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14 THE WHISPERING CAI 
by Erik Mona 
Ahandful of would-be adver 

ticket to a better life, What th 
‘within presages the advent 
‘Age of Worms, an era of data 
decay, and writhing dooma 
adventure for ast-level ch 

BACKDROP 

48 DIAMOND LAKE 
‘by Erik Mona 
Kick off Dunczon’s new 12-adven- Liss Stevens Keith Stroh ture Age of Worms Adventure Path 

ane Deb Eichten campaign with this overview of 
a Alearez Diamond Lake, a run-down min- 

Robert Head ing community nestled in hills 
laden with the tombs of a dozen 
lost civilizations, Bonus poster 
map by Robert Lazzaré 

ADVENTURES 

66 TEMPLE OF THE 
SCORPION GOD 
by James Wyatt and Andy Collins 
‘An insane villain plots ruin deep 
beneath the city of Sharn, In order 
to save the city, the PCs must find 
the one thing that can stop him, 

iefae an enormous Siberys dragonshard 
paeccom or hon hidden somewhere 

of the lost continent of X: 

CHAMBERS OF ANTIQUITIES 
by Robert . Kuntz 
Deep under the ruins of Maure 
Castle lie the Chambers of Antiq- 
uities, vaults designed by ancient 
‘wizards to store magic items even 
they didn’t quite understand. A 

last year's hit 
“Chambers of 

“Antiquities” is a D&D adventure 
for 16th-level characters. 
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Wayne Reynolds brings tsa 
masterpiece to kick off the 
‘Age of Worms Adventure Path 
in style. 

Out of the unimaginable blackness beyond the gangrenous glare of that 
cold flame, out of the tartarean leagues through which that 
oily river rolled uncanny, unheard, and unsuspected, there 

47 Mt. Zogon flopped rhythmically a horde of tame, trained, hybrid 
39. The Potent winged things that no sound eye could ever wholly 
Gr beater grasp, or sound brain ever wholly remember, 

‘They were not altogether crows, nor moles, 
nor buzzards, nor ants, nor vampire bats, 
nor decomposed human beings; but some- 
thing I cannot and must not recall. 

10 Editorial 
12. Prison Mail iP, 

102 Gamer Guide “The Festival” 
M2 Dungeoncraft 
122 Wil Save 

H, P, Lovecraf 

Drop by www.rpgacom for more | 
details, and use the following | 

| adventure codes: 
116 The City 
M18 The Dungeon 
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14180: Tharian 
‘Vampire Bloodmage 

4440: Unicorn 
clan Warrior | 

4441:Wolf 
Clan Infantry] 

mMuU>min Unae a> — 2 — z 
2941: Ghouls and Ghast 4443: Wolf 

Clan Warrior 2940: Neanderthal Champion 
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Play your way—make battlegroups with as few as three models, or assemble formidable 
armies with dozens of troops. Choose your faction from the nations of noble Cygnar, 

ic Khador, righteous Protectorate, or vile Cryx. 



' i ae ee 
[ake con 1 of yo ae Berths craeceas 
spewin: , Steam belching iron giants of destruction! 

er 
, 3 Commanded our spell slinging warrior-general, 

the warcaster, the forces of WARMACHINE set the 
attlefield ablaze with an arsenal of arcane magics 
id deadly burning lead. 

Victory favors the bold! 

~ JO PLAY LIKE YOU'VE GOT A PAIR. = 

ef: > 
-£ 

y WSF ‘inser of three Origins awards including 
 S Best'Fantasy Miniatures Rules, Best Fantasy Miniatures Series 

fs and the Gamers Choice Miniatures Award. 

_— 

Take your battles to the next level 
with the WARMACHINE: Prime 
rulebook. It includes everything 
you need to command a legion of 
troops as well as in-depth world 
background and a modeling guide 
from the world’s top modelers. 

Get started fast with only a Battlebox. Each 
box contains a fully playable and balanced 
battlegroup and the rules you need to face ey 
off against your opponent. ta) ws 

Ask your retailer for a WARMACHINE Battlebox today. 

Check out www.privateerpress.com for more information and to find out why 
thousands of WARMACHINE fans have made it an //MIJOPPABIF force in the industry. 



ma sullen mining town called ) Gees 
to the Way of the Ebon Triad 

walk widdershins around an ancient 
pool, chanting time-lost rituals to 
summon a tripartite god, Three days 
to the south, where the hills meet the 
fetid shores of a great swamp, a tribe 
of lizardfolk gathers to raid a human 
fortress, whipped into frenzy by a zeal- 
ous black dragon. The hills crawl with 
undead creatures infested with wrig- 
pling green worms. Hulking abomina- 
tions in the distant Rift Canyon undu- 
late with paroxysms of near-forgotten 
‘obedience to a long-absent lord. They 
sense with excitement the impending 
return of their wicked sovereign. Kyuss 
stirs in his prison outside reality. The 
‘Age of Worms is at hand. 

"This issue kicks off the 12-Installment 
Age of Worms Adventure Path, a com- 
plete Duxcrons « Deacons campaign 
that will take your adventurers from the 
down-and-dirty days of ist level to the 
heights of power at 20th, Each monthly 
installment will feature exciting, chal- 
lenging adventures from some of the 
‘brightest talents in the business. With 
the help of authors like Wolfgang Baur, 
‘Sean K Reynolds, Greg A. Vaughan, Mike 
Mearls, Jason Bulmahn, Jesse Decker,and 
Tito Leati you'll take your adventurers 
to a ghost-haunted jungle city, a blood- 
soaked gladiatorial arena, and a tyran- 
nical bandit kingdom. In a metropolis 
of wizards and thieves they'll square off 
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against a mad mind layer and his dop- 
pelganger thralls, Other villains follow— 
enraged giants, hideous ulgurstasas, the 
inscrutable avolakias, and of course 
dragons (sometimes more than one at 
the same time), In the end, the characters 
will have averted a major disaster, and 
the players will have memories they'll 
cherish forever. 

