"Domain spell. Domains: Animal (can cast animal friendship 
‘once per day), Good (cast good spells at +1 caster level). 

Possessions: +1 fongsword, sling with 10 bullets, wooden 
holy symbol (Ehionna), qo gp and 4 gens (worth 50 gp each) 
1 pouch. 

$ Plasem, Male Human Rgrg: CR 3; Medium-size 
Humanoid (5 ft. in. tall; HD 4410; hp 2; Init 1 (Dexd; Spd 30 
fi; AC n (-1 Dex, +2 leather); Atk +2 melee (id6-1/1d6-1, quar- 
terstaff) or +2 ranged (id8/crit »<3, longbow), 8Q. Track, 
favored enemy (goblinoids), fight with two weapons; AL NG; 
SV Fort +3, Ref +0, Will +z: Sir g, Dex 8, Con 1, Int 13, Wis 
1g, Cha v2 

ils: Animal Empathy +5, Hide +2, Listen +4, Move 
Silently +2, Intuit Direction +4, Knowledge (nature) +4, Ride +1, 
Spot +3, Swim +1, Wilderness Lore +7. Feats: Point Blank Shot, 
Precise Shot, Skil Focus (Wilderness Lore). 

Possessions: quiver of Ehionns, lealher armor, quarter 
staff, dagger, longbow with 20 arrows, wooden holy symbol 
(Ehlonna), 12 gp im pouch, 

Northern Tarwoop 
The heroes can start their journey at one of the game trails, 
that lead out of Shapic and into the forest. Then, as there are 
‘no paths to reach their destination, they must hope to sight 
Yenejg’s tower from a distance as soon as possible, 

In the trackless meanders of Tarwood, atypical party can 
proceed at ust one mile per hour. Horses are more a nuisance 
than an advantage in this environment, and Shapic could be o 
safe place to leave mounts behind. The weather is fair, and it 
remains like that for the duration of the adventure. While pro- 
ceeding in the forest, PCs can try 10 reach the top of a tree 
(Climb, DC 15) and attempt to spot the ruins of the old tower 
(Spot, DC 7 per each mile of distance), Heroes who levitate or 
fly above the forest canopy gain a 110 circumstance bonus to 
the Spot check, as do spelicasters with a winged familiar. From 

‘a distance, Yenejg’s tower looks nothing more than a pile of 
‘gray rubble, badly damaged but stil more than 30 feet rall, IF 
the heroes cant see the tower, they must state their direction 
of movement (north, south, and so on); otherwise they can 

move straight to their destination, 



‘The bugbears, alarmed by recent events, have set many 
‘aps and snipers in the area, haping fo catch something more 
fulkbodied than Corlag’s three sinewy friends. Every half 
hour, the PCs might have @ random encounter. Roll rdz0 ond 
multiply the result by two: IF the totais higher than the DC for 
sighting the tower from the party's current position, some 

10 the herges on the way (see the “Forest Random 
table). See the map below for DC values. 

Bugbear Hunt 
‘Any bugbear hunters the PCs encounter belong to a band that 
dwells in the dungeon beneath Yenejg’s tower. The oldest and 
most powerful male, Wurzokh, is their leader, The band is part 
of a larger bugbear tribe thar lives ten miles away, beyond the 
stream running southwest of Yene|g’s tower 

IF heroes camp outdoors at night atter their first encounter 
with @ bugbear (a sniper or the hunters From the “Random 
Forest Encounters" fable), they might hear the sound of a bug- 
bear trumpet coming from the tower (Listen, DC 4 per mile 
from the tower), This is a muster signal for the bugbears: All 
males, including hunters and snipers stil our in the woods, rally 
near the tower. Then, led by Wurzokk, they set out to hunt the 
intruders; leaving the females at home. The bugbears go first 
to the place where the PCs ware spotted last and Wurzokk 
searches for their tracks. IF tracks are found, the bugbears 
hunt the PCs all night (8 hours), If they don't find the PCs 
before dawn, the bugbears rerurn 10 the rower and wait in 
ambush there, No hughear leaves the lair without Wurzokk’s 

after the band is aware of the party's presence, 
leader wants to face dangerous intrudors with his 

entire force of warriors at hand, The male bugbears, including 

Wurzobk, are EL 10 if met in a single group. See “The Tower 
Co-ownership” sidebar for Wurzokk's statistics and area 1g for 
those of his warriors. 

When attacking the PCs by night, the bugbears surround 
the party's camp, take one-half cover (+4 AC, +2 cover bonus 
to Reflex saves), and shoot poisoned arrows to weaken thelr 
enemies. As long as they have ammunition, they join melee 
only if forced by the PCs. If two of them are killed, or if their 
arrows run out, the bugbears retreat. Keep track of bugbear 
losses, reducing the number in arca 1g accordingly 

The PCs can question a captured bugbear only if they 
speak Goblin. The creatures fear their leader's cruelty above 
all else (see encounter n in the “Forest Random Encounters” 
table), and provide information only if persuaded with spells 
such as charm person or sugigestion. 

Yenejers Tower & Vicinity 
Yeneig’s house in Tarwood was built with mundane materials 
bu) enhanced with magic. Therefore, after seven decades of 
near abandonment, much of it has fallen apart, The five-story 
tower was more than go feet tal, but an earthquake brought 
down the uppermost two floors thirty years ago, reducing the 
hheight to just go feet. When the herocs reach this location, 
refer to the Yeneig’s Tower Complex map. 

Gravel Field. Assume thar the PCs arrive ar the gravel field 
north of the tower, Read or paraphrase the following: 

You find a barely recognizable gravel field surrounded by 
{ow stone wall, Beyond a rotted wooden gate on your left, the 
‘remains of a small stable and a well are sil visible under the 



{rowing grass and vines, Before you, a ramp of stone steps 
leads up a low, rocky slope to a higher courtyard, There, a 
truncated tower topped by @ makeshift roof stands beside 
two smaller, ruined buildings. 

The bed of gravel is aim 
and the dr 
stable has Fallon down entirely 

wall around itis encrusted with moss. The w 

FOREST ENCOUNTERS 
Results 1-4 in the table occur no more than two times; the 
‘remaining encounters can happen only once (roll again i nec 
essary). The chance of detecting randomly encountered traps 
is given as a Spot check (with a high DC) instead of the usual 
Search check, since itis unlikely that the PCs proceed slowly 
ena their Search skil effectively 

feature 
gh in the wilderness 10 us 
‘encounters in the table bugbears. and the 

snares. These humanoids are members of the small group 
dwelling. und: ars killed ina random 
encounter should be marked off from the total residents of 
dare ag in the buybeur lit 

Rol dB: 
1 Bugbear Sniper (EL 2): A lone bugbear on a tree is qui- 

cily watching for intruders or game, He sits on a crude, 20- 
foot-high platform hidden by 0 net interwoven with rags and 
feaves (+4 circumstance bonus to Hide checks, 
ment) and fs armed with a longbow. You. the DM, should make 
the appropriate Spat and Hide checks (with a 

bear's. Spot check for his 
ermine whether the 

hans to the 
aretully chosen position) to 

shoot the PCs 
1. IF the heroes locate 

iiper_ can and vic 
yan a igo 

the bugbear and attack, the creature sounds a horn 
Hrumpel 10 warn his brethren, liinbs down the tree and 
to Yeneje’ The sniper Is one of the residents of ar 
in the bugbear lair 

9 Bugbear: hp 15 
wield: 

versa from an initial dist 
metal 

Tower 119 

© Monster Manual 27. Th bug 
a longbow instoad of a jav 5 arn 

tipped with Blistermusk poison, 
2 Barbed Net Trap (EL 2): A PC steps on a net | 

depression in the ground and hidden with leaves and 
When this happens, the net the int tr 
the victim tails a Reflex save (UC 

dirt 
up, pulled by a 

20), he oF she i 
feet above the ground. A 
the net with a slashing weapon to 

lured 
by the net and suspended 5 aught 
PC is grappled and must c 
escape. The net is riddled with metal bar 
Blisiermusk, 

poisoned with 
which wound the victim w 

to the poison. The 
range of a snips 

above). Give a nearby sniper a Lis 
who hears intruders out of his 
trumpet to raise the alarm, 

#7 Barbed Net: GR z. +5 mele 
throw (DC 20) negares: Spor (DC 1 
Note:Characters in 5-ft square are 
(Blistermusk poison, DC 10 
13 Con) by the net (Str 18) iF they 

2 Spiked Pit Trap (EL 3): The lead PC tum 
cealed 10-foot-deep pit bristling with wooden stakes. The si 

the trap sp 
exposing the character 
set within hearin 

wn check (DC 15). A sniper 
ght immediately sounds his 
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Creatures (EL 3 ive stinges have made their lair among 
ruined stable. The nly i the 

len building 
amtack 

2 Suing 7 
Tactics: The stirges are drowsing when the PCs arrive, hid- 

den out of and crannies in the old stable. T 
ne party's presence | round after the PCs 

ater the building. The stirges cach attack the closest target 

in nook 
becor 

Tips are smeared with the foul Blistermusk: the poison, how: 
ever, 1S somewhat absorbed and made less effective by the 
wood (DC 19 instead of 15). The noise of the trap might warn 
a bugbear sniper (see encounter 2 above). 
‘77 Spiked Pit Trap (10 ft. deep): CR 3: 146 points of fain 

damage, +10 melee (id3 stake attacks for 1dq points of damag 
Bisstermusk polson-DC 10, intial 0, secondary 13 Dex 

plus 1dg Con—per successful hit Reflex save (XC an) negates; 
(OC 20}; Disable Device (DC 20). 

4 Staked Pendulum Trap (EL 2): The lead PC steps over a 
trip wire, releasing © pendulum hung on the top of a tall tree 
The head of the pendulum is a 4-foot-tall and i-foot-wide trunk 
segment covered with sharpened sakes, Once more, the buy: 
bears have poisoned the rips (the DC of the poison save here 
's aso reduced 0 13). AS with the other traps, check for a 
nearby sniper’s awareness. 

¥" Spiked Pendulum Trop: CR 2 ed (ed6 and 
Blistermusk poison, DC 10, initial 0, secondary wa Dex plus xa 

‘onl, Spot (DC 23), Disable Device (ea) 
5. Bugbear Hunters (EL 5): The PCs encounter a party of 

hugh ance of ga feet, with a chance 
oups being surprised. Make Spot and Listen checks 

for the bugbears, opposed by the parties Hide and Move 
ntly checks respectively (assume the PCs are taking, 10 on 

chs if they don’t state otherwise). Give the PCs the 
sane free checks, oppused by the Lugbears’ Hide: and Move 
Silennly checks (again, assume the bughears are raking 10). The, 
bughears try fo disengage after loosing one arrow each, I the 
heroes pursue them for more without catchin, 
them, into a trap (roll vg on this table to deter 

hunters are residents of area 1g in the 

four huntin ars at a dh 
of both 

stumble 
imine the type). Th 

lair 
 Bugbears (4): hp 15; see Monster Manual 27. The bug 
ars wield langhaws instead of a javelin, and they each carry 

tipped with Histermusk poison. 
Bugbear Carcass (EL —): The PCs smell the foul odor of 
& corpse. If they follow the stench, they find the body 

of a dead bugbear. The corpse is prone, naked, and bears a 
wand on the skull, The bughe ain by Wurzohh, 

a direct order about a week ago: his 
as stripped 3 mple to the rest 

tthe tribe. A speak with dead spell reveals only how and why 
the bugbear was kiled (assuming the caster speaks Goblin), 

1 Wild Deer (EL —): A herd of wild deor passes by. The 
heroes can notice of them with a Spor or Listen Leck (OC 10), 

8 Badger (EL —): The heroes disturb a badger resting 
a shrub The animal seuttles away unless the PCs use a 

spell. The badger is laconic, but if th 
her hands over somethings edible and tasty, it sands on i 
legs, mimics 2 bugbear, sniffs around, and gestures with 

id in the direction of the tower. 

d left to rot as an exa 

under 



Development: A successful Search check (DG 10) anywhere 
in the tower grounds is likely To reveal bugbear feorprints that 
mostly lead fo the vicinity of their lait’s entrance (area 15). 

‘Well. The wel at the east end of the gravel field is almost intact. 
‘Awinch system, rusted beyond repair, once allowed a person 
to easily pull a heavy, full bucket of water from below. 

Creatures (EL 5): the bughears derecr the party's pres- 
ence, they set up a net trap near the well, carefully hiding it 
under the gravel. (See Trap below for details.) Four males wait 
for the PCs in a rough circle around the trap, spread over @ 
0-foot radius (the circled area shown on the "Yenejg’s Tower 
0 Vicinity" map) beneath camouflaged netting. PCs who make 
4 successful opposed Spor check (opposed by the bugbears’ 
Hide check) notice an odd shrub with pointed, furry ears 

Trap (EL 2): This barbed net is hidden beneath the gravel 
near the well. Soe the "Forest Encounters” sidebor for detail 

 Bugbears (4): hp 15; 302 Monster Manual 27. In addition 
to their morningstars, these bugbears each carry three javelin 
tipped with Blistermusk poison. They wear crudely wrought 
breastplares (+g AC). giving them AC 1B. 

Tactics: The bugbears prefer to wait for the trap to spring 
but might also take advantage of any other distraction, such a3 
PC searching around the well or fighting the stirgos. 

The bugbear ambushers throw javelins until the arrival of 
their brethren (see Development below). Once all the bugbears 
are present, they charge inro melee. Wurzokk Is virually indis- 
Hinguishable from his warriors in this battle, 
looking for a leader among the bugbears can ni 
thoared-off ear with a succecaful Spot check (DC 25) 

Development: Hearing sounds of battle at the ambush site, 
the bugbears inside the lair rush to join the fray. (lt takes 3 
rounds for them 10 arrive at the ambush zone.) IF the PCs 
approach the lair without rraversing the ambush zane, they are 
probably seen by the sentinel before the entrance (area 1g). In 
this case, the bugbears inside the lair make a sortie, and those 
in the ambush zone leave their position to flank the party. All 
of the male bugbears together with Wurzokk are EL 10. See 
“The Tower Co-ownership” sidebar for Wurzokk's statistics 
and area 19 for those of his warriors. 

‘As Wurzakk and his warriors fight the heroes, the Female 
bugbears go to area 16 and wait for the outcome of the battle. 
‘They are ready to escape with most of the band’s rreagure and 
provisions. IF the females are trapped by the adventurers 
inside the lair, they beg for mercy and offer their belongings 
In exchange for their ives. IF the PCs refuse, they Fight to the 
death with the handaxes they use to harvest firewood 

‘The bugbear warriors flee when reduced to six or fewer 
(four if Wurzokk is stil alive), Running away, they sound their 
trumpets to warn the females. Escaping warriors and females 
flee across the stream and hurry to get help from their tribe. 
You must decide whether the surviving bugbears come back 
with reinforcements 10 reclaim their lair in the following days. 