On a personal level, the launch of the 
‘Age of Worms Adventure Path signifies 
the culmination of more than a year's 
worth of careful scheming and lots of 
evil giggling on my part, You see, not 
only am I managing the Age of Worms, 
but I'm also running it in my own D&D 
game, which has been going on now for 
about three months. The adventure and 
backdrop in this issue reflect the activity 
ofthat campaign to date, and set the tone 
for the rest of the series, Afler putting 
so much work into the coordination of 
this project I decided to take on the first 
‘installment myself 'hope you'll find it 
up with the magazine's usual high stan- 
dards, Now’s the part where I get to sit 
back and let my favorite game designers 
write the rest of my campaign for me. 
‘And the best part is that they're design- 
ing the campaign for you, too. 

‘Shackled Cty Adventure Path Hardcover: 
‘As Dunceon launches its second Adven- 
ture Path, Paizo Publishing looks back 
upon the first with Duncron Classics: 
The Shackled City Adventure Path, a 416- 
page full-color hardcover compilation of 

the campaign that set the standard for 
the Age of Worms and beyond. Published 
between issues 497-116, the Shackled 
City concerns Cauldron, a treacherous 
city built into the caldera of a dormant 
voleano and the machinations that sur- 
round it, Adventures by Christopher Per- 
kins, Chris Thomasson, David Noonan, 
our own Jatnes Jacobs, and more present 
a complete campaign involving demo- 
dands, mischievous cults, and an insane 
demon prince, 

Complete with a giant two-sided 
poster map, a 24-page removable map 
booklet, new illustrations, and a never- 

before-seen “lost” installment by Chris- 
topher Perkins, The Shackled City Adven- 
ture Path has a retail price of $59.95, and 
is available in July at your favorite local 
game retailer or online at Paizo.com. 

Whether you're setting out for the city of 
Cauldron and the dangers ofthe Shackled 
City or are hunkering down in Diamond 
Lake for the onset of the Age of Worms, 
were glad to have you. The adventure is 
very definitely about to begin,and 1 know 
I'd rather be nowhere else. 

You're on first watch. 



Up until now, the West j just hasn't been wild enough. 
Hermit Games proudly presents 

Cold Stecl Reign 
A Fantasy Wild West Roleplaying Game 
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Tell us what you think ofthis issue. 
Write to: Prison Mall, Paizo Publishing, 2700 
Richards Road, Suite 20, Bllere, WA 96005- 
4200 of send an emall to dungeon@paize.com. 
check out the Duweeon messageboards 3t 
psizo.com/dungeon 

Dungeon #121 

Its hard to believe that we published 
the final installment of the massive 
four-part WoRLD oF GRevHAwe map in 
Duncrow aj. Reader response was 
‘enormous, and were sureto doanother 
big poster some time in the future, 
Thanks to everyone who sent in words 
‘of encouragement and criticism. 

April's cover featured two stalwart 
NPCs from the rich history of the 
Dunctons x Deacons game—the 
demon prince Grav'2t and the witch 
queen Iggwil\—in 2 stunning cover 
by fan favorite artist Wayne Reynolds, 
Iggwilvs essays on the demon lords 
and princes of the Great Wheel cos- 
mology currently appear as an infre- 
quent series in the pages of Deacon 
magazine. Both Graz'zt and iggwily 
-will return to the pages of DUNGEON 
before the year's out, 

“Fiend's Embrace,” @ low-level 
adventure by Stephen S. Greer, 
explored elements of Iggwily and 
Graz‘nt’s mance, and received acco- 
lades from many readers. Skip Wil- 
liams dropped by with "Secrets of the 
Arch Wood," a FoRcoTTEN REALMS 
adventure set in the popular Dalelands 
region, and Richard Pett brought us 
"The Styes;"2 China Miévilleinspired 
horror scenario that promises to live 
Jong in the memory. 

Back issues of DUNGEON 4121 and 
dozens of other great issues are still 
available at paizo.com. 
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Prison Mail 

Maybe it was Rice... 
First, I subscribe to both Duxcron and 
Dracon, and they're both great. 

However, I really disliked the picture 
OF Mr. Dory on p. 52 of DUNGEON 121. 1 
dont like seeing maggots coming out of 
people's mouths; I find it kind of exces 
sively disgusting, 

Tom Craven 
Via Email 

And here | thought it was uproariously funny. 
Sorry to offend you, Tom! 

More Joachim to Come 
Many thanks to Dunceow for including 
the art of Joachim Barrum for “The Styes” 
in issue #122. Although all of the art that 
theart directors select is top rate, oachim's 
‘work evoked a sense of realism that I par- 
ticularly enjoy. The effects of lighting, 
slightly blurred details and muted colors 
‘minimized any sense of “artoonishness” 
that can creep into a fantasy work when 
these things are rendered too crisply or 
vividly. On the other hand, Joachim’s 
paintings don't goin other direction often, 
traveled by fantasy artists of images that 
are too highly stylized, with exaggerated 
proportions and stark line contrast typical 
of graphic arts as opposed to fine arts. 

Lyon Virostko 
Billings, Montana 

Yeah, we ike him too, We've asked Joachim 
Borrum (ond Steve Prescott, nd Evo Wider- 
monn) to provide art for all of the Age of 
Worms Adventure Path adventures, so ook for 
‘more greot things in the future. You can star 
with Joachin’s wonderol full-page opener for 
“The Whispering Cairn,” on page 14 

No Ads =No Mag 
Thave noticed that advertisements have 
grown in DunGEon magazine, and for 
this specific issue, it saddens me. This 
issue touts "Rediscover the ForGorreN 
REALMS" and yet found much more non- 
Foxcorren Reatms and two times more 
advertising than ForcorTew ReALMScon- 

tent. Lam a huge fan of the Foxcorres 
ReAtms and this issue with its alluring 
subtitle on the cover turned out to be a 
‘major let down. I feel the cover statement 
misrepresented the content and I didn’t 
et my money's worth—$7 for 14 pages 
out of 16 is not cost effective. Since itis 
‘wrapped in plastic, I could not view the 
content before purchase. If had,1 would 
not have bought it. [feel as though ama 
victim of false advertising, Ifyou are going 
to use a subtitle on a cover to push an 
issue ofa specific world or flavor, it would 
be nice to have most of the content cen- 
tered on that subject. Would you continue 
to buy a magazine matching your inter- 
ests after finding that only 1/7 the content 
suites your interest or delivers what the 
cover suggests? Guess I can't judge this 
‘magazine by its cover. Therefore, I will no 
Jonger purchase unless.1 can review the 
content first. Another reason why I don't 
subscribe to this one, Draconis a much 
better value in comparison. 

Mare Graff 
Via Email 

Sorry you fee thot way, More. Coverlines area 
necessary evil in the modern publishing world. 
If Cosmopolitan promises “so Hot Tips to 
Sotisfy Your Lover," do you assume thot each 
tip will ll 1036 of the issue? | hope not (actu- 
ally, hope you don't read Cosmopolitan, but 
that’s 0 diferent issue altogether) | likewise 
hope that no one thinks the coverlines on our 
covers apply to oll ofthe content within the 
‘magatine. Bogging the issues is, unfortunately, 
a necessity when we throw in a poster map, 30 
the problem's not going to go away. 

‘On the other hand, do have some news think 
will make you and other fons of the FoRcoTTEN 
Reaunts very happy. Check out DUNGEON #126, 
forthe start ofa three-part Foncorren Reauns 
‘Campaign Arc, the “Dungeon ofthe Cpi"by Eric 
Boyd. Yo! also wont to hunt down Deacon 
#334, where we'llounch o new Ed Greenwood 
column on the cites ofthe Forcorren ReaLms, 
‘and DRAGON #335.wherewe'llelebratetheaoth 
anniversary of Weer deep, iy of Splendor. Then 
check the eter columns 0few months later to see 



readers complaining about us runing too much 
Forcorren Reams stuff Such isthe if of the 
offi! DeD magazines. 

Love them Dalelands 
Twanted to say how much Ihave enjoyed 
‘Skip Williams’ Dalelands trilogy. 

In DuNceon #87, “The Raiders of 
Galath’s Roost” is a great two-part intro- 
ductory adventure to the Realms Itis very 
difficult to come up with a wide variety of 
GR 1 encounters to challenge a xst-level 
party while maintaining a plausible story 
line, but Skip does a great job with Galath’s 
Roost, Likewise, the Raiders’ Citadel is a 
great dungeon crawl with a well-plotted 
story that remains reasonable for low-level 
‘haracters. My only nit with this adventure 
is that I wish it had been more consistent 
with the original Realmslore for Galath’s 
Roost in Volo’ Guide o the Dalelands 

In DuNc#ow #i00,"Woeto Mistledale”is 
an excellent example of a mid-level adven- 
ture, I particularly liked how Skip dem- 
‘onstrated the conflict between competing 
power groups that so characterizes the 
Foxcorren Reatas nd introduced recur- 
ring villains to bedevil the PCs. Skip also 
showsa diferent style ofadventure, by using 
scenes that can be played in any order, rather 
than a traditional dungeon crawl. 

In DUNGEON 4a’ “Secrets of the Arch 
Wood," Skip picks up on a storyline that 
began in Volo’ Guide to the Daldands and 
tumed mysterious in the Foxcorre 
Reatats Campaign Seting I particularly liked 
the fact that that Skip illustrated the com- 
plicated history of some elven families who 
‘an trace their roots back told Cormanthor, 
with some branches of the family turning to 
cv, while others make the ultimate sacri- 
fice by becoming baelnom to atone forthe 
sins oftheir kin do hope that in future FR. 
adventures involving elves descended from 
the Fair Folk of Old Cormanthor (by Skip 

‘or other authors), we find out more about 
‘other scions of the Keleidsa clan. My only 
nit with this adventure was that it seemed 
toviolate the third edition maxim that “any- 
thing the NPCs can do the PCs can do toa” 
wish it had been explained how Quamara 
transformed herself into a half dragon... 
pethaps by taking 1olevelsofdragon disciple 
‘or something along those lines. 

Al in all, these three adventures, taken 
together, do a great job illustrating low, 
‘mid, and high-level play in the Realms. 1 
particularly like how Skip has taken little 
one-paragraph or one-sentence adven- 
ture hooks from the Forcorren REALMS 
Campaign Setting and built them into real 
adventures. I really hope more would-be 
contributors to DuNGEON are inspired to 
find such hooks in the Foxcorran Reins 
Campaign Setting or other FoRcorrEN 
Reatas books and build them up as well. 
Kudos to Skip and the Duxctow editors. 

Bric L. Boyd 
‘Via Email 

Sty-riffic! 
After grilling you folks pretty relentlessly 
‘on the DuNGEox message board recently 
for not sporting a wide enough variety of 
adventure types, [just wanted to drop you 
a line to praise “The Styes” in issue #121. 
Richard Pett turned in a splendid example 
ofan open-ended, investigation-based hor- 
roradventure with oodles of creepy NPCs 
and some truly disturbing imagery. Aslam 
dunk all the way! It's great to know that 
the Paizo crew is open to the possibility 
of printing more than just inear“search- 
ande-destroy" dungeon crawls. 'm looking 
forward to more in the future! 