Paved Courtyard, Thanks to its solid foundation, the courtyard 
pavement is well preserved, although slightly overgrown. The 
paved surface is dotted by drain holes that double as small 
skylights for the cellar below (area n). A tottering. rusty grate 
closes each 6-inch by 6-inch hole. The two minor bulldings—a 
shed and a warehouse—are badly damaged, with roofs and foe 
tures almost completely destroyed 

CCrearure (EL 6): When the PCs walk through the courtyard, 
Gleir, iF not warned earlier by very loud noises (such as a bat- 
tle with the bugbears), must make @ Listen check (DC 5 unless 
the PCs are attempting to be quict) to hear thom from her lair 
(area 14). Once she's aware of intruders walking on the court 
Yard above, the lamia approaches them in a deceitful fashion, 
Read or paraphrase the following: 

‘The long tree branches that hang over the courtyard weave 
‘a quivering grid of soft shadows on the paved surface, 

the irregular pattern of the Flagstones, As the 
wind dies, you hear the feeble vole of a young woman: "Is 
there anybody out there? Oh. please, for Ehlonna’s sae, help 
me!” The source of the sound, however, remains unseen, 

‘Any PC who makes a successful Spot check (DC 10) sees 
the delicate hands of a woman (Gleir) groping out of one of the 
drain holes. The woman begs for help until the PCs approach 
the grating. IT questioned, the lamia pretends to be forgetful 
and confused (much like Corlag, ifthe PCs have interrogated 
im), She claims to be the captive of an evil wizard in an aban- 
doned cellar. The PCs can detect her insincerity with a suo- 
cessful Sense Motive check (opposed by Gler’s Bluff chock), 
IF the PCs do not try to help the woman within a few rounds, 
the lamia gives up the attempt and disappears from sight. 
Otherwise, approaching PCs eventually see Gleir under the 
‘grating; in this situation, however, making out the monstrous 
features of the lamia is next to impossible without magical aid 
(such as arcane eye). To reach the grating from the floor of 
the cellar beneath, Gler is standing on the hind legs of her leo- 
nine body. PCs who do not come very close to the drain out- 
fet are able 10 see only the lamia's feminine, attractive features, 

Gleir’s staisics are listed in “The Tower Co-ownership” 
sidebar, 

Tactics: Geir tries to touch any PC who attempts 10 remove 
the grating or get 9 better look at her. Depending on the situ 
ation, the lamia might cast charm person on a suspicious 
‘onlooker to lure her into arm's reach, 

ff aPC removes the grate with a successful Srength check 
(06 7), Gleir might use her suggestion power to make the res- 
cuer thrust her head into the drain hole to check if the “gil” 
is all ight. A PC who does so is considered a helpless defender 
for a full round (with all the tragic consequences). When her 
true nature is discovered, or if the PCs ignore her, the lama 
Felreals 1o area 14 and prepares fo fight them In the dungeon, 

Development: Peering down any of the drain holes with a 
light source, the heroes can see a small portion of the cellar 
beneath (area n). A Small PC can squeeze inside a drain hole 
quite easily; Medium-zize heroes require on Escape Artist 
check (DC 17) to wriggle through 

Ruined Structures. The ruined warehouse is unremarkable its 
roof has almost completely collapsed, and vegetation grows all 
‘over the floor. Nothing of value can be found here. The shed 
is in the same condition, and only an old stone oven stands out 
clearly from the rubble against what once was the east wall 
‘Near the oven, which hasn't been used for years, the PC can 
find the fresh carcass of a young deer, brutally torn to pleces 
by some beast. A Search check (OC 1n) reveals a recent, 
bloody handprint on the nearby broken wal: It looks human, 
but traces of webbing can be seen berween the fingers. The hand~ 
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print belongs to Toadstool, the half-flend 
caretaker of Yenely's tower. 

Artroacnine the Tower 
When the PCs approach the tower from 
the courtyard, read or paraphrase the 
following: 

‘Tho truncated tower looks firm: in 
spite of the damage caused by the col- 
lapse of its upper stories. The top of 
the tower is uneven and ruined, but a 
makeshift roof has been rebuilt over 
is, Part of the rubble around the base 
of the tower has been cleared to leave 
free passage to the entrance, where 
‘an 8-foot-tall door surmounts three 
stone steps. The doorframe’s apex is 
adorned with a lifesize stone mask oP. 
1 gaping wolf. The door isin excellent 
shape, its wood painted deep black and 
its brags. bands polished and oiled. In 
the middle of the door, ring-shaped 
knocker is fixed over a brosa plate 
wih a shut peephole, The brass hinges 
and keyhole look shiny and perfectly 
functional, A dried millet broom leans 
‘against the door’ left jamb, 

tnareag 

toareas 

Circling the towor, PCs can seo two 
identical windows, one on the second story and one on the 
third, sharing the sume style of closed wooden shuts reine 
forced with brass. 

The 8-foot-tll entrance door and 3-foot-tall windows are 
locked, A successful Climb check is required fo reach the win- 
dow (at 15 and 25 feet above ground respectively). APC who 
;puts an ear to the door or a window for at leat « minutes (ok- 
inyg 20) might hear someone's intermittent snoring Inside the 
rower (Listen, DG 27 from the entrance door and the third= 
story window, or DG 22 from the second-story window). 
‘ Locked, Reinforced Door and Windows: 2 in. thick; Hard- 

ness 8; hp 25; Break (OC 2q); Open Lock (OC 28), 
Toadstool, the monstrous carctakor, maintain and repaira 

the tower as best he can, The real name of this unnaturally 
long-lived halffiend is unknown even by himself, and he has 
been the wizard's servant for as long. as he can remember. 
Now, seven dacades after the death of his master, he stil 
dwells inside the tower, coming out only to obtain tood and 
water, Beside the occasional eating and sweeping, Toad-stool 
lazes about or sleeps uneasily on his wooden pallet in area 2, 
worried about the return of his strict master fo such a dllapi= 
dared property. 

Whatever hour the PCs arrive, Toadstool is sleeping on the 
second floor, digesting a large meal of raw deer meat 
However, the half-fiend has excellent hearing and awakens if 
he hears’ the PCs moving about. Toadstool, now obliged to 
share the rower with the ama and bugbears, is somewhat used 
to noise outside and keeps the windows and door closed for 
this reason. The caretaker fears and disikes his neighbors and 
prefers to avoid cantact with them whenever possible, For 
Toadstoo!’s stats, se “The Tower Co-ownership” sidebar. 
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Tactics: If a PC uses the knocker, Toadstool awakens imme~ 
diately and rushes fo greet the newcomer. After a minute, the 
peephole In the middle of the door opens and the heroes hear 
‘8 raspy voice ask, “Who's there?” The lonely Toadstool is 
eager fo meet humans, whom he considers tastier than the 
usual deer by far, and looks atthe lead PC with a hungry glare. 
To notice his inhuman eye. through the paophole, the charac 
tor directly in front of it must succeed at a Spot check (DC 
25). Toadstool asks for the visitor's identity but slates immedi- 
ately thar only his master can enrer. The half-flend ts not very 
bright, and s male PC could make him believe that he is Yenejg 
Togan. To do this, the PC must show the wizards medalion and 
make a successful Bluff check, Toadstool can make an opposed 
Sense Motive check to discern the truth, Give him @ +5 bonus 
I he can clearly see the features of the PC. makin the claim. 
‘A hood or large hat coupled with a successful Disguise check 
(06 10) makes the ruse convincing enough to fool Toadstool 
through the peephole 

PCs might attempt other ruses to win entry into the tower. 
For instance, a PC might claim to be Yonojg’s apprentice, The 
ddim half-fiend recalls no apprentice but isnt likely to turn away 
anyone who claims to be an important follower of his master. 
Such a ploy requires a Bluff check, although feel free 10 apply 
a bonus to the PC's roll for excellent roleplaying, 

‘Trap (EL. 2): The wolf mask above the doorframe conceals 
brass Conduit that runo inside the sculpture and is connected 
10 a dispenser of magical vapor in area 1. If the PCs try to 
force the door while Toadstool is aware of them, the half-fiend 
pulls a ring inside the tower that causes a small cone of frost 
to belch forth from the mask’s mouth. The effecs is similar ro 
‘8 winter wolf's breath weapon, and anyone standing within 5 
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feet of the door is struck by it. The ammunition for the trap is 
4 quart of normal water, which Is turned Ino Icy vapor by a 
tiny alchemical apparatus 

-7” Cone of Frost: CR 2; cone of Frost (44 points of cold 
damage); Reflex save halves damage (DC 16); Search (DC ag) 
Disable Device (0G 29). 

Toadstoo! needs a Full-round action to reload the apparatus 
from a nearby water bottle (see area 1). and he tries to 
vate the trap as many tlmes as he can before the PCs break 
through the door, The broomstick leaning on the doorjamb is 
just wood and dry millet, but a resourceful PC aware of the 
danger overhead could use the stick to plug the conduit in the 
‘wolf's head, thereby preventing further blasts From the mask. 

Other Ways In 
Exploring the tower complexe and vicinity, the PCs might find 
several ways to reach the underground areas below: the out- 
door passage leading from the tower cellar (area §), the stone 
stairway to the dungeon (area 6), and the entrance to the bug 
bear caves (area 15). Refer to both the “Yeneie’s Tower &t 
Vicinity” and “Yenejg’s Tower Dungeon” maps to check the 
position of these access points. 

+ To area 5; This wooden trapdoor is hidden under a thin 
layer of fallen leaves (Search, DC 10, elves and half-elves have 
an automatic chance of noticing it if they pass within v0 feet) 
It shows signs of maintenance and recent use. The trapdoor is 
locked (see area 4 for trapdoor statistics) 

+ To area 6: A flight of stone steps leads down to the tower 
dungeon. A wooden door at the bottom of the stairway has 
been smashed to pieces by a barrage of morningstar blows. 

+ To area 15: The mouth of the bugbear cave—a 5-foot-tall, 
dank passage—is hidden by camouflage nets and faliage. It is 
clearly visible from 20 feet, or From 40 Fost with a successful 
‘Spot check (DC 15). 

YentsJer Tower (Areas 1-5) 
The remaining foors of the Truncated rower, inspite of the 
heavy damage sustained by the earthquake, run no tisk of col 
lapsing unless highly destructive spas are used on the wall. 
The tower was built to last, and it has survived fairly well over 
the years. The masonry walls are bare outside and plastered 

inside, The celings and floors (rooms are usually 1 fet high) 
are made of wood. 

1. Tower, Ground Floor. 

The ground floor of the tower is dark and almost empty, 
even though the plaster and ceiling timber are in good con- 
dition. A blue ceramic stove ovcupies the west corner, with 
a large lead pipe going up through a hole in the ceiling. A 
closed wooden cupbosrd occupies part of the south wall 
Near the door, a wooden lever juts from a brast box fixed 
con the wall at-a height of 2 feet. A brass tube from the box 
runs upward and disappears in the wall at the top of the 
door. A ful, gallon-sized glass bottle of water resis on the 
floor near the box. A stairway along the north wall leads up, 
to the first floor. A wooden trapdoor is ser into’the floor 
near the west wal 

The cupboard holds 0 rusty lantern, © pair of stiffened 
leather gaiters, and a can of hardened grease, 

The brass box, sealed shut, radiates Transmuration magic 
when a derecr magic spall is cast contains the magical appa- 
ratus for the cone of frost trap (described above): an elabo- 
rate yet small alchemical alembic. Affixed fo the box is small 
funnel used to load the apparatus with water. I's impossible to 
tear the box sway from the wall without breaking the delicate 
alembic inside. The water in the bottle is the trap's “ammuni- 

sufficient for four uses). 
‘The wooden stairway goes up to area 2, The trapdoor on 

the floor, unlocked and easly opened, leads down to area 4, 
Creature (EL7):IF the PCs break into the tower, Toadstool 

runs up to the first floor and turns to fight on the top of the 
stairs, where only one opponent can engage him in melee (suf 
Teving the disadvantage of lower ground). The fiendish care~ 
taker does nor flee from this point, fighting 10 the death ro 
defend his home. See “The Tower Co-ownership” sidebar for 
Toadstool statistics. 

2 Tower, First Floor, 

This floor of the tower is furnished as a humble bedroom. A 
crude wooden bed rests on the northeast corner, covered 
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by a mat and a yellowed sheet, A small chair stands nearby 
with a threadbare, gray woo! clook carefully folded upon it 
‘A ceramic pot and a wooden bucket sit along the east wall. 
The window is closed. and only the Feeble light of a clay oil 
lamp, held by an iron sconce over the bed, illuminates the 
room. The lead pipe coming fram the stove downstairs runs 
trom floor to celing in the northwest comer. A wooden 
stairway leads fo the second story. 

Since the collapse of his quarters in the warehouse outside, 
this has become Toadstools bedroom, 

‘The wooden stairway leads up to area 3. 
Treasure: A small niche, hidden behind the bucket and 

closed by a stone block (Search, DC 21), contains Toadstoof's 
savings: 38 gp and 23 pp in an earthenware moncybox. 

+3 Tower, Second Floor. 

‘This room doesn't have a flat calling but is capped by an 
oblique, makeshift structure of wooden beams and boards 
that holds up many uneven rows of salvaged tiles, Dozens of 
‘wooden boards of various sizes and shapes are chaotically 
acattered on the floor and against the walls, The boards are 
painted with grotesque, disturbing, black-and-red images of 
Torture and death. The heating pipe coming from below 
passes through the roof structure, presumably leading out- 
side, On the floor are two segments of a zo-foot-long, col- 
lopoible ladder, a dozen roof tiles, and a wicker basket Full oF 
tools, A whetstone rests over the sill of the window in the 
south wall 

The three demijohns near the north wall contain respec 
tively flammable oil, turpentine, and vinegar. 

Treasure: Among the discarded junk and ordinary mainte 
nance items stored in the shelving, the PCs can find the fol- 
lowing useful or valuable items: 

‘= A crate of 1-foot-long, rusty steel pitons 
+ 30 torch 
+ 200 wax candles 
+ A shovel, a sledgehammer, and a wood axe 
Alar of black, greasy paint (which must be melted before 

use) and a wide decorator's brush 
‘+ An unlocked wooden box containing 240 sp 
+ A basket full of crumbling soap bars 
= Three clay Mlagons containing a potion of darkvision, 

potion of levitate, and a potion of hiding respectively. 

5. Secret Tunnel 

This tunnel, dug hastily in the rocky ground under the tower 
‘complex, is roughly hewn and encrusted by moss, Sturdy 
‘wooden timbers support the tunnel ceiling 

The tunnel connects the secret door in the tower basement to 
a trapdoor used by Toadstool for his escapades in the forest. 
‘© Locked Wooden Trapdoor: 2 in. thick; Hardness §; hp 10; 

Break (DC 16); Open Lock (DC 24). 

Tower Dunston (Areas 6-14) 
This part of the complex is made of limestone masonry walls, 

inched cellings averaging 10 feet high, Many iron candle 

After the collapse of the upper part 
‘of the tower, Toadstool slowly repaired 
the roof to the best of hie ability. He also 
began to paint obsessively filing rabets, 
planks, and pieces of salvaged wood with 
abstract images of his horrible past. The 
paintings are eerie but worthless. 

The basket on the floor contains a 
hammer,.a saw, @ steel punch, and 50 
foct of hemp rope. 

4 Tower, Basement, 

‘The tower's basement is a dark and! 
musty storeroom. A passage to the east 
has been walled up with stone blocks, 
‘The only furniture in the room is wooden shelving on the 
south wall, which i crammed full of old toots and miscella- 
neous unk, Three green glass demijohns are fined up against 
the north wal 

Toadstool walled up the east passage after the arrival oF the 
bugbears. It's a weak structure; up to three characters can 
bring it down (Break DC 27) or work for 6 hours to demolish 
it wih the tools stored in the room (see below). 

‘secret door in the northwest corner leads to area g. The 
rotating stone panel runs smoothly, but some strength is 
needed to spin it. 

@ Secret Stone Door: 3 in. thick; Hardness 8; hp 45; Break 
(DC 30); Strength check to open (DC n). 

stick holders are fixed to the walls at intervals of 20-30 Feet, 
The holders are all emply, but ther large number suggests that 
the place could be lluminared for ritual purposes. 

6. Stairway. 

The stone structure of a 15-foot-long, steep. stairway 
‘emerges from the foliage on the forest floor, leading down 
into @ dark brick-and-mortar tunnel. A wooden door at the 
bottom of the steps has heen smashed open 

This stairway is used by Gieir and Jsinos Tyskie (when the 
latter does not cast dimension door) to enter the dungeon. A 
wooden door at the base has been smashed by the bugbears, 
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{A Wilderness Lore check (DC 20) with the Track feat allows 
PC to spot the following. tracks: @ mountain lion's. paws 
ici), a human male's boots (Jainoa Tyskie), and a bipod with 
clawed feet (the ghast in area 7). A PC stopping to make a 
Listen check (DC 15) in the corridor downstairs hears gnawing 
sounds somewhere ahead and smells the rrace of a horrible 
stench, A familar or snimal companion with the scent abilty 
detects the stench automatically and recoils in disgust, 

7. Guardroom. 

‘The green curtain tha covered the 1o-eet-wide enirance to 
‘this room has been torn to shravts. In the space beyond, near 
a toppled table and several broken chairs, the mummified. 
‘carcasses of four fallen warriors lis on the floor in various 
unseemly positions. Tha dead humans wear rusty scale mail 
and are armed with longswords, the latter still sheathed in. 
the scabbards. The corpses are somewhat well preserved 
but are beaten and lacerared by powerful blows. 