Will Mistretta 
Everett, Washington 

Thanks for the kind words (and the online 
grilling), Wil, We try to inelode 9 wide vari- 

GETTING IN TOUCH WITH DUNGEON 

‘3 Department, Paizo 

ema | at ccmnceicractes” 
st the Editor: Eira to dungeon@pazocor ot rail Richa = meen Rod, Se 201, Belewe WA go0$ 4200. ‘eis ray beecied fr 

sty of edventure types, but we adit 19 0 
special fondness for the good old dungeon 
trawl, Check out this issue's “The Whisper 
ing Caien” (by 2 hack author we'll no longer 
work with, | might 044) for an approach 
that tres to make @ dungeon craw o lite 
less linear, Please let us know if we monoged 
to hit the mork—Erik Mona 

Next Month in Dungeon 

Dungeon #125 
The Three Faces of Evil 
By Mike Meor's 
‘Ques discovered in Diamond Late lead 
to the Black Cathedral, a forlorn cham- 
ber hidden below a local mine. There they 
tate the machinations ofthe Ebon Tid, 
2 alt dedicated to three vile pods. What 
<es the Ebon Triad know about the Age of 
\Wocrs, and why are they so desperate to 

mond Lake? Did your PCs pick a Fight 
‘wth Kurag the halogre? Need to con- 
‘yertthe Age of Worms tothe Foncorren 
Raues or Easanon? Looking for wan= 
dering monsters for the hills surrounds 
{ng town? Ths article has al the erunch 
youl need to run adventures based in 
Diamond Lake, 
Pit of the Fire Lord 
By Andy Colins ond James Wyott 
‘Amadman hidden deep below Sharn 
plans to tear open a portal tothe Sea 
of Fire. Can 3 band of heroes reach 
‘him in time to save the city from con- 
fagration? “Pit of the Fire Lord” is 
part three ofthe three-part "Shards of 
Eberron” Arc. An EBERRON, 
adventure or 6th-level characters. 
Seekers of the Silver Forge 
By Tim Hitchcock 
Strange things have long plagued fish- 
‘ermen’s nets—but none so strange 25 
rotting fish that twitch and gasp for 
days afte taken from the water, or 2 
gilled ‘severed head found 
ina shark’ bell. Do these briny omens 
lend credence to rumars of a sunken 
ithyanki city caught in a necromantic 
vil war? Find out in this ORD adven- 
ture for asth-level characters. 
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BY ERIK MONA 
@BY JOACHIM BARRUM, STEVE PRESCOTT, AND EVA WIDERMANN, 
@BY ROBERT LAZZARETTI 
|AGE OF WORMS CALLIGRAPHY BY DARLENE, 
[ADVENTURE PATH , LOW-LEVEL (IST-5TH) , DUNGEON CRAWL 

AGE OF 

WORMS 

past 
Bosagehle tio sees reas 
ness, of decay, and of writhing doom. 
‘Witty bards and wrathfil preachers know 
itas the Age of Worms, weaving it into 
the petipheries of their passion plays as 
a mythic era of destruction that could 
begin at any time, Astrologers, diviners, 
and the servants of Fate know more. The 
canniest among them fear that the Age of 
‘Worms has already begun. 
“The Whispering Cairn” isaDuncrons 

‘x Daacoxs adventure designed for four 
ast-level characters. Characters will 
advance to 3rd level by the end of the 
adventure. This is the first installment 

PERING CAIRN 

‘The campaign will take characters 
from the humble beginnings of ist level 
to the mighty responsibilities of 2oth 
‘The format of the campaign is episodic, 
with individual chapters able to stand 
‘alone despite a plot” that runs through 
the entire series. The fll scope of this 
plot will become clear as each install- 
ment appears, but welll periodically 
provide updates and sneak previews of 
‘upcoming installments to help you plan 
ahead and get the creative ball rolling. 
The first such update, “The Road Ahead’ 
appears in DuNcEON #125, 



‘Campaign Setting 
The Age of Worms Adventure Path 
has been designed with maximum 
flexibility in mind. The "world" 
behind the adventures is consistent 
with that implied by the core rules 
of DUNGEONS & Daasons. The towns 
and cities of the Adventure Path host 
churches to St. Cuthbert and Hei- 
roneous, but these and other faiths 
important to the series can be easily 
substituted with religions from Emer- 
RON of the FORGOTTEN REAIMS, a5 
well as with clergies of the DM's own 
design. The “setting” of the Adventure 
Path is designed as a framework, not 
as. muzzle on the DM's creativity. The 
series will remain tightly focused on 
the “milestone” locations necessary to 
nn the ongoing campaign. Ifyou want 
to run the campaign in Ewexron or 
the Forcorr=n Reatas, there's noth- 
ing stopping you. In fact, we'll even 
help out with substantial adaptation 
appendices for each adventure by 
Keith Baker (Earmxon's creator) and 
Erie L Boyd (Falths & Pantheons, Serpent 
Kingdoms, City of Splendors: Waterdeep) 
Greyhawk fans will find much to like 
in the Adventure Path’s use of the core 
DAD setting, You can find these appen- 
dices in the Duncrox #124 Online 
Supplement, currently available at 
paizo.com/dungeon. 

Preparation 
To play the Age of Worms Adven- 
ture Path, you will need a copy of the 
Dunarons « Dragons core rulebooks 
(the Player's Haridbook, DUNGEON Mas- 
‘Tan's Guide, and Monster Manual). Most 
‘of the monsters encountered in thisand 
the adventures to come will be drawn 
from the Monster Manual, but we'll 
occasionally tise creatures from other 
sources. When we do, we'll be sure to 
include all of the important informa- 
tion here in the magazine, but you'll 
probably find it helpful to have copies 
of the Monster Manual 2, Monster Manual 
vand Fiend Folioto fil in the details and 
to populate “off map” areas, 

‘The action in the first few adventures 
takes place near the town of Diamond 
Lake, a corrupt mining community 

three days' ride ffom the fabulous Free 
City, metropolis of wizards and thieves. 
Before you begin this adventure, take 2 
‘moment to unfold the map we've pro- 
vided in this issue and take in the major 
set piece forthe first arc of the campaign. 
Think about how to make the town of 
Diamond Lake yourtown. What creatures 
dwell in the ills surrounding Diamond 
‘Lake? What treasures lie atthe bottom of 
the lake itself? 