‘A successful Intelligence check (DC 10) upon examining the 
bodies reveals that the warriors, who died in a fight without 
drawing their weapons, were already embalmed as animated 
zombies before being “tilled” again (by the bugbears), A suc- 
cessful Search check (DG 12) reveals thar one of the corpses 
has heen gnawed on recently. All the armor and weapons on 
the corpses are rusted beyond repair, (All valuables have been 
takan by the bugbears,) 

Greature (EL 4): Whon tho PQs anfor the room, they are 
ambushed by a particularly formidable ghast that crept inside 
the dungeon and is munching on one of the corpses, The mon- 
ster 1s hiding In the roomy, give the lead PC who Is:cautious a 
free Spot check (opposed by the ghast's Hide check) to detect, 
it. A party that benefits from the scent ability of an animal is 
‘automatically aware of the ghast’s presen 
2 Ghast: CR 4; Medium-size Undead; HD dre; hp 29; Init 

+2 (Dex); Spd go fh; AC 16 (+2 Dex, +4 natural; Atk +5 melee 
(0d61 and paralysis, bire) and +2 melee (idqa1 (va) and paral- 
ysis, 2 claws): SA stench, paralysis, create spawn; SQ. undead 
(Gee Monster Manual, page 6), ALN; SV Fort +2, Ref +4, Will 
+73 Str 13, Dex 15, Con = Int 1g, Wis 14, Cha 16. 

‘Skils; Climb +6, Escape Artist +8, Hide +10, Intuit Direction 
+3) Jump +6, Listen +8, Move Silently +9, Search +6, Spot +8. 
Feats: Muliiattach, Weapon Finesse (bite) 

‘SA~Srench (Ex): Those within 10 feet of a ghast must suc~ 
ceed at a Fortitude save (DC 1g) or be racked with nausea, suf- 
fering a2 morale penalty to all attacks, saves, and skill checks 
for 14614 minutes, 

SA~Paralysis (Ex): Those hit by a ghas’s bite or claw attack 
must succeed at a Fortitude save (DC 15) or be paralyzed for 
1464 minutes. Even elves are vulnerable to this paralysis. 

SQ-Creare Spawn: If not devoured, the body of a ghast’s 
Victim rises as a ghoul in 1d4 days, Casting bless on a body 
before the end of that time averts the transformation 

‘Tactics: If it hoars the party coming, the ghast stops cating 
and crouches behind a chair in the northeast corner of the 
room, ready to spring on the first/PC who walks in, The ghast 
is unusually strong, bur it ries 10 run past the PCs and escape 
outside as soon as it realizes the numerical superiority of its 
opponents, 
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8, Vestibule, 

‘This large, restangular room overlaps @ T-junction omong 
three corridors and has 10-Foot-wide passages exiting to the 
south, west, and north, A large. is-foot-wide polygonal niche 
‘was carved in the middle of the east wall Flanking the niche 
‘are two wooden benches that stretch along the east wall. A 
‘round table of white marble, carved in the likeness of 3 
‘squatting demon, stands in the center of the niche, The table 
surface is empty. A badly damaged wardrobe occupies the 
southwest comer, 

Yenejg’s cultists gathered in this room ra prepare for their 
awful rites. Before each ceremony, they laid tributes to their 
‘master on tha marble fable, The wardrobe, badly damaged by 
careless bugbear plunderers, contains the ragged and dusty 
remains of several green cloaks. 

A successful Search check (DC 15) in the northwest part of 
the room reveals a peephole In the corner of the room about 
§5 feet above the floor. The paephole is a sit half an inch ral, 
losed on the other side by a small stone wedge. W Jainos 
‘Tyskia hoard the party approaching, the peephole is open, and 
the sorcerer apies on the heroes from the other side, 

9. Secret Room, 

‘This small oa a ree by: a a ‘warm and 
dry, The lamp reste on a stool in the ro 
Dr oneratles Kade ers oniaae sta and a ruck- 
sack, A diagonal passage to the southwest lead to an obs 
‘vation point behind a peephole, 

Yene(g used this small chamber to spy on his guests 
through a peephole in the southeast corner, Jainos Iyskie tock 
Uup residence in this room after discovering the secret door in 
area w (s¢e below). Once inside, he used an arcane lack spell 
to seal the stone door and secure the place, The room is con 
nected 10 the secret door in area n by a short corridor, 

{In the. room, an open hedroll and a big rucksack full of typ- 
ical adventurers supplies (mostly food, drink, and lamp oil) Hie 
hear the south wall, The only piece of original furniture is an 
old stool in the northeast corner, where the sorcerer keeps 2 
brass lamp lit at all times. Jainos found the lamp inside the 
room and son discovered ils magical properties, The: lamp's 
flame does not consume oxygen, and Its 15-foor radius of light 
provides protection against the elements as a Leomund’s tiny 
‘ut spell cast by a gth-level wizard (without the ereation of the 
spells opaque sphere). 

Creature (EL 8): In the past few days, Jainos has been 
searching the teleportation room (area 10) inch by inch, look 
Ing for clues and secret mechanisms, but 10 no avail, He has 
conclured that Yenejg’s medallion is ahsoluely necessary 10 
pass through, especially since he has no way of determining, 
the location of the chamber on the other side, preventing him 
From going there directly via dimansion door. 

After the capture of Corlag, Jainos told Qleir that the half 
elf was only the first of a bunch of potential victims coming to 
‘Yeneje's rower in the near furure. He explained this theory by 
felling her that many adventurers had recently learned of 3 
{great treasure buried deep under the evil wizard's dungeon. 
Jainos. asked the lamia to destroy: any. other competitors. that 

Dung 
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arrived in the next few days. For her help, the sorcerer 
offered Gleir half of the great treasure he expected to find 

luckily for Jainos, Gleir likes the sorcerer 
to give him a chance. 

For Jainos Tyskie's statistics, see “The Tower Co-ownership” 
sidebar. 

Tactics: The sorcerer usually enters and leaves the com- 
plex with a dimension doar spell, thus minimizing his contact 
with the dungeon’s other dwellers. IF Jainos hears the PCs 
Coming, he uses the peephole in the sacret room to take a look 
at thom when they traverse arca 8. If the PCs defeat Gir, the 
sorcerer casts message on one PC and offers to parley (see 
the "Dealing with the Sorcerer” sidebar below), 

10, Teleportation Room, Dungeon, 

This go-foot-wide room is shaped like an octagon. The bas 
relief of an clght-pointed otar—a much bigger and more 
imposing reproduction of the one on Yeneig's medalion— 
decorates the far wall of the chamber facing the entrance. 
‘She brass levers protrude from the remaining six wals of the 

DEALING WITH THE S@RCERER 
Jainos is sure thal Yerwiy's medallion is the only key tg 

sore cavern, If the PC rer 
after defeating Geir other way to further 
wizard’s 

Jainos, seeing 
& quest, tries to make @ temporary alliance with the party 

Thanks 10 his long re 
everything detailed inthe 

adly shares this knowled 
Tully the heroes of his most 
ery of his family” 

to steal the mi 

earch on the matiar, he knows almost 
‘Adventure Background” and 
to impress the PCs. He osu 

Important purpose: th 
magic ring, If the si him of try 

aim 
abject firs 

alion, Jainos defe 
at ho made an “honest” attempt to buy the 
Hf the here 

himself 

attack or seriously threaten him, Joinos 
n door spell and bec 

hostile NPC. I lke PCs consider his proposil, Janos 5 
fo be their trusted ally during the exploration of Yen 

ret cavern, asking only that the heroe 
him to take his family’s ring as part of his share of treasure 
The sorcerer offers to help the PCa even if they are 
to grant him only the ring, and nothing else, but he tries 10 
obtain a formal pledge from a lawful PC 
or even a dwarf). dainos describes the abject 
band carved in the shape of twa clashing fis 
arcane mark inscribed on the inner surface (the 
escribed in area 1). Jainos admits that the ring 

pe with a dim 

promise to 

(a poladin, a ceric 

itom (a ring of countersp: 
IW the heroes recruit Jainos, award half of the sorcerer’s 

XP value 10 the party. Jainos bravely supports the 
he obtains the item he wants, then abandons 
‘anclusian of the adventure. ‘Treating, the sorcerer kindly 

Jainos's alignment and 
his previous involvement with a lamia and a quazit make him 

icquaintance. Jainos is smart, and he us 
ntly in combat. He might abo x 

useful advice thanks ro his Knowledge (the 

‘could earn the heroes a friend, bu 

arty 
planes) skil 

‘octagon. A sim, 3-foot-tall pewrer post juts from the exact 
Center of the floor. The vaulted celing of the room is coy- 
‘ered by 3 dense network of geometric carvings and myati- 
cal inscriptions. 

Yenejg used this chamber to ielporr to his secret cave 
with minions and caprives. To activare it, the PCs must have 
the wizard's medalion. The entire room radiates Transmutation 
magic. A successful Spellcrat check (DC 20) on the chamber’s 
carvings hints at their vogue similarity ro the symbols of a 
teleportation circle. 

The levers protrude from brass plates nailed 10 the wall 6 
feet above the floor. The levers are all down and none of them 
can be raised without breaking them, Breaking any of the 
levers (hardness 8; hp 20; Break DC 22) or the pewter post 
(hardness 8; hp 30; Break DC 26) disables the teleportation 
room permanently. Simply removing the pewter post, though, 
does not damage the room’s function. The post i inserted in a 
low depression in the floor and can be lifted easily; It weighs 
(90 pounds and is worth 50 gp. If this small column is taken 
away, the room cannot work until the object is put back in 
place. The smooth, 1-foot-diameter circular top of the post 
looks like a tiny table surface, in the middle of which the shape 
cof a small disk hes been carved, The depression is 1 inch deep 
and can accommodate Yeneig’s medallion perfecily (if the lal~ 
ter Is placed with the blank face down), Afrer the medallion is 
Im position, rubbing or spinning i starts a magical effect 
accompanied by a harmless jolt of energy. Read or paraphrase 
the followin, 

The demonic figure inlaid on the surface of the medallion 
sleams eerily, Then. 3 magical force rotares the disk slowly 
and steadily unnil the small star over the marilih’s head 
aligns with the bigger one carved on the west wall. As soon 
as the two stars are aligned, the entire celling emits a bright 
light that fils the room with wavy orange shafts of brilliance. 
With a loud click, the six brass fevers on the walls spring up 
simulfaneously. At the same tine, menacing electrical di 
charges flash ang crackle around the central post. After a 
few moments, the discharges cease and the pewter post 
Issues 3 low hum. The entire event taks no more than a Yow 
seconds. 

Once the medallion is properly aligned and attuned 10 the 
roum, it can be removed from the pewter post only with a 
successful dispel magic or break enchantment spell (DC 24), 
which “switches off” everything. If no attempt fo dispel the 
etfect is made, the orange light lasts for « minutes, ater which 
time it fades ond the room returns to normal. The levers drop 
to their initial positions at once. The room can be reactivated 
by rubbing or spinning the medallion again, When the room 
deactivates, for whatever reason, the medallion rorates ta a 
random, unaligned position and can be removed from the post 
without danger. 

When the room is activated, pulling down the levers in the 
proper order foleparts all of the room's occupants and their 
gear to area 2t (an identical teleportation chamber). To teleport 
away. the PCs must charge the active room with supplemen- 
rary energy, lowering the six levers one after the other in the 
correct order while the orange glow stil persists. Whenever 2 
correct lever is lowered, the hum and orange light amplifies, 



Any creature touching the post when the room is “active” is 
struck by the energy accumulated thus far, suffering 246 
points of electrical damage plus 16 points per lever in the 
down’ position; a successful Reflex save (DC 20) halves the 
damage, The same thing happens to 4 PC who lowers a lever 
ut of order. Any discharge “deactivates” the room and causes 
all the levers to drop down. 

The correct sequence can be determined by studying the 
image of Penfavasta carved on the medalion. (Players should 
be allowed ro study the medalion closely give them the Yenejg’s 
Medalion handout at the end oF the module.) When the room 
activates, with the star on the demon’s head pointing te the 
bas-relief on the west wall, each one of Penfavasta’s arms cor- 
responds to one lever in the room, To find out the correct 
sequence, the PCs must correctly interpret the right order, 
From one to six, of the marilith’s arms. The right sequence is: 

Morningstar. The single head of the morningstar means 
“one.” The marilih’s upper right arm corresponds 10 the 
southwest lever. 

12. Greataxe. The double blade of the greataxe means “two.” 
‘The marlith’s middle left arm corresponds to the north lever: 

3: Trident. The triple point of the trident means “three.” The 
marlith’s lower left arm corresponds to the southeast lever. 

4. Shuriken, The four-oothed configuration of the shuriken 
“four” The marilih's lower left arm corresponds to the 

northeast lever. 
Open Hand. The empty hand's outstretched fingers mean 

“tive” The marlith’s middle right arm corresponds to the south 
lover. 

6, Hexagonal Prism. The sides of the priam mean “six” The 
marilth’s upper left arm corresponds to the northwest lever. 

IF the PC complete the correct sequence, the ight inside the 
room flashes and all ving creatures within the room are tele~ 
ported (along with their carried gear) to area 21 with no save, 
Yenejg’s madallion reloports with the room occupants. 

‘Ad Hoe XP: Using the teleportation room correctly the first 
time counts as a OR 5 encounter 

1. Cellar. 

‘set into 
cma whip Paget 
passageway on the east wall, Several wine kegs, now empty, 

c d esearch ie ect nas 

‘The passage where the gutters converge leads to a cistern 
(area 1a). Yenejg used this huge cellar for most of his early 
tites and experiments, Among the evident traces of an evil 
cults activitydried bloodstains, charred bones, and torn 
sorolls-the PCs can find some clues. A Search check (DC za) 
among; the foul debris reveals the following: 

+ A crumpled piece of parchment hearing the crude draw- 
ing of 2 demon. A successful Knowledge (the planes) check 
(DC 10) reveals that the depicted monster is a vrock and gives 
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Information about the creature's combat and special abilities. 
(Players can be permitted to study the description of the vrock 
inthe Monster Manual) 

‘+ A magical inscription traced on the wall by Jainos for no 
reason, A Spelicraft check (DC 20) identifies it as an 

IE (the sor- 
cerer's family name). 

+ Evidence of the use of summoning spells planar binding), 
recognizable with 2 Spelleraft check (DC 26), and traces of 
complex caling diagrams. A PC who successfuly identifies the 
diagrams can make out the names "Penfavasta’ and “Typazkar” 
i she can comprehend Abyssal, and the name “Ramzash’ if she 
comprehends Infernal. (The vrock Typazkar and the kyron 
Ramzash lurk deeper under Yenejg’s tower, in areas 27 and ge 
respectively.) 

Creature (EL 6): Gleir, the lamia who lives in area 14, con- 
fronts the heroes here. (See "The Tower Co-ownership" for 
her statistics.) When she becomes aware of the parly’s pres- 
‘ence In the dungeon, the lamla creares a flgment of herself, 
using her major image power, with a normal gir’s legs. Gleir 
places the image near the passage to the cistern and hides 
bbehind the pillar, keeping watch on the cell's entrance to the 
south, The lamia hopes to lure the PCs to the cistern, where 
Yeneig Togan conjured and bound a water elemental 

Tactics: As soon as the PCs enter the cellar, assuming that 
the lamia sees them and can maneuver her illusory puppet ar 
the right moment, they glimpse a girl peering apprehensively 
behind the comer of the wall. Immediately after, che runs out 
of sight down the tunnel to area 1, With this trick, Gleir hopes 
that the heroes chase the figment to the cistern, where the 
water elemental quietly waits for intruders. If the PCs follow 
the flement raking precaurions, Gielr Increases the dramanic 
‘effect of her major image with a get's scream and the sound 
‘of running steps splashing in the water. Ifthe PCs draw within 
range of the water elementals attack (1o feet From the cistern), 
the monster immediately attacks them, 

‘At this point, leir casts mirror image and moves to cut off 
the party's retreat, The lamia makes good use of her porion of 
fire breath ro. augment her offensive abilities. OF course, 
Gieie’s plans change if a PC drops inside the cellar from a drain 
hole near her lair, or if a cloudkil from a party's spelicaster 
pours down through the gratings above her head. A stealthy 
PC can get near enough to see the lamia and the False image 
of the girl well before Gleir moves the figinen. An invisible PC 
automaticaly beats Gleir's Spor skill bur must stl take care to 
‘conceal his foorfalls or light source. 

‘While determining the lamia's course of actions, keep in 
mind Gleir's cunning, inteligence and—above all-her survival 
instincts. IF reduced to fewer than zo hp, Gleir tries to escape 
the dungeon via the stairway in area 6, using what is left of 
her spell-ie abities 10 distract pursuers, 

Development: f you want ta present a complex roleplaying 
situation, you might allow the PCs to parley with Gleir. In this 
28a, it is likely that Jainos Tyskie shows up, too. The develop- 
ment of such an unusual encounter is up to you, but keep in 
mind that the lamia is thoroughly evil and that no deal with 
such a cruel monster should produce beneficial results to a 
party of good-aligned PCs. 
{F Gleir escapes the dungeon, she heads to the entrance of 

the bugbear caves (area 15) and tries to strike up an alliance 
with Warzokk, the bugbear leader. 
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2 Gistern, 

‘This room, shaped like an elongated octagon, contains a large 
cistern ted by rainwater coming trom the cellar to the west. 
The cistern appears filled ainost to capacity, A 2foot-wide 
‘stone walkway runs around the perimeter of the room. An 
‘empty metal bucket sits near the north wall atthe entrance. 

Creature (EL 5): Yeneig built the cistern as an indoor water 
supply and placed a water elemental to guard it against passi- 
ble poisoning, The cistern is 20 Feet desp and almost full. The 
clomental attacks only if someone comes within 10 feet of the 
water. Gler, if alive, takes advantage of the elemental’s attack 
Jo Mlank the party. The lamia, however, is very careful to avoid 
coming within reach of the elemental, as the crearure does not 
recognize her as an ally. 

Water Elemental, Large: hp 67; Monster Manual 84 
Tactics: The water elemental prefers to fight from the cis 

tern, Any PC standing within 10 feet of the cistern who is struck 
by the elemental’ slam attack must succeed at a Balance check 
(DC § plus damage suffered) or be dragged Into the warer 

‘The elemental does nat attack until sameone comes within 10 
feet of the cistern. Once provoksd, though, it pursues intrud- 
‘rs anywhere in the dungeon for at least s rounds. In any case, 
tho elemental cannot go more than vBo feet from the body of 
water where it was summoned (the cistern) and returns there 
23 soon as it can, If reduced to fewer than 10 hp, the elemen- 
tal retreats to the bottom af the cistern, hoping ro be left alone 

Cal 

‘The door to this small room is ajar and sports a broken lock 
and a smal, shuttered window, presumably to allow those 
within to look our ar those outside fo peer in, The room con- 
tains a. wooden pallet, the remains of a wool Blanket, and an 
empty clay jar, 

‘This small col, now empty, was used by Yeneig to hold cep- 
tives. Many crude writings scraped on the walll testify to the 
presence of many hapless prisoners in the past. If you like, you 
‘can pur a clue related ro the campaign among the otherwise 
meaningless graffin 

14, Lamia's Don, 

‘The door fo this room is half-open and was visibly forced. 
‘The smell of a savage beast permeates the air inside. A pile 
of straw covered hy filthy, poorly tanned deerskins rests in 
the northwest corner of the room, filing: nearly halt of the 
available space. An opened wooden crate in the east part of 
As ote ial ip of bare Norma EE 

Gleir mace her lair in this room. The skulls in the crate 
belong ro a dozen humans and humanoids killed by the lamin 
(no bugbear skulls, though). 

Treasure: A Search check (DC 15) reveals a leather sack 
Under Gleir's bed that holds her valuables, mostly stolen from 
slain victims: two tfoot-tal silver statuettes of the god 
Heironeous (worth 10 gp each), @ platinum cup (200 gp), sit 
vered punching dagger (io gp), the golden hilt of @ broken 
longsward (g0 gp), a pouch containing 75 gp. and an arcane 

scroll with five spells cast at 6th level (color spray, abscure 
‘alject, protection fram chaos, Tasha's hideous faughrer, 
Tenser's floating dish). The sivered punching dagger is 9 gift 
from Jainos Tyskie to Gler. 

Tue Buseear Lair (Areas 5-20) 
This natural cavern complex was incomplete at the time of 
Yeneig’s departure and remained an Irregular structure of 
partly natural and partly hewn stone, The bugbears occupied 
it without making many changes, withthe exception of a new 
tunnel from area 1g to area eo. in the constructed portion of 
the cavern, the ceiling height varies from 7-9 feet. 

15. Entrance. 

Beyond the 7-foot-wide mouth of a natural cavern, almost 
‘completely covered by camouflage nets made of vegetable 
fibers, a roughly hewn passage slopes down into darkness. A 
small niche next to the entrance is furnished with a single 
stone block that serves as a crude stool, 

Camouflage nets cover the entrance, affording total con- 
cealment (50% miss chance). The passage beyond slopes down 
for go feet toward the core of the bugboar lair. Any bugbear 
attacked at home fights fiercely, calling upon the help of his 
brethren to repel the invaders, 

Creature (EL 2): A bughear senrry watches the entrance 
from a niche near the entrance, siting on a block of stone 
taken from the tower walls. Even with the camouflage nets 
draped over the cave mouth, small holes allow the sentry to 
look out in the immediate: vicinity. The bugbear sentry, who 
lives in area 1g, wears a crudely fashioned breastplate over his 
lewther armor (reat as studded leather), 

® Bugbear: hp 1s; Monster Manual 27. The bughear ear= 
ries a wooden signal horn as well as three javelins tipped with 
Bistermusk poison (OC 15; intial 0, secondary 143 Dex plus 
13 Con). 

Toctics: If the sentry spots the PCs and the tribe wasn't 
already aware of the party's presence, he silently alerts the 
rest of the bugbears. if the PCs detect the sentry and arrack, 
he blows his signal horn hefore falling back into the Iair. 

16, Common Room, 

‘A thin ray of light penetrates this circular 15-foor-tll cave 
through a hole in the smoke-blackened ceiling. A fireplace 
dominates the middle of the floor, raised on a round pedestal 
‘of neatly squared stones: A heap of similar blocks, once part 
cof the tower structure, have been used to build a plain 
throne against the western wal, Thirtecn lesser seats, cach 
2 single stone, circle the Fireplace, where an elaborate sys~ 
rem of metal grills and spit supports has been sel up, Crude 
pottery, mostly dirty, is scattered everywhere. The room 
‘smells of soot. spices, and rancid meat. 

The stone bed of the fireplace is littered with ash, charred 
wood shards, and fragments of bone. A Spot check (DC 10) 
reveals a human skull in the mess, Many ghawed animal and 
hhumnan bones, siripped bare of flesh, can be Found on the floor. 
The latest big feast, with Corlag’s companions as the main 
course, was less than a week ago. A half-empry bow! of some 



foul-asting green sauce on the brink of the fireplace is the 
main source of the spicy scent. 

Creatures (EL 4 for Wurzokk): When not resting in ares 19, 
hunting, or working in area 20, Wurzokk sits on the throne, 
Tormenting the female bugbears with orders and rebukes. IF 
the PCs reach this area without alerting the entire mibe 
\Wurzokk shouts for aid as soon as trouble appears. Any female 
bugbears present retreat fo area i8. 

See “The Tower Co-ownership” sidebar for Wurzokk’s sta 
tistics and information 

17. Pantry. 

‘Ihis small cave contains many clay vases and containers 
arranged on crude shelves. The smell oF spices and rancid 
meat is very strong here, 

The foodstuffs stored here are mosity comprised oF heav- 
ily spiced deer meat, dried mushrooms, chestnuts, and herbs. 
A large, corked glass jar holds a gallon of very strong (but oth 
terwise potable) walnut liquor, The room also contains a score 
of Full waterskins, Four 6 Foot-long, greasy.stec! cooking opits 
lean against the wall opposite the entrance. 

18, Females" Dormirory. 

This cave is occupied by a half dozen crude beds made of 
leaves. and animal skins. A poorly rendered, ¢-foot-tall 
wooden statue of a bugbeer armed with a morningstar 
stands atop a carved stone near the entrance, 

This room ig similar to area 1g, although smaller with just 
six beds. A successful Knowledge (religion) check (OC 15) can 
toll a PC that the statue represents Hruggok, the bugbear god. 
The wooden statue weighs 15 pounds and could make @ nice 
souvenir, but it fs otherwise worthless. 

Creatures (EL 3): The six female bugbears—concubines and 
servants to the males~share this room, leaving the lair only 
occasionally to bring water from the nearby stream or to ile 
outdoors. 

Female Bugbears (6): hp 1 each; Monster Manual 27. 
Note that these bughears are unarmored (AC 14) and wield 
only handaxes (+4 melee, rz damage), 

Tactics: If the bughears have prepared an ambush in the 
tower grounds, the females wait in area 1§ for the outcome, 
ready fo escape into the forest if things go awry. The females 
fight only if cornered and threatened by the PCs. 

Development: There are no young, in this lair, since all bug 
bear young are born and raised in the safety of the nearby 
tribe (located 10 miles southwest of Yeneig’s tower) 

19. Males! Dormitory. 

Eleven bads of ind i the wal of hs soe Sy tesco 
every wall, 
looks bigger 

This is where Wurzokk and the male bugbears sleep. The 
dire bear pelt on the leader's bed, though overridden by lice, 
's worth 200 gp if cleaned, A wooden chest, neither locked nor 
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trapped, is hidden under the straw of the largest bed, It con- 
tains the Treasure, 

Creatures (EL varies, see Encounter Level Chart at the ond 
‘of module): Eleven male bugbears, including Wurzokk, sleep 
here. The humanoids who are not hunting, keeping watch in the 
forest, or laying in ambush outside—usually five—are likely 10 
idle in the dormitory or somewhere else in the lair. 

Male Bugbears (10): hp 15 each; Monster Manual 27, 
Each mole carries a signal horn in addition to his normal gear, 
wears a crude metal breastplate over his leather armor (treat 
as studded leather), and carries & longbow and fifteen arrows 
Tipped with Blistermusk poison. 

Tactics: If the bugbears are unaware of the PCs presence 
and haven't set up an ambush in the courtyard, the non-sen~ 
iry males will be present in this room. If caught by surprise, 
they fight to the death to allow the females rime to escape. 

Treasure: Inside the chest, PCs can find three brown-green 
garmets (120 gp each, two rubles (500 gp each), 410 gp. 730 
Sp, a clay bontle containing Blistermusk poison oil (rwenty-five 
doses), and plenty of nonmagical hunting and adventuring 
paraphernalia (mostly taken from Corlag’s compar 
victims from Shapic). Wurzokk keeps the gms wit 
feels threatened (for instance, if the PCs’ presence has been 
detected). Ifthe females gather in area 1g for an escape pend- 
ing an unfavorable outcome to the ambush, they rake and 
divide among themselves all the gold in Wurzokk’s chest 

20, Armory. 

This room serves a3 an armory. A wooden rack cluttered 
with weapons and pieces of armor spans the north wal. In 
the southwest corner are some artisan’s tools.and a smal 
‘anvil A rusty iron door with a smal, barred window blocks 
a passage leading weet. 

‘Al told, the bugbears have 1 ilfiting metal breastplates 
(ireat as studded leather armor), 1 morningstars, 1 lonybows 
(some stolen from slain hunters), 8 handaxes, 35 javelins, and 
yo arrows. Most of the listed weapons are in the hands of the 
bbugbears at all mes, but the males don the crude breasiplates 
only when expecting a big fight. The weapons of Corlag’s 
three il-fated companions—two short swords and a battleaxe— 
lie against the south wall. PCs can also spot the remains of two 
sults of leather armor thar were torn to pleces 10 supply the 
bbugbears with spare material, The tools are used by Wurzokk 
to produce arrowheads and repair broken or damaged gear. 

This room used to be Yenejg’s treasury. The iron door in 
the west wall is completely blockod by rust, and its key wos leat 
decades ago. A small, barred window without a shutter allows 
characters 10 peep through to the other side. Once in a while, 
‘Wurzokk and Gleir meet on the opposite sides of the door 10 
renew their pact of mutual tolerance. Six months ago, the 
lamia tried unsuccessfully to charm Wurzokk. To placate the 
bugbear’s rage and avoid retaliation from the tribe, Gleir hod 
to surrender the three garnet gems described in area 19. 

© Rusty fron Door, Blocked: 2 in, thick; Hardness hp 18; 
Break (DC 26). 

Scart Cavern (Artes 21~25) ‘Once the PCs have activated and used the teleportation room 
correctly (see area 10), they arrive in a similar undenground 
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chamber far beneath Yenejg's tower complex (area 21). The 
place is totally dark and very dank, but the air is fairly fresh, 
due to many natural aeration ducts. 

‘The secret cavern is situated about four miles northweot of 
Yeneig’s tower complex, beneath a low hill in Tarwood (see the 
*Norilbern Tarwood" map). Inside the secret cavern, thanks to 
stonecunning, a dwar? PG can estimate the depth to-be about 
200 feet below the surface, but the overall allitude is almost 
the same of Yenejg’s tower. Since many locations in the secret 
cavern are on different levels, their relative heights in Foot 
have been marked on the "Secret Cavern” map. 

‘The features of areas zr-za are rather ordinary and identi- 
cal to those of the locales under Yenele’s tower (areas 6-14). 
The natural caves found by Yenejg-—one huge and two smaller 
‘ones (areas 23-25)-are natural limestone structures. 

2, Toloportation Room, Sacrat Cavern, 

This octayonl chamber looks Identical to the one’ in the 
tower dungeon. The corridor to the east, however, abviously 
leads to a different place, and the air is humid. 

This room is exactly as arca 10, with the pewter post in the 
center and the six brass levers on the walls. Teleported heroes 
arrive in the same relative position they departed from, with 
the chamber “switched off” and inactive, The same holds true, 
for Yenejg’s medallion, which mareriaizes atop the pewter post 
in the middle of the room. At this point, you have two options: 

+ Tho pewter post is in place, The PCs can thus activate the 
room and go back to Yenela’s tower immediately if they want. 
+ The pewter post is missing, When the PCs arrive in the 

destination chamber. Yen's medallion materializes in mid-air, 
falling in the empty depression where the hase of the pawter 
post should be with an ominous clang. The PCs should imme 
diately realize that using the room without ane of ite compo- 
nents ia: Impoosible, and that thay have a big problom. IF only 
one PC tried to Use the teleportation room, consider this 
option carefully, as the PC would find herself alone in a dan= 
werous situation, 

1F the pewter post has been removed, it can now be found 
in area 2g, The post was faken away by 2 group of subter- 
ranean adventurers about ten years ago (see below), 

‘When they appear in this chember vie teleportation from 
area io, the PCs detect a sudden increase in humidity an heat 
water dripping and Flowing to the east, 

2, Fallen Guardian, 

This room contains rocky fragments of a shattared statue, A 
low pedestal sits in the middle of the Floor, but it looks like 
the statue did not fall from it, Rather, the statue shattered 
near a 10-foot-wide passage thar opens in the east wall 

Like the zombie soldiers in area 7, another guardian created 
by Yeneig Togan was dafeated in this chamber well before the 
arrival of the PCs. In fact, a group of adventurers came to the 
secret cavern ten years ago, magically digging their way to 
area 25 from some part of the Underdark. The race of these 
subterranean heroes or villains is up to you: dark elves, deep. 
dwarves, derro, duergar, or svirfneblin are all possible 
choices. Close examination of the fragments:reveals that the 

THE TOWER @-OWNERSHIP 
‘Ar the time of the adventure, Yeni’ tower and the dungeon 
Beneath: is occupied by three groups thet live in. separate 
‘areas: Toadstool, the fiendish, caretaker (areas 1-5), Gleir the 
Jamia (areas 6-14), and the bugbears led by Wurzokk (areas 
1g;21) In addition, the sorcerer Jainos Tyskie Is encamped in 
‘area 9, Everyone living in the complex fears and dislikes their 
respective neighbors, Wurzokk sometimes pondors the idea of 
kiling and robbing the bdly outnumbered caretaker and famia, 
but he and his warriors haye been frightened by ihe powers of 
‘heir potential victims, espectally the warer elemental in area 12 
and the cone’ of frost trap above the tower entrance. 