‘Then turn to the "Backdrop: Dia- 
mond Lake” article on page 48 and 
discover Diamond Lake's history and 
dangers. Pay particular attention to the 
Adventure Hooks section, which offers 
tips on how to get each player charac 
ter involved in the story. The Backdrop 
article helps with the most important 
elements you'll need to make Diamond 
Lake come alive but filling in the blanks 
yourself is the real fun of D&D, 
‘Throughout the campaign, Cam- 

paign Seed sidebars will preview future 
Age of Worms installments. These side- 
bars offer glimpses into the future,and 
keep you updated on the most impor- 
tant NPCs and events of the campaign 
as they are introduced. During the 
course of the campaign. you'll need to 
keep plenty of secrets from yout play- 
ers, but we don't intend to keep any 
secrets from you. 

ACT ONE: THE 
WHISPERING CAIRN 
‘This adventure assumes that the PCs 
begin their adventuring careers in 
the lively mining town of Diamond 
Lake, 4 muddy smudge on the map 
of the hills east of the fabulous Free 
City. Diamond Lake's inhabitants are 
predominately miners and laborers, 
serious folk who spend most of their 
lives toiling below ground. When not 
working, the miners celebrate along 
the Vein, a seedy road lined with ale- 
houses and brothels. Overall, the vil- 
lage is a sooty, sullen place prone to 
unpleasant bursts of violence and pas- 
sion, Bot Diamond Lake holds plenty 
of opportunities for adventure, for 
the uplands surrounding the town are 
rife with the ancient tombs and burial 
cairns of long-dead cultures. 

Idle chatter around the village speaks 
off trio of richly dressed adventurers 
who frequent the taproom of the Feral 
Dog, Diamond Lake's most notorious 
tavern. The confident heroes of the 
Free City spoke of hard-won battles on 
their journey to Diamond Lake, and 
of their intention to explore the long- 
abandoned Stirgenest Caien on the 
Jake's distant southeastern shore. The 
PCs, being natives of Diamond Lake, 
know that cairn is off explored by the 
community's youth, who always find 
it completely empty of marvels and 
perfectly harmless, 

Not so another cairn within a day's 
ride of the village. This cairn lies near 
an iron mine that went dry about 50 
years ago. The mine's charter lapsed 
‘whem its manager died a few years later. 
Situated in a sort of no-man’s land, the 
cairn was all but forgotten, its yawn- 
ing entrance overgrown with weeds and 
choked with debris. Rediscovered by a 
curious teenager a decade ago, the cairn 
has since been a sort of community 
secret held by Diamond Lake's youth, 
who dare each other to disappear into 
its cyclopean entrance to prove their 
bravery. Occasionally, when the wind 
{s just right, haunting, almost magical 
tones emerge from the depths of the 
forlorn tomb, Those who know of its 
location call it the Whispering Cairn. 

If adventurers from the Free City 
expect to discover hidden passages and 
riches within the Stirgenest Cairn, it 
stands to reason that the Whispering 
Caien mightalso hold a genuine opportu- 
nity for profit. In the rough-and-tumble 
ining village of Diamond Lake, where 
desperate folk slave in dank tunnels to 
profit wealthy masters, an opportunity 
for profit isan opportunity to escape. 

History of the 
Whispering Cairn 
Many thousands. of years ago, long 
before the rise of human civilization, two 
ancient powers struggled to determine 
the fate of the still-forming multiverse. 
Onone side was a primal being called the 
‘Queen of Chaos, tentacled horror from. 
an age before ages. Against her stood 
the rigid legions of the Wind Dukes of 
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‘Aaga, the most cultured of the elemental 
lords who ruled before the birth of the 
living races, and who yet controlled an 
empire that spanned worlds. Centuries 
of stalemate collapsed when the Queen 
of Chaos recruited her most potent ally,a 
ruthless Prince of Demons named Miska 
the Wolf-Spider. 
Miska and his demonic legions laid 

siege to the Wind Dukes’ territory, 
routing the elemental armies and 
snuffing out the culture of Aaga one 
‘world ata time, Whenall seemed lost, a 
consortium of seven great Wind Duke 
‘warriors withdrew from the conflict 
and developed a plan to destroy Miska 
the Wolf-Spider and break the back of 
the Chaos army. An epic quest ensued, 
in which these “Wandering Dukes” 
scoured the Great Wheel for a weapon 
or secret that would undo their hated 
foe. Drawing upon the lore of a hun- 
dred cultures, they constructed one of 
the most potent artifacts in history— 
the fabled Rod of Low. 
They returned to the war at a pivotal 

battle on the volcanic fields of Pesh. 
There, the greatest of the Wandering 
Dukes plunged the Rod into Miska the 
Wolf-Spider. When the absolute law of 
the Rod mixed with the chaos of Miska’s 
blood, a great planar rift erupted, shat- 
tering the Rod into seven pieces. The 
Prince of Demons and the Wandering 
Duke vanished into that rift, while the 
seven parts of the Rod were scattered 
across the land. 
Hundreds of Wind Dukes remained 

at Pesh, many dead or dying from 
wounds sustained in the tumultuous 
final battle. By ancient tradition, these 
soldiers would be buried on the world 
where they died, their elaborate tombs 
forever recalling the brave sacrifice of 
the heroes of Aaga and serving as testa- 
ment to the reach of their moribund 
empire. The Wind Dukes ranged south 
from Pesh, across an immense lake toa 
craggy region perfect for the task. Thus 
‘were the first tombs built in the hills 
surrounding Diamond Lake. 
The greatest of these tombs hon- 

ored Icosiol, a Wandering Duke slain 
by Miska the Wolf:Spider in the final 
cataclysmic conflict between Law and 

Chaos, Others contained Icosio!’s fallen 
servants and sub-chiefs, éach with its 
‘own treasures and stories to tell. One 
‘of these sinaller tombs held the corpse 
of Zosiel, a warrior prince who fell to a 
demon’s blow shortly before the Wan- 
dering Dukes employed the Rod of Law 
to banish Miska from the world, This is 
the Whispering Cairn, 

Inthe millennia since its construction, 
the Whispering Cairn hosted countless 
visitors, They first made off with the 
‘most attainable of the tomb's treasures, 
statuettes of peerless sculpt, platinum 
canisters of priceless incense, and a 
‘hundred harder to describe baubles of 
unquestionable value. No few explor- 
ers fell victim to the ingenious traps of 
the tomb's chief architect, a noble Wind 
Duke named Nadroc. Only a few explor- 
ers discovered that most of the cairn was 
but'a ruse meant to distract from a still 
greater tomb filled with even deadlier 
menaces. Even thousands of years after 
its construction, the Whispering Cairn 
yet holds unplundered mysteries from 
the days of its creation. 

‘The last notable expedition to the 
Whispering Cairn occurred nearly 
60 years ago, led by an tinscrupulous 
archeologist called Ulavant. The rep- 
robate scholar had the backing of the 
Seekers, an order of like-minded aca- 
demics and adventurers, The affair 
ended in tragedy, with all hands lost 
to Nadroc's insidious traps. These days, 
only footnotes in musty tomes in the 
Seeker Lodge of the Free City record 
the fate of Ulavant's band. 

‘About 30 years ago, a young runaway 
‘named Alastor Land came to the Whis- 
pering Cairn, desperate to escape his 
uncaring family, Light enough to prance 
over pressure plates and lucky enough 
to avoid the tomb's sentient guardians, 
Alastor penetrated farther into the cairn 
than most skilled explorers. But even the 
luck of youth was no match for Nadroc’s 
keen intellect and cunning protections. 
Consumed by hate at the time of his 
death, Alastor ives on as.a ghost, and still 
hhaunts the most secret chambers of the 
Whispering Cairn. 

These days, the youth of Diamond 
Lake hold the location of the Whisper- 

‘ing Cairn like a shibboleth. They dare 
each other to spend a night within its 
depths, using the place asa test of mettle, 
‘These visits tapered off about six years 
ago, when a local girl vanished while 
sleeping in the cairn, devoured by a 
snake that has since left for more fertile 
hunting grounds. But still the children 
come, to marvel at the tomb’s uncanny 
sounds and to carve their names upon 
the entry walls, their shaking hands 
etching proof of their courage upon the 
ancient stone, 
Now others come to the Whispering 

Cairn for reasons of their own, brave 
strangers who will risk death in search 
of ancient wealth, But the greatest trea- 
sure they will take from this place is 
each other, 

Adventure Synopsis 
‘The bulk of the adventure involves the 
exploration of the Whispering Cairn, a 
sizable dungeon complex loaded with 
ancient traps and a collection of inter- 
esting (and territorial inhabitants, Deep 
within the complea, the PCs come across 
the ghost of Alastor Land, the runaway 
child who fell victim to one of the cairn's 
traps 30 years ago. The undead horror 
blocks the PCs’ progress, promising to 

Campaign Seed: The 
Rod of Seven Parts 

Given the history of the Whispering 
-Gaitn, itwould be easy to assume that 
‘the Age of Worms Adventure: Path is 
‘centered around 3 quest for the Rod of | 
‘Seven Parts. n fact, while a few install- 
_mants of the series (including this 
‘one) would make idea lead-in adven= 
‘tures to a Rod of Seven Pansfocused 
campaign, the Rod itself is incidental 
‘ta the affis that are about to change 
‘your PCS' ives forever: 
‘Portentous timesarein store foryour 

player characters and the world they 
“inhabit Atthe turning points of history, 
Jpreatand pthc of 

_ tuming up, as if aching to be used to. 
miakean impact upon the world, 
‘The Rod of Seven Ports plays a minor 

‘role in the unfolding story to come. 
‘The major roles will be played by your 
player characters. 
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abandon the cairn ifthe characters return, 
his bones to the small family cemetery 
ona farmstead just outside town. 

‘This farmstead is now an overgrown 
rein inhabited by a nasty owlbear. 
‘The party's plans to return Alastor's 
bones are upset when they discover 
that the other graves in the family 
plot have been emptied. To appease 
the ghost, the party must track down 
Alastor's relatives, now used as guard- 
jan skeletons by an unustal necro- 
mancer who has recently arrived in 
town. Correspondence discovered at 
the necromancer's home reveals that 
the villains are preparing for a coming 
event known as the Age of Worms. The 
letter also refers to a secret cult hidden 
in a nearby mine, and implicates one 

“ata time, Encourage PCs that grew up 
‘in Diamond Lake, but if the character 
concept is too unusual for the mining 
‘town, the Free City makes an appro- 

‘of Diamond Lake's mine managers in 
cult-related activity. 
The PCs return to the Whispering 

Cairn, where they explore the ruins 
beyond the blocked door to discover an. 
unplundered tomb protected by hostile 
creatures of elemental air. At last, the 
PCs reach the tomb of the Wind Duke 
Zosiel and discover 2 treasure that may 
prove decisive in thwarting the advent 
ofthe Age of Worms. The secrets behind 
this strange cache are revealed in the 
next installment of the Age of Worms 
‘Adventure Path. 