‘Tho Caretaker (EL 7); Yene)g Togan found Toadstool, the care- 
taker, ina dungeon infested by demons: a crossbred child 
abandoned by a loathsome outsider, The wizard raised the child 
as his personal servant. teaching him obedience and. some 
basic skis. Toadstool was ler hy Yenelg to rake care of his 
‘ower When he moved to town as its new ruler. The half-fiend, 
‘who has not éeen Vensjg for oven docadee, suspects that his 
‘master i dead but algo thinks thar death io not such @ sure 
thing for & powerful wicard, Toadstool in spite of fis ancestry 
‘nx! long service 10 a master of the arcane arts is dim-witted 
‘and unable fo use the typical spel-ke abilities of a half-fiend. 
Toadsrool's fiendish features inclide oversized eyes and ears, 
‘webbed hands, a wide mouth filed with sharkike teeth, and an 
‘unnaturally pale complexion. He wears simple peasant clothes 
‘and a pain of strange pointed shoes. Toadstool has red marks 
all over his exposed shin, making hin seem fke the victim of 
Some disease. The stains are actually a lattice of enchanted tat~ 
toos, drawn by Yenejg, that give Toadstool additional capabill- 
‘ios (see below). The tattoos radiate Transmutation magic. 

 Tondstool, Male Half-fiend/Half-human Comz: CR 7 
Madium-size Outsider (Evil, Chaotic); HD dang; hp 2 
(Dex); Spd go ft; AC 13 (ve Dex, +1 natural), Aik +7 melee 
(6, bite) and +3 Cxel melee (ilar, claws): SA fury. big jaws: 
‘80 biink fendish resistances, darkvision 6o fry AL CE: SV Fort 
444; Ret +4, Will 40; Str 17, Dex 15) Gon 1g; Int 7, Wis 6, Cha 8, 

Skills: Climb +9, Craft (carpentry) +2, Cratt (painting) +2, 
Craft (etonemasonty) +3, Jump 48) Listen 18, Tumble +5, Spot 
+4. ra Alertness, Blind-Fighi, Muliantack, Weapon Focus 
(bite), 

Possessions: Peasany’s our, uilty knife (not used in com= 
bay), steel ring with four keys (for all the locks in areas 15), 

SA-Fury (Su) Thank to his magic tattoos, Toadstool can 
age 98 a 7ih-lovel barbarian, In thie etae, the half-fiend has 
48 hp} AC 1 Fort 16; Will 12; Atk +8 melee (idB+5, bite) and 
+45 melee (ida2 (xe, claws); Sir 21, Con 19, Toadstool has a 
perfect control over this supernatural ability and can use it Just 
fo scare off “nosy parker.” 

SAPigg laws (Sul: When Toadstool rages in combat, his 
mouth enlarges dramatically, increasing the dle type for the 
halfiend’s bite damage. The bite of a raging Toadstoo! deals 
1d8)5 points of damage. 

5Q-Blink (Su): When raging, Toodstod! is under the effeut 
of « blink spell for the duration of his frenzy (see the Player's 
Handbook, page 180, for details on the blink spell. 

'SQ-Fiendish Resistances (Ex): Toadstool is immune To pol- 
‘son of any kind, and has acid, cold, electricity, and fire resist- 
ance 20, 
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‘The Bugbear Leader (EL 4): Wurzokk is the leader of a small 
group of bugbear hunters—a detachment of a much larger 
tribe living nearby, He is a burly, middle-aged bugbear with 
Very dark fur and the point of an ear neatly slashed off, 
Besides his combat skis, Wurzokk is a capable artisan among 
fis peaple. The hughears have been living in Tarwaod for four 
decades, and the young Wurzokk occupied the cave-under 
Yenelg’s tower shortly after the tyrant was slain, After setting 
the caverns (areas 15-20), Wurzakk and his bugbears explored 
part of the dungeon beneath the tower (areas 6-14) but were 
driven out by the water elemental guarding the cistern (area 
12). Wurzokk ‘was also frightened by the supernatural fury of 
Toadstool, whom he avoids carefully. When Gleir arrived, 
‘Wurzokk allowed her to lair in the vacant part of the dungeon, 
hoping that she would leave a9 200n a possible. 

2 Wurzokk, Male Bugbear Exp3: CR 4: Medium-size 
Goblinoid (7 fr. tall), HD 3d8-+3 (bugbear) plus 3d6+3 (Exp), hp 
30; Init +1 (Dex); Spd 30 ftz AC 18 (+1 Dex. +3 natural, +2 
leather) or AC: 17 (41 Dex, 43 natural, +2 leather, +) crude 
breastplatel: Atk 47 melee (dBs2, morningstar) or +5 ranged 
(\d8/crit 33 and poison, longbow, oF 1d6 and polson, javelin); 
SQ darkvision 6o ft; AL CE; SV Fort +3, Ref +5, Will +4; Str 
16, Dex 13, Con 13, Int 1, Wis 10, Cha 12 

Skills: Alchemy +3, Climb +6, Craft (blacksmithing) +3. 
Grafy (bowmaking) +4, Craft (rrapmaking) +5, Hide +5, Listen 
46, Move Silently +7, Spot +9, Wilderness Lore <4. Feats: 
Power Attack, Track. 

Possessions: Morningstar, longbow (with 15 arrows) or 3 
javelins, leather armor, crude breastplate (stored in area 20 
bur worn during battle), camouflage net (folded or worn), 
trumpet horn. The tips of Wurzokk’s arrows and javelins are 
dipped in Blistermusk poison (DG 15: initial 0, secondary ida, 
‘Dex plus 1dg Con). 

The Lamia (EL 6): Gloir, a wondering lamia, 100k refuge in 
Tarwood about one year ago, After a long “career” as a slayer 
of unwary fravelers und incautious adventurers in a distant 
land, Gleit was hunted down by a group of determined heroes 
who looted and destroyed her lai. The lamia barely escaped 
with her ite, and she decided to move to a place far away to 
‘void any additional pursuit. Upon her arrival in Tarwaod, the 
lamia settled in a vacant part of the dungeon beneath Yenelg’s 
tower. Exploring her new home, with a figment of herself well 
ahead as a precaution, Gleit discovered the deadly elemental 
in area 12, Needles to Say, the lamia decided thar the c 
‘was an ideal way to dispatch unwanted intruders, not to men 
tion 9 fine home security system. 

Gleir is an ordinary member of her race. Her humantke 
torso is that of a beautiful, savage girl with long, chesmut 
brown hair and green eves, Her beastly lower body ts that of 
amounrain lion. 

 Gleir, Lamia: CK 6; Medium-size Magical Beast, HD 
gdio+g: hp 58; Init +2 (Dex); Spd 60 Fis AC 17 (+2 Dex, +5 
natural; Atk 41/46 melee (idq, dagger) or +9 micles (t perma- 
nent Wisdom drain, touch) SA spell abilities, wisdom drain; SQ 
low-light vision, darkvision Oo fiz AL CE; SV Fort +7, Ref +8, 
Will +7: Str 10, Dex15, Con 12, Int 13, Wis 1s. Cha v2 

‘Skis Bluff +43, Concentration +, Hide +14, Faars: Dodge, 
Iron Wil, Moblity, Weapon Finesse (dagger). 

Possessions: Potion of cure light wounds, potion of re 
breath, dogger, golden armband (70 gp). 

‘SA-Spelt-ike Abilities (Sp): Once a day, Gleir can use 
charm person, major image, mirror image, and. suggestion. 

ies are 33 the spells cast by & gth-level sorcerer 
+ spell level), 

SA-Wisdom Drain (Su): By making @ successful touch 
arrack, a lamia permanently drains 1 point of Wisdom. Lamia 
try fo use this power early in an encounter to make foes more 
susceptible to charm person and suggestion, 

The Sorcerer (EL 8}: dainos Tyskie, also known as the mer 
chant Odals Alzota, arrived at Yenejd’s tower just one month 
before Corlag’s arack on Kaller Goloda. The sorcerer was able 
enough To avoid conract with the bugbears, and he simply 
ignored Toadstoot, heading directly for the teleportation room 
in the dungeon (rea 10). When Jainos met Gieir, instead of 
fighting her, he managed to calm her down with a false prom- 
fse of victims and treasure. After his deal with the lamia, the 
sorcerer found a cozy secret room (area g) and camped 
there, hoping 10 stay just long enough to rarrieve Yenejg's 
‘medallion and activate the teleportation room. Unfortunately 
for him, Jainos’s attempt to steal Yenelg’s medallion has Failed, 
‘as has his search for an alternate route to the secrat cavern, 
Things became more complicated with the arrival of Corlag 
and. the famia’s devision to send him back 10 kill Kalier 10 
demonstrate her vengeful cunning. Moreover, Gleit ts losing 
her patience, and cohabitation with het Is geting more: and 
more uneasy and dangerous for Jainos. 

Jainos is a Jean human of average height in is early thir- 
ties. He has long black hair and sky-blue eyes. As Jainos 
Tyski, the sorcerer, he dons dark gray clothing. a cloak of 
elvenkind, a pair of bracers of armor, and wears his hair loose 
‘on the shoulders. As Odals Alzora, the merchant, he wears 
rich, colorful clothing and an expensive hat. He is charming 
fellow, although he is frustrated by his inability to recover his 
‘ancestor's ring; this has cast o dark shadow on his otherwise 
sparkling personality, 

 Jainos Tyskie, Male Human Sor8: CR 6: Medium-size 
Humanoid (5 ff. 10 In. ral); HD 6dati6; hp 35} init +1 (Dex); 
Spd go ft AC 15 (41 Dex, +4 bracers of armor) or AC 18 
(same as above, with Dodge teat), Atk +5 melee (ida/crit x, 
masterwork punching dagger) or +6 ranged (1d8/crit 19-20, 
masterwork light crossbow); AL CN; SV Fort +4, Ref +5, Will 
+6; Str jo, Dex 13, Con 14. Int 13, Wis 11, Cha 10. 

‘Stil: Bluff +6, Concentration +8, Diplomacy +6, Disgulse 
+4. Knowledge (arcana) +6; Knowledge (rhe planes) +7, Listen 
+42, Sense Motive +3, Spalleraft +5. Fears: Combat Casting, 
Dodge, Lightning Reflexes, Skill Focus (Knowledge—the planes). 

Spells Known (6/7/7/'5/3; base save DC - 13 + spoll level): 
‘oarcane mark, dancing lights, defect magic, disrupt undead, 
Flare. light. ray of frost, read magic: 13\—hold portal, hypno- 
ism, message, magic missile, mount; and~arcane lock, dark= 
_ness, levitate: ard—dispel magic, lighining bol: 4th—dimension 
door. 

Possessions: Cloak of elvenkind, +4 bracers of armor, wand 
of shocking grasp (command word “zirphan,” 35 charges left), 
masterwork punching dagger, light crossbow with 10, bolts, 
traveler's outfit (worn when Jainios is himself), courtier’s out- 
fir (worn when «lainas ‘s posing as Odals Alzota), five gems 
(200 gp each), pouch containing 13 pp and 25 gp. 
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g-foot-tal_ statue represented a heavily armored warrior 
armed with spiked gauntlets (a stone golem). A PC with the 
Track fear, or one succeeding in an Inteligence check (DC 15), 
can determine thar the shariered construct fell on its back 
toward the pedestal, and that the intruders probably came 
from the east. A successful Search check (DC 10} allows the 
PCs to find the remains of masterwork ranged weapons ond 
‘ammunition. The splinters are but traces of the magic weapons 
used by the party to destroy the animated statue. The exact 
nature of the weapons depends on what race of creatures 
attacked the statue (for example, hand crossbow bolts. for 
drow, barbed javelins for troglodytes, and so on). A character 
‘who makes a successful Knowledge check (DC 15) can identify 
the interlopers’ race. The PC gets a +6 competence bonus if 
she knows Undercommon. This clue can be used to provide @ 
link to a subsequent adventures involving the Underdark. as 
well as to give the players a ready explanation for the missing 
pewter post in area a1. (See area 2g for further information.) 

2g, Limestone Cavern, 

‘The passage ends ata polygonal stone platform thal juts into 
a huge limestone cavern full of wer, shiny columns of rock, 
toothy stalactites and stalagmites, and albino mushrooms and 
moss. The cave is crossed diagonally, southwest to north- 

‘whose middle section 
the southwest platform 

witha similar one on the Far side of the eave, where a cle- 
cular stone door has been fixed to a masonry val 

he extreme south end of 

pha 1 ® sot 
the slope of the fh Picton die 
feet along the re ‘the stream at feng aie or 
Foot above the bridge, 

Due to the clear, reflective nature of the moist limestone, 2 
single torch near the center of the bridge can provide suffi- 
lent iluminarian ro allow the PCs a decent view of the cave's 
shape and size 

The central section of the bridge collapsed during the same 
fearthquake that truncated Yenejg’s tower. To cross the 20 
feot-wide gop in the middle without magical means (such as 
fly spel), the PCs must make a successful Jump check (DG zo). 
PCs faling from the bridge take 3d6 points of damage. 
‘Alternatively, they can climb down a nearby rocky wall and 
climb up the one on the other side. The cave walls around 
these structures are litle more than steep slopes, but they are 
slippery (Climb, DC 10). 

Creature (EL 3): When the PCs walk on the floor of the 
Himesione cavern to reach a significant passage or fissure in 
the cave walls, they have a 1-4 chance of encountering a 
single phantom fungus 

“@ Phantom Fungus: hp 3o: Monster Manual 149. 
Tactice: The phantom fungus remain motionless and invisi- 

ble among the rocks until a PC wanders within reach, It then 
attacks quickly and mindlessly until defeated or the PC is 

dropped too hit points or fewer. i the latter occurs, the phan 
tom Fungus tries to the drag its victim to the edge of the room 
before stopping to begin its meal. 

A large fissure in the northeast part of the cave leads to 
area 24. A passage in the southwest leads to area 25, 

South of the cavern the siream runs through a t-mile-long, 
twisting natural tube that cannot be followed very easily, A 
Small PC with derkvision and water brearhing can navigate the 
flooded tunnel in + hour if she makes three successful Swim or 
Escape Artist checks (DC 10) aver the course of the journey 
to avoid obstacles. 

Magic Portal: On the east platform, 2 10-foot-tal, sculpted 
slab of white marble encloses a circular stone portal. Tho slab 
bears the same image of Penfavasta inlaid on Yenejg’s amulet, 
oversized but otherwise identical, The portal has no hinges and 
looks as if it were simply fixed in the rack. The slab radiates 
strong Abjuration magic and is credibly thick and resilient 

{© Magical Marble Portal: 10 in. thick; Hardness 0; hp 150: 
SR 30; Bresk (OC 35) 

Trap (EL sce below): f a PC touches the portal with Yen's 
medallion (see “The Marilth’s Disk” sideber), the marble slab 
‘glows and becomes an opaque curtain of monochromatic light. 
IF lefr alone, the opalescent portal shimmers and wavers for a 
minute before turning back to marble. The curtain Is lke a sin- 
{ge layer of 2 prismaric wal spall, but its light is not strong 
enough to blind onlookors. A different color curtain appears 
each time the portal is activated (in the following order: red, 
orange, yellow, green, blue, indigo, viele!) unil each color has 
been activated once. The sequence then “resers.” 

‘Yenegs medallion is impervious to any of the prismatic wall 
effects of the portal. A single Spelleraft check (OC 28) identi- 
fios the curtains for what they are, possibly suggesting the way 
to nogete thom (see the Player's Handbook, page 239, for 
details) If the PCs wait for the color to come out, they 
have a wide choice of spells 1 negate the portal, (Yeneje usu- 
ally used magic missile on he blue curtain) When negared, the 
color disappears for 3 minutes, leaving the passage open. 
‘Once this time has elapsed, the shimmering portal reappears 
with the next color and laste for a full minute before turning 
to solid marble again. 

‘+7 Prismatic. Curtain: CR varies; effects described in the 
prismatic wall table on page 239 of the Player’s Handbook. For 
XP purposes, the portal is considered to have an CR equal to 
the level of the spell used to negate a curtain; for instance, if 
the PCs use a daylight spell to negate the indigo curtain, the 
trap is considered CR 2 or 3 (daylight is a end-lovel spell for 
bards, sorcerers and wizards and a grd-level spell for clerics), 

24. Northern Grotto, 

This small grotto is almost completely encrusted by moss and 
‘small fungi. The stream running through it springs: from a 
‘narrow crack on the north wall, The water pouring out from. 
fe ie me eee en ae 

cave. 

‘APC who carefully searches the pool or makes  success~ 
ful Spot check {DC 17) finds a large, r-pound chunk of raw, 
transparent quartz (of volcanic origin). This produet of an 
ancient, distant eruption was carried here by the stream and 
partially cleaned of its ashen crust, 
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‘Treasure: A PC who succeeds at an Appraise check (DC 14) 
can determine that, if properly worked by a gemcutter, the 
quartz chunk can become a huge, colorless rack erystal worth 
1,500 gp. Refining the gem requires a successful Profession 
{gemcutting) check (DC 26); failure produces a much less valu- 
able result (soo gp). 

Development: The fissure on the north wall [s impassable 
even for Small creatures. 

25. Southern Grotto. 

The ceiling, inside this cove is zo feet high. Here the rocky 
formations are particularly bizarre, similar 10 elsborate, 
draperies and undulating currains. A s-foot-wide passage 
‘opens in the south wall 

IF the pewter post was not in area a1, the PCs find it here, 
on the floor near the north wall of the cave. In the middle of 
the uneven rocky floor, the PCs can 
detect traces of an old camp made by the 
same creatures who destroyed the stone 
{golem in area 22 (Search, DC 20): a bro- 
ken clay cup, pieces of coal, dry fruit 
shells, Unable to open the marble portal 
in area 23, the subterranean adventurers 
took the pewter post as their only 
reward for defeating the construct, The 
‘object, however, was too heavy, and they 
abandoned it just a short distance from 
its origina location, To recover the post, 
the PCs must face the Creature, which 
has crawled here from a crack in the 
south tunnel, 

Creature (EL 10): A wandering roper 
currently occupies the cave. The mon- 
ster stands near the cave wall opposite 
the pewter post; it attacks os the PCs 
inspect the object. 

Roper: hp 85; Monsfer Manual 50. 
Tactics: The roper is postioned on the 

ground among several strange rocky 
outcroppings, so it receives its full +8 
racial bonus to Hide checks due to the 
rocky terrain (For a total of +18). It waits 
until two or more PCs come within range 
of its strands before attacking. Although 
quite inteligent, this roper isn't interested 
in bargaining unless the PCs can provide 
in with an alternate source of fresh meat. 

Development: The passage leading south ends in 9 cave-in 
after a few yards. If you'd lke, the tunnel could be used to 
bring the, PCs directly 10 a section of the Underdark and 
another adventure, 

Tue Hibben Surine (Areas 21-34) 
Passing through the magical portal in area 2g, the heroes enter 
what was once Penfavasta’s home and Yenejg's hidden shrine. 
‘The rooms and corridors are lined with green tiles shaped like 
reptilian scales. Any light source moving along the tunnels is 
feflcted In such a way that a sof sy glow glstens on the 
files, giving the impression that the whole wall is undulating like 

‘some colossal snake. Here the air Is drier, warmer, and sur- 
prisingly freshened by a light, whirling breeze: this wind, haw- 
ever, carries a faint, disturbing smell of mysterious incense. 

‘All doors in this part of the dungeon are made of rein- 
forced wood: unless otherwise noted, they are stil perfectly 
functional, have no lock, and open easily by lowering a brass 
handle. The corridors are vw feet high. 

26. Ominous Cylinder. 

AA thick central column supports the 20-foot-high eciling of 
this room. The coluran is-an upright cylinder of iron, 6 feet 
in diameter and covered by ro-inches-long spikes that jut 
‘menacingly from Its surface. 

The cylinder has a nasty look, but i's immobile and harm- 
less, for Yeneig Togan died before enchanting it as a magical 
trap. The cylinder sounds hollow, and the stec! spikes can be 

unscrewed (Strength, DC 22). Through 
a hole left by an unscrewed spike, the 
PCS can see a narrower column of 
solid granite completely encased by the 
iron cylinder. 

27, Winged Demons, 

This tall room stretches upward 80 
feet to its apex. You enrer the room 
at floor level, from the 10-feet-wide 
passage in the middle of tho wast 
wall. On the other three walls, four 
srfect-wide archways open on the 
lop of truncated pilasters af various 
heights. A 10-foot-all band of differ- 
ent tiles runs all around the base of 
the chamber. The tiles bear the typi- 
cal spiraling motif of elemental air 
Under each of the high passages, at 
the base of the four pilasters, the 
band ts Interrupted by the painted, 
majolica. figure of an B-foor-tall, 
winged demon, The four demons are 
perfectly identical in appearance and 
pose and look forward with a fixed, 
hateful glare, 

See the adjacent diagram for the 
room's structure, The demonic statues 
and the spiraling symbols painted on 

the tiled floor radiate Conjuration magic when a detect magic 
spel is cast. PCs who moke 2 successful Knowledge (the 
planes) check (DC 15) recognize the demons as vrocks. The 
whirling breeze that blows in this part of the dungeon is 2 lit 
tie stronger here, as is the odor of exotic incense. This room 
is magically linked to the Elemental Plane of Air (the source of 
the Fresh air) and to the Abyss (the source of the disturbing 
smell reminiscent of incense). 

To reach the top of the truncated pilasters, the PCs must 
make 2 very difficult Climb check (DC 35) on the majolica tes, 
‘or use magic. The corridors beyond the high passages and the 
corresponding sections of dungeon were built at different 



heights (as noted on the “Secret Cavern” map). A locate object 
spell used in this room to find Jsinos Tyskie’s family ring 
reveals the passage to the south to be the right one. (The 
information given by the sorcerer concerning the ring is sul= 
ficient to use focare abject successfully.) 

Two rounds after one or mare living creatures enter the 
oom, the eyes of the demon images glow with a red fight, the 
breeze and odor of incense grows stronger, and the sinister 
presence of some creature~the vrock Typazkar-can be “Fel 
by anyone in the room. Once Typazkar is alerted to the arrival 
of intruders, read or paraphrase the folowing: 

‘The fixed eyes of the demons flare red and the stirring 
breeze increases, bringing an even stronger odor of incense. 

‘Yenejg linked Typazkar’s awareness to the majolica statues, 
and the vrock can use them to scry on the chamber and its 
‘occupants, Two rounds after the statues’ eyes begin glowing. 
summon monster IX spell (cast by a 17th-level caster) beings 
Typazkar to the room. This spell can be activated once/day; 
destroying all Your statues negates the spell and prevents the 
vvrock from materialzing 
G Mojolica Vrock Statues, Hollow (4): Hardness 6; hp 30; 

SR 2x, Break (DC 20). 
Greature (EL wl: Typazkar does not use its telepathy 10 

contact the PCs. Instead, the vrock uses the 2 rounds before 
its appearance to activate its detecr good and mirror image 
spell-lke abilities. On the third round, the vrock materializes at 
the apex of the room, just below the ceiling, 

 Typazkar (Vrock): hp 61; Monster Manual 4, 
Tactics: Typazkar charges with a sin 

‘fe claw arrack. During 
the fight, the vrock 

does not use any 
supernatural oF 

7 spell-lke 
abilities, 

A 
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preferring to make full-attack actions. The demon concen- 
trates all five of its melee attacks on a single target. Typazkar 
also uses its extraordinary ability to release spores every 3 
rounds as a free action, The demon fights to the death, using 
its defect good power to discern its preferred targets. If nat 
kiled, Typazkar automatically returns to the Abyss after 17 
rounds (when the summon monster IX spell duration expires). 
Development: Yenejg used /evitare to traverse this room, 

instructing the vrock to elevate anyone else with its felekine~ 
sis ability. PCs can use similar magic to navigate the room, 

28, Ceiling Trap, 

The corridor makes a sharp bend and ends at a wooden 
door. A 6-inch- diameter, brass eight-pointed star is Fixed to 
the middle of the door. 

Trap (EL 3): Beyond the door, a 5-foot-square raom houses 
the bulky mechanism of a complex and deadly trap. When 
someone opens or smashes down the door (Break DC 16), a 
metal bar on the other side falls on the floor, releasing a winch 
connected to a hoist and set of steel chains that hold up a sec~ 
tion of Folse ceiling over the passageway, The false ceiling con- 
sists of three 6-inch-thick. 5-foot-square slabs of marble (each 
weighing about one ton) that are linked 10 the chains. with 
screw pitons. When the false ceiling falls, any PCs standing in 
the 5-foot by 15-foot space before the door suffers 66 points 
‘of damage, or half damage if a Reflex save (DC 1g) succeeds, 
Disorming this trap is difficuk, but PCs aware of the trap can 
devise a method to activate it from a safe distance. 

7” Crushing Ceiling: CR 3: 646 points of damage: Reflex 
saving throw (DG 19) halves; Search (OC 21); Disable Device 
(OC 29) 

29, Idol Trap. The corridor bends north and dead-ends after 
20 feet. At the end of the hall stands a 3-foot-high cylindrical 
plinth topped by = 3-foot-tall stone Idol resem 
bing a crouching drerch with a gaping maw and 
gangly. outstretched claws 

‘Trap (EL g): The demon idol radiates a 
chaotic evil aura, and a 
detect magic spel 
reveals a moderate 
Necromantic aura, 

\ 
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ifone or more lawful or good intruders come within 20 feet 
of the Idol, it shoots the black ray of an enervarion spell at the 
nearest target. IF the sculpture senses neutral heroes only (or 
Ps obscured by underectable alignment), the aura of black 
‘energy just ingers on the idol as long as an inteligent creature 
{int 3+) stays within range. 

Touching or attacking the idl in any way triggers the ener 
vation eftect (with a +6 circumstance bonus to hit). A PC who 
casts defect magic and makes a Spelloraft check (DC 24) on 
the aura identifies the enervarion effect and can counterspell 
it, A successful dispel magic cast on the idol (DC 28) removes 
the trap. Reckless PCs can also attempt to destroy the idol 
before ir discharges its. ray, but this is extremely difficult 
(hardness 8, hp 180, Break DC 35). 

The trap strikes with a +4 bonus to initiative, and it cannot 
target a PC who moves out of sight. PCs just peering beyond 
the comer from the sharp bend before the trap have a good 
chance of avoiding it and receive up to 90% cover, depend- 
ing on their actions. After making their ranged attacks (or 
after a suecessful dispelling or counterspelling), the enchanted 
blocks crumble to dust. 
7 Telekinetic Projectiles (7); CR 4; +6 ranged, 4d6 (xa) and 

148 (<5) points of damage; this trap cannot be disabled by 
normal means; hardness 8; hp 15 and 6o. 

gi. The Mace. This chamber is one elaborare trap. Refer ro the 
adjacent diagram for the room's structure, and read or para- 
phrase the folowing when the PCs approach the room: 

The trap cannot target a PC who 
moves out of sight. PCs lust peering 
around the bend have a good chance 
of avoiding the trap and have up to 
90% cover. The idol detects nearby 
creatures and their alignments with a 
magical blindsight and can project its 
attack into the Ethereal Plane. 

IF hit, the target of the enervation 
ray suffers iq negative levels (no 
save), After shooting the enervation 
ray (or after the enervarion effect is 
dispelled or counterspelled), the idol 
breaks into minute Fragments 

7" Enervation Trop: CR 3; roy 
attack (+6 ranged) for idq_ negative 
levels damage (as enervation spel) 
this trap cannot be disabled by normal 

go Tolekinatic Trap. Read or para- 
Phrase tho following when the PCs 
round the bend in the corridor: 

Sone blocks and heavy ceramic res 
are scattered at the end of this 
Unfinished corridor. Suddenly, two 
blocks and five tiles rise from the 
floor and float In the air. 

‘The floating blocks and tles, which radiate Transmutation 
magic under the scrutiny of a detect magic spell, attack the 
PCS as objects thrown with a felekinesis spell (gth-level 
caster). 

‘Trop (EL 4): The trap springs when one or more inteligent 
creatures (Int 3+) come within 15 feet of the end of the corri- 
dor. Each projectile attacks a different target. chosen af ran- 
dom among those possible, derecting nearby creatures with a 
magical bindsight. The five 25-pound tiles each deal 145 points, 
‘of damage, while the two 100-pound blocks deal 446 points of 
damage apiece. A PC who makes 2 successful Spellcraft check 
(DC 20) can identify the relekinesis effect and can counterspedl 
it. A successful dispel magic cast on the end of the tunnel (DC 
zo) removes the trap. The blocks and tiles can also be 
destroyed thraugh brute force. Cansider all projectiles to have 
AC 10. The tiles have 15 hit points each, and the blocks have 
60 hit pointe 

‘A wooden stairway leads 10 feet up to 
@ wooden door painted deep black 
The door Is adorned with the tessel- 
lated image-of a heavy mace, inlaid on 
the surface with milky white pieces of 
mother-of-pearl. 

Treasure: IF pried from the door, the 
mother-of-pearl pieces are worth & total 
of 20 gp. The door tise 4s stuck In ins 
frame, and forcing it open (with a suc~ 
cessful DC 6 Strength check) activates 
an insidious Trap, 

Trap (EL6): The door at the top of 
the stairs appears stuck, Forcing it open 
releases two hooks beneath the staircase 
thar prop up its upper end. The wooden 
stairway swings down into a hidden space 
below, Anyone on the stops falls down a 
chute into a to-fect-deep pit lined with 
steel spikes. 

The room beyond is shaped like tall 
silo, with the floor 3o feer below the top 
of the stairway. The pyramidal ceiling is 
studded with large, metal bosses shaped 
tke gaping, fanged mouths. Each spike on 
the floor corresponds to a particular 
boss, Both the floor spikes and the 
bosses above radiate Conjuration magic 

when a derecr magic spel is cast. When a spike draws blood 
from a living creature in the room, the boss over it flashes and 
triggers a summon menster it spel, Each spell summons a var- 
Soule, which dives in the following round to finish anyone 
who has fallen into the trap. 

7” Spiked Pit and Summoning Trap: CR 6; 246 points of 
falling damage, 1d3+1 spike attacks (+12 melee) for 1d6 points of 
‘damage per successful hit; each hit summons a vargoulle (see 
Creature below); Reflex saving throw (DG 22) negates; Search 
(OC 29} Disable Davice (DC 27). 

Creatures (EL included in the Trap): The vangouilles sum- 
moned by the steel mouths on the celling disappear after 10 
rounds and cannot leave the room. While fighting on the bed 
of spikes, a PC suffers a -2 penalty ro amrack rolls and a -4 
penalty to effective Dexterity, and maves at helf speed. 

APC struck by a vargouil must succeed at Balance check 
(OC 5 plus the damage suffered) or provoke an immediate 



attack of opportunity from one of the spikes. A maximum of 
‘sn vargouiles can appear in the room in a single day. 
‘ Vargouilles (up to 10): hp 5 each; Monster Manual 182. 

32, Gate Room, 

‘This chamber has a vaulted, 15-foot-tall celling supported by. 
six evenly spaced pilars. A rectangular alrar has been raised 
on a pedestal in the eastern half of the room, with an elab- 
orate set of chains and shackles fixed on its top, The base of 
the altar is 4 fost wide and 8 foot long, dacorated with inter 
‘woven carvings representing chains, spikes, and blades. Oval 
plates of gold, each with a siaring ey engraved on ils sur= 
face, have been fixed in the middle of each of the four sides 
of the altar 

‘The center of the east wal features a 1osfoot by s0-foot 
falze portal shaped rather like horseshos, The falze portal 
has a -foot-wide brass frame circumscribing a smooth slab 
Of white: marble, The frame is decorated with arcane symbols 
and demonic faces, Red gems are ser In the brass frame at 
Various points. 

Like the teleportation rooms (areas 10 and ar), the False por- 
tal is.a device invented by Yenejg Togan, IF a dimension door, 
teleport, teleport without error, passwall or plane shift spells 
cast while touching the marble slab, instead of the normal 
effect the caster causes a gare to open within the frame, An 
analyze dweomer spell cast on the false portal reveals its 
powar, as does an inteligence check (DC 17) made after using 
read magic on the frame's arcane symbols. 