PRELUDE 
‘The “Backdrop: Diamond Lake” article 
following this adventure provides sev- 
eral suggestions to help you get the 
player characters involved in the action, 
but there's still one critical element that 
haas yet to be discussed: the campaign's 
opening scene. 

‘The trio of Free City adventurers 
in town have spoken openly of their 
intent to raid the empty Stirgenest 
Cairn for at least a week, giving plenty 
of opportunity for word of their 
exploits to spread to all corners of 
Diamond Lake. Consider making one 
or two PCs the instigators for the plot. 
If you choose the PCs with the stron- 
gest need to get out of Diamond Lake, 
you'll find that the players help you 
move things along quite nicely. Char- 
acters who work for Diamond Lake's 
notorious Emporium make the best 
instigators, as they're the most likely 
to hear gossip and the most likely to 
‘want to leave the town as soon as pos- 
sible, thanks to the squalid conditions 
of their workplace. 

Before play begins, consider how 
each character comes across informa- 
tion about the the Whispering Cairn. 
At the request of the plot's instigator, 
PCs whase backgrounds tie them to the 
Diamond Lake garrison might raid the 
office of the garrison’s chief cartogra- 
pher, making off with a 70-year-old map 
of the now-abandoned mine plot that 
clearly marks the cairn’s entrance, com- 
plete with the words “Whispering Cairn” 
‘written nearby. More recent maps lack 
this crucial point of interest. 

Since the trip from the village to the 
cairn requires some overland travel 
through the hills, a smart character 
might recruit a ranger, druid, or bar- 
barian from the Bronzewood Lodge, 
just outside of town. Few indeed are 
the wizards and sorcerers who wouldn't 
salivate at the thought of discovering 
lost arcane lore, so working in arcane 
spellcasters shouldn't be too much of 
aproblem. 

Ifthe plot instigators each invite one 
PG, that brings the group to the stan- 
dard size of four adventurers. In the 
likely event that you must account for 
more than four players, consider having 
the plot instigators each invite one char- 
acter, who might himself invite another 
character unknown to the instigators, 
This infuses a current of uncertainty 
into the opening encounter, giving the 
players a hook upon which to begin 
roleplaying and introducing themselves 
to one another, 

Before you begin the campaign, 
work with your players to get a sense 
of who their characters will be. Ask 
them what they're doing in Diamond 
Lake, and why their characters might 
be interested in getting out of town. It 
shouldn't be difficult to come up with 
such a reason—as the Diamond Lake 
backdrop and future installments of 
the Age of Worms Adventure Path will 
make clear, Diamond Lake isn't exactly 
home sweet home. 

‘Once you've gotten this informa- 
tion from your players, provide each of 
them with a printed background that 
weaves their ideas into your vision of 
Diamond Lake. End the notes with a 
suggestion that a friend or acquain- 
tance has set up a meeting in an aban- 
doned mine overseer's office about an 
hour outside town. Then, when play 
begins, introduce the players one by 
one to the office, and let the PGs get to 
know each other before they set off for 
alife of adventure. 

This office provides an excellent 
“home base” for the PCs to use dur- 
ing their exploration of the cairn. 
Anything valuable has been removed 
decades ago, but the crumbling, aban- 
doned place still provides. stable roof 



(despite a collapsed second floor) that 
‘an protect the PCs from the ravages 
of nature, 
An article on this office appears in 

DZAGON #333, available at fine hobby 
shops or online at paizo.com, The arti 
cle is geared toward players, and gives 
them.a map of'the place and some sug 
Restions for making it their hideout 
While it’s not necessary to tun this 
adventure, you may find it helpful to 
‘hunt down a copy. 

PART ONE: 
A FACE IN DARKNESS 

awning entrance to the Whis- 
peting Cairn lies about 10 minutes 
‘ast of the abandoned mine office, a 

olith-lined portal partially 
fed by underbrush and boulders. 

Assuming the PCs have a general idea of 
where to look, discovering the entrance 
requires « DC 10 Search check. Unless 
the PCs spend 10 minutes working to 
clear the brush and assorted debris 
from around the entrance, treat the 
squares leading from the hillside to 
area ras difficult terrain, 

got riddles? | 
An chon spirit rises high 
Child of air and fire 
Born ind 
Ir flies bur does nor tite 

Unless otherwise noted, interior pa 
sages are 20 feet wide and 20 feet tal 
with ceilings of smooth stone. 

1. Coward's Rest 

Natural light dimly illuminates 2 tong 
hallway extending north into darkness, A 
falnt breeze brings with itsibilant whispers 
that sound almost like sighing breath It 
mui ck of the wind, but the effect 
is almost lifelike 

The walls bear horigontal bands 
deceptively simple geometric patterns 
at waist level, In places the bands reveal 
startling detail, but in others the walls 
look as though they have been hacked 
apart with weapons or araded by the 
rigors of time, Flakes of ancient paint, 
brilliant purple and a dull mustard hue, 
still cling to the walls in places, hint= 
ing at what must once have been 2 
riot of color, A thin coat of dust coats 
the floor. 

Just inside the darkened tomb, the 
hallway branches inta shallow alcoves to 
the east and west, Here the walls bear 
the most significant damage, Dozens 

ith yet borne by wind oo 

Ie takes your life without a wound 

OF that you can be sare 

And though it ckiws into your eves 
{too may also cure 

Get the answer and more riddles at ems 
www.cloudkingdom.com/Dungeon, eS 

of clumsy etching 
ancient masonty like graffiti on city wal 
‘A dump of soiled cloth about the size of 
a hallling rests in the rounded terminus 
of the western al 

‘Outside, the wind picks up, and» char 
of almost human sound: from the 
darkened hall 

In ancient days, these alcoves held 
great incense braziers mounted upon 
marble columns. Looters plundered 
these priceless artifacts centuries 

10, leaving only four small anchor- 
ig holes along the periphery of a c 

cular depression an inch deep and 2 
feet wide 

A fine layer of dust coats the hall's 
first 6o feet, A character with Track 
can make a DC 14 Survival check to 
notice that several wolves have crossed 
the dusty hallway numerous times in 
the recent past. 