IF you are not prepared for your PCs to deal with an extr 
planar gare, you can rule that the portal works under prohibi- 
tive conditions, such as the performing, of foul sacrifices. The 
‘activated gare radiates Transmutation and Conjuration magic. 
A total of seventeen identical red garnets (worth 100 gp each) 
arg got into the frame at various points; they can be dislodged 
with a short blade or sharp tool. If one of the garnets is 
removed from the frame, the gofe cannot be created, 

The top of the altar is smooth marble with Tour steel rings 
near the corners where the shackles are flxed. The four gold 
disks on the base weigh § pounds each and are worth a rotal 
cof 1200 gp (Strength check, DC 2g, to remove). The altar radi- 
ates Abjuration and Conjuration magic when a detect masio 
spell is cast, as woll as 6 strong, lawful evil aura. Yonoig used 
the altar during sacrificial rituals. To hold his screaming. vi 
tims, the wizard bound a kyton within the altar, When the PCs 
enter the room, the chains rattle vigorously. Read ot pa 
phrase the fallowing: 

‘The ates! choina on the altar rattle about as if shaken by an 
Invisible force, A sparkling, green light appears in the eyes 
‘of the disks around the altar bass, Then, you hear & guttural 
‘voice from within: "Who goes there? Is it you, untruthful 
wizard? Where have you been? What abour your oath 10 
release me after seven years of service? Do so at once!” As 
the voics echoes in the room, you see two. chain segments. 
rise rom the altar lke steel tentacles. With 0 serles of fright- 
‘ning clicks, each chain sprouts razor-eded barbs, 

Yenejg summoned Remzash, the kyron trapped Inside the 
altar, when he became ruler of the city, Yenejg made a pact 
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with the eaptured devil, vowing to release him after seven 
years of willing service as torturer and guardian af this room, 
Unfortunately for Ramzash, the wizard did not live. long 
enough to free him, and the kyton has remained inside his 
prison ten times longer than was promised him. The kyton's 
‘marerial body is hibernating inside the altar base, which is hol 
low lke a sarcophagus. From within the sarcophagus, however, 
Ramzash can use his ability to animate chains, and he uses the 
golden eyes to see, hear, and speak 

The kyton is furious about his situation, If the PCs answer 
Ramzash’s questions in a truthful and logical way, explaining 
‘what has happened to Yeneig Togan, the kyton asks them t0 
free him from his prison, Ramzash does not know about other 
Toms in the dungeon, and he Is unwilling to say anything 
‘bout the sacrifices performed in the room during his first 
three years of captivity. He does know that light can break the 
enchantment that keepo his material body in hibernation, and 
30 he asks the PCs to remove the lid of the altar-sarcophagus. 

Breaking the altar base (hardness 8; hp go; SR zo) or tear~ 
ing off a golden eye-disk have the same effect of removing the 
lid, as these acrions creare a hole in the structure thar allows 
a sliver of light inside. Ramzash hated his chaotic evil master 
and is eager fo return to his home plane; he swears that he will 
depart immodiatoly for the Nine Hell if the PCs free him from 
his prison. If the PCs refuse fo help, the kyton attacks them 
with his chains, irying 10 keep them out of the room. On.the 
other hand, if the PCs agree to his deal, Ramzash lets them 
approach the altar, Removing the lid requires. a successful 
Strength check (OC 21). Inside the sltar-sarcophagus, the PC 
Find the horrid kyton with eyes closed and his chain-shrouded 
‘arms crossed over the chest. As soon aa light falla upon bis 
body, Ramzosh’s eves pop open and he loughs gleefully: "You 
did It, mortals! See you in the Nine Hells!” The lawful kyion 
keeps his word and disappears the following round In a cloud 
of smoke. 

Creature (EL 5): While trapped in the altar, the body of 
Ramzonh jo practically invulnerable and the PCs must fight his 
‘wo chains instead (hardness 1; hp 13 each; SR 17), The chains 
have a reach of 20 Feet. Attacking a chain is tke striking 
weapon and provokes an attack of opportunity from he kyon 
(maximum of one per round). Thanks to the golden ayes on the 
altar base, Ramzash is magically aware of his surroundings 
‘within 60 feet, can soe invisibility, and fighte with no penalties 
duc to his condition. If both chains are broken, the trapped 
kyton dies of shock with a horrible scream: His material body 
‘crumbles to dusl, and the green light in the golden eyes goes 
‘our. The PCs should be awarded Ramzash’s full XP value If 
they defeat the chains, but only half if they free the kyton 
trom his prison. (A destroyed devil is @ better accomplishment 
than one just sent back home). 

 Rameash, Kyton: hp 45 (almost untouchable while trapped 
in the altar); Monster Manual 48. 

Tactics: Ramzash targets spellcasters within reach of his 
chains first, hoping thar fighters and their ik wil be foolish 
enough to smash open the sarcophagus to reach him. f a PC 
begins attacking the chains, he immediately changes his focus 
to that person, not stopping until that foe is slain, 

33. Anteroom. The east door is trapped (see Trap #1 below). 
‘The trap Is triggered the instant a living creature other than, 
Yenejg ot Penfavasta crosses the doorway. 
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Trap #1 (EL 7): A symbol of insanity has been inscribed on 
the flaor in the doorway. When the door is closed, the symbol 
's obscured and requires a successful Search check (DC 43) 10 

‘when the door is opened, the symbol is automatically 
visible. The symbol looks like a stylized "Y." 

When triggered, the symbol affects all creatures within 60 
feet whase combined total hit points do not exceed 150. The 
symbol lasts unt it has affected 150 hit points worth of crea- 
tures, The effects of the symbol are identical to the insanity 
spell (see Player's Handbook, page 217). 

f° Symbol of Insanity: CR 7; causes inzonity (as the spell) 
to all creatures within 60 feet whose total hit points do not 
exceed 150; Will save (DC 22) negates: read magic with a suc~ 
cessful Spellcraft check (DC 19) allows one to identify the 
effeers of the symho/ withour discharging it; Search (DC 39) 
Disable Device (DC 9) 

Read or paraphrase the following when the PCs peer into 
the chamber: 

This room looks like 4 small study, An ornate desk stands 
against the south wall, with a marching chair and a clay trash 
‘can nearby, A large trunk sits in the northeast corner. The 
lay mask of a grinning medusa hangs on the wall over the 
trunk, An odd-looking padded armchair sits in the northwest 
corner, and a circular wool rug covers the center of the 
floor. A heavy oak door is set into the diagonal wall between 
the west and south walls. 

This anteroom was used by Yenejg to rest and meditate 
during his visits to Penfovasta, The diagonal passage leads 
directly to what once was the marilith’s apartment (area 34). 

The clay trash can is empty. 

TENUG TOGAN’S 
This 
‘outer planes, and it include 

PLANAR oTLLABUS 
ome is a thorough account of Yenejg’s travels in the 

information about outsiders. It 
d, cryptic mark: 

iiates Di 
and its base 

wos written by the wizard in enchant 
magically train an apprentice. The book 

F magic spell isc 
determined 

Infernal. ¥ 
1 PC 
cessful Deciphe 

died in throe days b 
able oF with 0 24 

Script skill check (DC 25). A PC 
spends the tudying the tome 
ranks of Knowledge (ihe planes). After 
bonus, the writing on the pages disappear 

Yeneig’ syllabus is not an evil book, per se 
it from the lore it contains 

onferri 

and 
Unread, the 
sp per skill .000 fp (500 

rank conferred), b cla 
h. An arcane spellcaster who has 

he planes 
has the 

‘might pay twice 
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dar 
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1 awrite the hook sf Scroll fe 
fo cast contact other plane and fe 

number of Knowledge (the planes) 
new book must be equal to oF less than hal the 
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a week, 500 per skill rank siored inside the 
syllabus. 

onferred by the 
number 

er must spend 

On top of the desk rest three quil, a triple inkpot (contain 
Ing the dried remains of black, red, and biue inks), a charcoal 
pencil, and the items described under Treasure #1 below. The 
desk has four drawers, all of which are locked: they contain 
Treasure #2, 

Locked Wooden Drawers (q): 1 in, thick: Hardness 5; hp 
5: Break (DC 14); Open Lock (DC 19) 

The large trunk against the east wall is made of oak planks 
bound with iron and closed with a big, rusty padlock, Inside is 
Treasure #3. The clay medusa mack hanging over the trunk is 
1 mundane and harmless objec. 

@ Locked Large Trunk: sn. thick: Hardness 7; hp 18: Break 
(DC 24): Open Lock (DC 23), 

The wooden parts of the padded armchair are carved to 
resemble hordes of screaming dretches, The armchair radiates. 
Tranemutation magic if a detect magic spall is cast, and it is dan- 
‘gerous (see Trap #2 below) to anyone but its deccased owner. 

Treasure #1: In addition to the less valuable items, PCs 
searching the top of the desk find 2 sharpening knife made oP 
platinum and sliver (40 gp), a golden candelabra shaped like a 
fivecheaded hydra (250 gp), and two books bound in silver 

‘One of the two fomes on the desk is a spelibook. The metal 
binding of the book is lacked (Open Lock, DC go; Break DC 25) 
and covered with demonic carvings, but it i not trapped. The 
pages inside contain the following arcane spell: 3rd~keen 
edge. fly. summon monster Ml. vampiric touch: ath—sold fog, 
contagion, polymorph other: sth—lesser planar binding, rele 
port; Gih-summon monster Vi, control water. The spells fil 92 
of the 100 pages of the book. 

The other book looks similar to tho first, but itis a cryptic 
diary of Yeneig Togan's experiences in the outer planes, See 
the “Yeneig Togan’s Planar Syllabus” sidebar for details on this 
magic tome. 

‘Treasure #2: The desk drawers hold the following items: 
Drawer 1. This drawer contains a stack of blank parchment, 

a fine brush made of fiendish boar bristles (5 gp), and a 
wooden holy symbol of Pelor (taken from a slain adventurer), 

Drawer 2. This drawer contains a portable silver incense 
burner (1o gp), a-sinall wooden box of seventeen tindertwigs, 
and four rectangular blocks of green incense. The incense is 
magical and has a smell similar to the exatic odor that per~ 
vvades this part of the dungeon. if burned, it has the effect and 
duration of a potion of intelligence for every living. being 
within 10 fet. 

Drawer 3. This drawer holds three identical, unlabeled crys- 
Jal vials containing different liquids: & potion of bul’s srrengrh, 
2 potion of cure serious wounds, and a potion of gaseous 
form. Breaking or forcing open the drawer (rather than pick- 
ing the lock) has a 50% chance of shattering one of the vials 
(determined randomly). 

Drawer 4. This drawer contains 2 gold-rimmed magnifying 
loss (120 gp), a pouch containing seven moonstones (50 gp 
each), and a strange dagger. The dagger, made of soft pewter, 
is magical. Is blade is shaped ike a forked tongue, and its hilt 
looks like a grotesque reptilian demon with arms outstretched. 
Although useless in combat, the dagger works as a brooch of 
shielding for its bearer. It can absorb 45 more points of magic 
missile damage before meting. 

Treasure #3: The inunk contains @ folded green cloak, a 
large bedrol, three woolen blankets, a leather bag containing 
370 Sp, and a black, 2-foot-long wooden stick with s silver tip, 



‘The tip Is shaped like @ minute demon holding its right forefin- 
er before its mouth. The stick is a wand of silence with 22 
‘charges remaining, 

Trap #2 (EL 3) If an intoligent creature (Int g+) touches the 
‘armchair, she must make a Fortitude save or be turned into 
dretch by a polymorph other spell The rap works only once, 
after which time the magical aura of the armchair fades away. 
‘A successful aispe/ magic cast on the armchair removes the 
trap (DC 18), 

“7* Polymorphing Armchair: CR 3; turned to a dretch (see 
Monster Manual for details) by 2 polymorph other spelt 
Fortitude saving throw (DC 16) negates; his trap cannot be 
detected or disabled by normal means. 

34. Penfavasta’s Room. Read or paraphrase the following as 
the PCs peer into the diagonal corridor leading to this room: 

The door from the anteroom opens into 2 diagonal corridor 
ending at another door engraved with an eight-pointed star. 
The scaly, interlocking les thar cover the wall surround six 
painted murals depicting various horrible fiends—three per 
wal. A faint, amber light seeps through the crack under the 
far door, 

‘The murals depict the following demons: northwest wall— 
succubus, vrock, hezrou: southeast wall—glabrezu, nalfeshnee, 
balor. The murals are skilfully rendered bur harmless 

‘When the PCs open the unlocked door at the end of the 
corridor, read or paraphrase the following: 

You stand before magnificent 25-foot-tall vaulted chember 
walled in fine marble, The room is 30 feet square with 
smooth corners. Six slender pillars, sculpted like bumpy rree 
runks, are irregularly distributed about the chamber, The 
pillars blossom near the ceiling in a lattice of brass branches 
and leaves that cover almost the entire surface of the vault. 
Seven glowing, silver orbs Fixed to the branches light the 
chamber. The metal foliage is populated by small, alabaster 
statues of monkeys and snakes. White and bie mosaics of 
elght-pointed stars of various sizes decorare the walls, par 
tilly covered by orange curtains. 

[Near the middle of the floor, multicolored rugs and lux 
rious pilows surround a marble pool. An unmade double 
bed, with blue sheets embroidered with thread of sold, rests 
inthe northwest corner. A marble dressing fable with a large 
mirror stands against the west wall, crammed with vials, 
flagons, and caskers. Files of precious items and coins are 
scattered an the floor, their shine only partially dimmed by 
a layer of dust. 

‘The gaudy furnishings and plain ostentation of treasure 
suggest @ weird cross between the chamber of a spoiled 
princess and the lair of a dragon, 

‘The seven silver glahes on the ceiling cannot be taken away 
without extinguishing the permanent /ight spells inside them. 
Removing the globes requires 2 Climb check (DC 15) to ascend 
the pillars first. Each globe, engraved with 0 stylized flame 
motif, is worth 5 gp. 

ane of the small alabaster sculptures among the brass 
branches are summoning devices similar to the demonic star- 
tues in area 27 and the bosses in area gt. When the party 
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enters the room, 2 PC who makes a successful Spot check (DC 
16) notices that one of the alabaster monkeys has four arms as 
well as a flickering, murderous glance in its eyes. Immediately 
after, three four-armed alabaster monkeys trigger summon 
monster V spells within the room, summoning a rio of fiendish 
Eirllons (see Creatures below). 

The pool, 15 feet in diameter, contains no water, and a layer 
_greenish dust has settied on the bottom. The dust is a harmless 
‘cosmetic mixture. Near the pool, four ceramic bortles of var- 
ious sizes and shapes hold exotic bath salts (total value go gp). 

The mirror on the dressing table is magical. When the PCs 
look into the mirror, they see a three-dimensional image of 
Penfavasta captured in Its reflecting surface, Read or para~ 
phrase the following: 

A three-dimensional, stil image of # marilith is reflected by 
the mirror. The six-armed demon, sitting on her coiled 
spires, beholds her inhuman beauty with a triumphant 
‘expression, Her fave and arms are garishly made up with a 
bright red war paint. On her upper body, the demon wears 
a golden gem-encrusted pectoral, a dozen silver armbands, 
and a precious headpiece. A m« tar, greataxe, and tri- 
dent, now missing in the reality before the mirror, can be 
een resting agsinst the edge of the table—in 0. chamber 
‘where the pool s full of water and everything ese looks new 
‘and shiny. Two other objects-a four-polnted shuriken and a 
hexagonal, crystalline prism—appear in the reflection near 
the marilih’s elbows but are nowhere to be Found on the real 
dressing table, 

The mirror radiates tlusion magic and can take stil, three= 
dimensional pictures of what fs before i when an intelligent (Int 
3+) creature touches its surface. Presently, it shows the last 
image of Penfavasta before she used her teleport without 
error ability to join Yenejg Togan in his battle against Falerjan, 
The image does not change or move in any way unless a PC 
touches the mirror. In this case, the reflection blurs and Fades 
into blackness before reforming in a new image after a few 
seconds, This time, Penfavasta and her weapons have disap- 
peared, and the PCs see a “picrure” of themselves in a dusty 
oom with an empty pool. If a PC tries to dislodge the mirror 
from its marble frame, the latter shatters and loses its magical 
abilities. The mirror’s magic Function can be turned off (an on 
again) by touching the surface and speaking Penfavasta’ 
ame as a command word. The mirror reflects images nor 
mally when Its magic is turned off. You can use the “old” Image 
to drop in an important clie appropriate to the campaign 
Perhaps a key villain (a long-lived or undead one) paid a visit 
to Penfavasta seven decades ago, ot an artifact sought by the 
PCs was among the marilith’s treasures just before her death, 
but now i missing, 

Greatures (EL 8): Exch summoned fiendish gallon materi= 
alizes within reach of a random PC. The summoned mansters 
surprise those PCs who did not notice one of the evil-loaking 
monkey sculptures hanging from the celing. The fiendish giral- 
fons Fight until destroyed or until 1g rounds had elapsed (at 
which time the spells duration expires) 

fiendish Girallons (a): CR 6; Large Outsider (Chaotic, 
Evil; HD 7diong hp 52. 50. 49; hit +3 (Dexl: Spd 40 fr. 
climb 40 ft; AC 16 (+1 size, +3 Dex, +4 natural), Atk +12 melee 
(idg+8 be]. claws) and +7 melee (14844, bite: Reach 10 ft: SA 



THE SEVENTH ARM 

ENCOUNTER LEVEL (HART 
Some ELs in this adventure are rated Ile fower due ro the fact thar 
the monsters are summoned by devices rather than encountered nor~ 
mally. This holds trun for lypazkar (area 27), the vargoulles (area 30), 
Ramzash (aren ga), and the jello (area g4). These creatures present 
an aasior challange forthe PCs, ae they are more vulnerable to dispelling 
and protection opel 

Summarized below are the Encouwer Levels (EL) for ll he encoun 
ters in "The Seven Arm’ 

Area _Encountr Desripton 
+ $ Cerlag, Mae Half Rags 
9 Male Bugbear Sriper 
Barbed Net Trap 
sf Ske Pu Trap 
47 Shed Pendulum Trap 
{+g tla Bughear Hunters 4) 
1-9 Toadstool, Male Halhuman/Hall-Riend Com 
7 # Chast () 
9. $daines Tyo, Male Human Sor8 
11 er, Lana 
re - Lange Water Elemental () 
16 Wrz, Male Bugbear Exp 

with 8 Female Bghenrs (noncombatants) 
18 9 Bugbear Females (6) 
19 # Mole Bugbears (5) 

wih Wirzokk 
18) ale ubcars (i) 

wih Wrzohk 
S564 o+ pee cosVaeernag 23 Phantom Fung (0) 

“7 Prismatic Curtain 
Red 5 
Orongs 3 
Yalow 0 
Green 5 
ive 1 
indie . 
Violet a 

25 # Roper () ‘0 
87% Typackar, Sumioned Vio " 
2D -¥* Crushing Ci 3 
20" Enervaron Trp 3 
30 +7 Telehineto Projecties 4 
3 —-¥" Spiked Pir Br Summoning Tap 6 
32 Ramaath, Summoned Kyron 5 
33+" Symbol of sanity 7 

7 Polymorph Arca 4 
34% Siinoned Fens Gallons @) 6 

"This encounters nat keyed to sprite location 
** These are random encounters 

rend, smite good; SQ damage reduction 5/1, cold and fire 
resistance 10, SR 1g, darkvision 60 ft, scent, AL CE; SV Fort +7, 
Ref +8, Will +3; Str 26, Dex 17, Con 14, Int 3, Wis 1, Cha 7. 

Skifs: Climb +18, Move Silently +8, Spor +7. 
SA-Rend (Ex): IF a fiendish girallon hits with two claw 

attacks, it latches onto the opponent's body and tears the flesh, 
This automatically deals an additional adq12 points of damage, 

‘SA~Smite Good (Su): Once per day, a fiendish girallon can 
make a normal attack to deal 7 additional points of damage 
against a good foe. 

Tactics: The girallons attack with unmatched fury, using 
their smite abllty in the first round and attacking the nearest 
torgets almost mindlessly until they, or their victims, are slain 

‘Treasure: This room holds many valuable trinkets and tro- 
Phies, On the dressing table, the PCs find the following items: 

+ A collection of high quality make-up implements such as 
brushes, nal files, combs, hairpins, and so on. Many of these 
items are made of gold and Ivory inlaid with diminutive gems, 
‘nd have incredibly odd shapes and decorations, Penfavasta’s 
“beauty case” is worth a total of 400 gp. 

+ Five slander clay flagons containing perfumes, balms, and 
‘cosmetic oils (total value 70 gp). 

« Three different glass vials containing oi! of timelessness, 
4 potion of Charisma, and unholy water respectively. 

+ A silver palin box (worth 1 gp) with a magically pre- 
served lock of blonde. hair (Penfavasta’s; it might be useful to 
‘create a magic item) tied with a green ribbon. 

+ A small wooden box containing a collection of rings 
(worth a total of 100 4p). Before the Rule of the Seventh Arm 
and Penfavastas terrible series of murder the rings belonged 
to the leaders of the most Important familes of the city, Among, 
‘fotnl of sixtean rings the PCs can find Jainos Tyskle's ring of 
counterspells (currently contains ahold person spell see the 
"Dealing with the Sorcerer” sidebar) and a ring of swimming. 

+A pouch containing 10 gems of various types, worth 500 
‘KP, 200 p (x3), and 100 gp (x6) respectively, 

+A caskel containing a silver necklace with thirty whire 
pearls, worth 3,000 gp total 

‘The gold-embroidered blanket on the bed is worth 400 gp. 
The remaining treasure scattered about the room consists of 
1 vast number of coins ofall types (about 100,000 ep, 30,000 
2p, 14500 gp, and 100 pp), heaps of bangles and semiprecious 
stones (assume 8 fotal of 200 pieces worth 10 xp each), lesser 
art objects (fora value 2,500 gp), silverware (1,500 gp), pre: 
‘lous vases (fora value ,000 gp), fine carpers (fora value 500 
4p), and many worthless playthings, Carting everything to the 
teleportation room (area ai) raquires some vigorous backs and 
20 hours of work (assuming four workers), and bringing all the 
furnishings back 0 Shapic could be a difficult job indeed. 
Although the treasure amassed here isa remarkable portion of 
what was stolen by Yenelg, most of the wizards booty was 
sacrificed to powerful demons and spirited away to the Abyss. 

Concubine the Apventure 
IF tho PCs reach Penfovasta's room and gather its treasure, 
they might need some help carrying it out of Tarwood, Taken 
to the fas! copper, in fact, all the riches In area gq weigh no 
less than three tans. To bring everything home, the PCs could 
return fo Shapic and rent some mules or use their own mounts, 
as such. I the escaped bugbears have come back to the tower 
with considerable reinforcements, the PCs might be attacked 
by the bugbeers a3 they load their pack animals with lots of 
tantalizing goods. The ambushing group. upto fifieen warriors, 
imight be led by the chieftain of the tribe (Wars) and include 
an adept (Adp4), Wurzokk (iF stil alive), or even a vengeful 
sJainos Tyskie (if the PCs attacked him). 

IF the PCs have given the bugbsars a sound beating, the 
inhabitants of Shopic warmly welcome them and Bria prepares 
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a feast in their honor, Piasem, the old ranger, is so pleased that 
he offers his quiver of Elhonna to an archer in the party for 
Just Goo gp (one third of marker price). 

‘Once back in the city, the heroes are rewarded by Kalier 
Golada based on their secomplishments. The city treasurer 
gives them 300 gp for unraveling the mysteriea of Yenejg's 
tower and 1000 gp if they have captured Jainos Tyskie, If the 
PCs make a gaudy entrance in the town with a cart Full of 
riches, a mob of beggars surrounds the party asking for char 
ity and tugging at the cloaks of good heroes. Chevreg, the old 
man by the statue of St. Cuthbert, recognires a silver bow 
(worth 20 gp) as his "grandfather's spittoon” and humbly asks 
for it. Kalier Goloda, after endless handshakes and congrarula- 
tions, thanks the PCa for bringing back what once belonged to 
his fellow citizens and says that, according tothe lacal law, half 
of it must go to the heirs of the rightful owners (city aristo~ 
rats), How the rreasurer enforces this legalized rabbery is up 
to you, but i's unlikely that Kalle will act an threats to “oust 
‘the heroes from the cily if they do nat “abide by its rules." If 
the heroes comply, the treasurer 2ays that they should stil pay 
‘8 20% custom tax for bringing 30 much money and goods 
inside the city walls, At this point, if the PCs show signs of hos 
ilty oF intolerance, Kaler drops the matter, dismissing the tax. 
‘After relieving the heroes of half thelr loot, the city treasurer 
is willing to forgive even a PC who has stolen Yene)g’s medal- 
lion from hi custody, OF courso, Kalior asks the PCs to return 

‘ 

' 
' 

' 
' 
' 
' 

' 
1 
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the marilt's disk to the city treasury, now that they have no 
further use for it. After business, iF everything goes well, Kalicr 
invites the PCS to drink a cup of wine in the city hil 

Regardless of haw events unfold with ihe greedy treasure, 
the town offers the PCs the opportunity to visita large mar- 
ket, where they can sell most of the precious objects found in 
Penfavasta's apartment at convenient prices, 

Tito Lear) writes: "Ym pursuing 
‘qualification to teach fralan 
10 foreigners and exploring 
central Europe whenever 
find some coins in my 
pockat instood of cobwebs. 
{In also trying to Agure 
out the secret of writing 

sful narrative 
text-in talan, of 
course!" This is Tito’s 
fourth appearance in the 
‘magazine, after “Trial of the 
Frog (issue #78), “riandel” 
(issue #83), and "The Shalm's Dark 
Song” (issue #87). 

suce 



LETTERS (continued from page 12) 

Submitting "Maps of Mystery” is as easy 
as sending them in, Be sure to inckide a 
copy of our Standard Disclosure Form 
(which you can downjoad fram aur web- 
site) with your map submission. Digitally 
rendered maps are preferable to hand- 
drawn ones, 

OUT Of ERIN, OUT OF MIND 
I really disliked tsstie #86. | can under 
stand why you printed the DRAGONLANGE 
adventure, but you gave poor guidelines 
for adapting to a more “normal” cam- 
poiga, Worse. stl, you gave it far 100 
many pages! If it only took up a few 1 
wouldn't mind so much, 

Even worse was the Crusades adven- 
ture (Mysterious Ways")! Ignoring the 
fact that the adventure portrays the 

Come Hither, 

Chivalry Sports™ 
Renstore.com 

Ready to serve all of 
‘your Renaissance 
desires, from clothing 
to weapons, Visit the 
website now or call 
for a free catalog. 
1-800-730:5464. A 

you Saucy Wench 

True Cross as a weapon and an object of 
political ambition, you took a totally use~ 
less campaign setting and gave no guide- 
lines on how to adapt itl And i's near 
impossible! My point is this: (F you're 
going to use adventures from non-stan- 
dard campaigns, thon 

+ Moke sure it's a campaign that 
somebody actually thes (not the friggin’ 
Crusades), and 

+ Make sure it's easy to adap, 
{am really sorry to have to write @ 

latter of complaint to such a high quality 
magezine, but | truly feel I's necessary. 

Paul Tesvan 
via email 

Well, Paul, you have some interesting 
concerns. it's not our habit to print 
adventures for out-of-print campaign 

settings, but when you have such a Fan- 
tastic designer as Tracy Hickman, nor 10 
mention a fantastic adventure idea, i's 
hard to say na. That said, this i the First 
complaint we've had that the adventure 
‘was too hard ro adapt to non: Draconwancr 
settings—the same for Thomas Harlan's 
“Mysterious Ways.” In fact, most folks 
seam prerty pleased with “Anvil of Time’ 
(see the next lerter for one example) and 
how easy it was to adjust, “Mysterious 
Ways"is even easier: Try changing the 
names of the towns and the name of the 
artifact. Presto! 

DRAGONLANE STRIKES HOME 
I've been purchasing Dunorow Magazine 
on and off over the past cight years, and 
| must say that I have seen a steady 
increase in the quality of the adventures. 
Irs also nice ro see some of the old writ 
ers return fo create new adventures. | 
really enjoy seeing Krynn return, Lhope 
0 oe more DRAGONLANGE adventures In 
ious to come, 

By the way, the artis getting better. 
The minotaur (Issue #60) looks awe- 
someone of the best yer 

Travis Hoovestal 
Fredericksburg, VA 

THIS AND THAT 
Ron Wroczynsh’s emall requesting the 
inclusion of star blocks is primarily why | 
‘am writing. | understand and agree with 
your space concerns, but the adventures, 
are much easier to run with the stat block 
close at hand for immediate. reference, 
The gaine's low is sometimes dificult to 
maintain, and having to stop and flip 
pagges makes it that much harder: My pro= 
posal isto have a downloadable stat block 
appendix similar to those in the back of 
the Forge of Fury ond Sunless Citadel 
adventures. Put these pdf appendix 
pages for each adventure at the Dunceow 
website along with the downloadable 
‘maps. Referees can print these out and 
‘mark them up or highlight them as neces- 
sary, saving the page Fipping for special 
abilities or more complicated issues, 

Also, without yoing into lots of lori 
winded detall, here are my opinions on 
some other issues that have been men- 
tioned in the forums: 

Levels: | ike low- or mid-level mod- 
ules, | ean modify mid-level modules. up 
or down fo suit my player's needs. I dis- 
like most high-level adventures. 



TERS 

Tokens: Great. These are very useful. Mote dagen ers? THANKS TO 
Told-our maps and inserts: Greet, espe ; 

alally at a scale for miniatures. OUR PLATTESTERS 
Art:The art has been mostly great. | 

would like some black and white arf, howe Scott Heinz 
‘ver. Small black and white skatches make Ghuck Heinz 
reading the adventure more readable, and Teresa Miler 
\ can copy them for player handout. Sara Ashead 

Solo Adventuresit don't lke them, Go 8. Aarron Kemp 
online and play a MUD or Everquest Sean Jones 

CD in ths issue: loved I | also would Patrick Stutzman 
nt mind having the tokens, cut-out buld- D. “Opus” Wolfe 
ingo, or miniature-ecale dungeon tiles on | Melinda Woodard Gyndorhnvd 
an extra goodie CD. Nolan Haen 

Kevin Chenevert Billy Grant 
New Orleans, LA “Torje Toltingoim 

Timothy K. O'Ned! 
«Sat blocks inthe new edition are so com James F, Rhode, Jr, 

fare, it realy bol down to. this: Would ‘Warren Bella 
pga teh cat ss ‘rather have the information you can ‘Martin Matton. 

Mec Came find in your three. core. books’ printed Robert Phelps 
svete ADabO wd again in Dunacon and lose one adventure Darren Jensen wie Wee Wo Dea per tssue, or would you rarher have rhe Steve Bell 

Clave ‘extra adventure and do some page filp= Laif Wahlborg Nocompuat WiteReaweapinlo — WA pin? Beleve me, the star blocks add that Diane Wahlbory 
ONL Hote 285 ‘much space. Robert Olmsted 
aah a. ales Dragon Magazine has published several Matt Borseli 

dlaageon tes in recent isues, Expect fo see David Panker 
more of tse beginniy with the January Angela Parker 
2002 Issue, 02 

Come check out NERO! We are the premier Live Action Role 
Playing organization in the United States today. In Live Action 

Kae ei you become the character of your fantasies, 
acting ao the 2 action you used to describe as you sat rund 

gating table. thetead of dice, you use skills that 
dl aracter has earned as well as the skills the pl player ringe To 

the game. Your imagination has found a homel 

NERO has 34 chapters across the United States 
and Canada. Chances are, there is one near your 

homel For more information on NERO, or the 
locations of our chapters, check out our website at: 

www.nerolarp. com 
NERO [a a ragiatared rradamaric of NERO International, Ine. 

For mora information, or fyou are [ntarsutad in aparuting o NERO chapter in your area, eantaet Jaeeph Valenti at the NERD Otiee at 1-914-328-9123 

per/october 



MONSTER TOKENS—SET #3 Dungeon 
Sometimes it s easier to play out DEAD bates using miniatures on a battle mar, If you do not collect miniatures, you can use these 

Il of the monsters below are from adventures appearing in fssucs #87-88. To use, cut carefully 
along the dotted lines. When a monster is slain, lip over the token. Color photocopy this payfe to make multiple monsters of the 
same type. Permission is granted to photocopy these monster tokens for home game use only. 

tokens to represent monsters. A\ 

120, Wizards ofthe Coast, Ine. Al rghis reserved, 
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ens Manl Aer by Gln ngs Cao Alana, Ca Critchlow: Mech Kat Sct Fh Tod 
Lockwood, Dav Marin, Matthew Michell Wayea Rayne van Sncly, Aathany Waters, a Sam Wed 
‘Munster Maral A Direction by Dawn Muri Adtona! at by Stephen Daniele and Doulas Kovacs. 
200), Wards ofthe Coos. ne. A nights reserved. 
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