The western ale 
‘old bedroll used by a local teenager dar- 

fe contains a moldy 

ing to spend an evening in the cairn, Any 
PC native of Diamond Lake under the 
age of 20 can make a DC 15 Knowledge 

got riddle rooms? 

got puzzles? 

got riddle books? 



(local) check to remember childhood sto- 
ries about teenage girl who went miss- 
ing 6 years ago, Add a 41 bonus to the 
check for every year that the character is 
younger than 20, 

‘The bedroll has hardened and 
become brittle with age, and cracks 
if examined too roughly. It contains 
nothing of value. A DC 15 Search check 
turns up whittling shavings around 
the bedroll 
‘ADC 10 Search check by any char- 

acter examining the patterned bands 
upon the walls reveals thin hollow 
tubes hidden within the patternwork. 
‘The strange whispers filling the hall 
seem to emit from these holes. The 
tubes extend to the surface of the 
mound above the cairn, where hun 
dreds of tiny holes catch the wind and 
project it into the tomb. The outdoor 
holes are well hidden (and many of 
them have been covered over and filled 
with debris), requiring a DC 20 Search 
check to discover them. 
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‘The patterned bands bisect the walls 
all the way to area 4, where more intricate 
frescoes replace them. 

Every three rounds, allow the PCs 
a DC 10 Spot check to notice a faint 
flickering green light coming from 
the north. This DC decreases by 5 half 
way down the passage, and the light 
becomes obvious by the time the PCs 
reach area 4. The light comes from a 
guttering everburning torch in area 7, 

2. Transport Alcove 

The western hall extends perhaps forty 
feet, ending at 2 small marble platform 
raised about six inches off the floor. A 
strange, shattered arcane apparatus rests 
upon this platform, its curved ovular 
frame giving the appearance of a noble’s 
diessing mirror, Onlya third of this frame 
remains. An unusual arcane glyph about 
the size of a man’s head has been deli- 
cately carved inio the baseplate of the 
support platform. 

'HE WHISPERING CAIRN. § BY ERIK MONA 

A DG 5 Search check turns up a 
few shards of an unidentifiable shiny 
black substance that feels like stone, 
Itis slightly cold to the touch. Anyone 
inspecting the frame can make a DC 
ao Search check to discover numer- 
ous runes and glyphs carved into a 
slot on the inside of the frame, where 
the “mirror's" glass would have been 
held. These can be identified as arcane 
symbols signifying transportation 
with a successful DC 10 Knowledge 
(arcana) check. 

In ancient days, a grand ring of por- 
tals connected several Wind Duke burial 
cairns, but now only two such portals still 
fanction, the one in area 3 and its part 
ner in the undisturbed cairn of Icosiol, 
the slain Wandering Duke whose grand 
tomb served as the main stop along the 
circle of black glass gates. The base of the 
apparatus bears Icosiol’s personal sigi 
which has been all but forgotten by his- 
tory. See the Glyphs of the Wind Dukes 
sidebar on page 2 for more information 



‘onhow the PCs can learn more about the 
strange symbol. 

‘Treasure: The shards of glass might 
fetch as much as 20 gp from the right 
buyer. In Diamond Lake, that means 
the gnome jeweler Tidwoad or the 
magician Allustan, 
Development: If the PCs make too 

much noise in this area, they may be 
detected by the wolves in area 4. Each 
of the three wolves has a -2 modifier 
on its Listen check due to distance. 
‘The DC for this check varies depend- 
ing upon the PCs volume, ranging 
from 0 to 10. 

Every three rounds, allow the PCs 
4 Spot check (DC 10) to notice a faint 
flickering green light coming from the 
north (area 76). 

Carmpaign Seed: Wind Duke Glyphs 
‘As they explore the Whispering Cairn, the PCs encounter glyphs 
Inscribed thousands ago by the Wind Dukes of aga. These are the 
‘personal symbols ofthe general Icosiol (found on the base of the 
apparatus in area and the frescoes in area), the hero Zosiel (on 
the sarcophagt in areas 7 and 25), and the architect Nadroc (found 
throughout the Architect's Lair). While the legend of the Rod of 
‘Seven Parts is common currency among bards and dreamers, few 
specific details regarding Wind Duke culture, history, and writing 
‘remain. Their personal glyphs are thought to be the original written 
form of Auran, before the language of elemental ait came to be 
‘represented by Draconic letterforms thousands of years spo. 
‘Comprehend languages and Decipher Script checks reveal that the 
syimbols are personal seals, and produce the name associated with 
each glyph (but not the significance ofthat name). Use the follow 
Ing chart to adjudicate any bardic knowledge, Knowledge (history, 
‘or Knowledge (arcana) checks regarding the glyphs. 

Knowledge DC Information Known 
10. The glyphs don't seem to be formed from a common 

alphabet, although they are reminiscent of arcane sym- 
Eelsreprael ems 

35 The glyphs represent names, with each referring to a single 
individual, The ghyph on the arcane apparatus at area probably 
represents the seal ofthe most important or highest-ranking 
‘of the three found in the Whispering Cairn, The glyph on the 
-sarcophagl is the lowest-ranking of the three. 

20. The letterforms look similar to an ancient glyph-language 
called Vaati, which some unorthodox scholars consider the 
original written form of Auran, 

25 Vaali is an Auran word meaning "Wind Duke,” and refers 
to the legendary Wind Dukes of Aaga who forged the Rod 
of Seven Parts. A book called the Chronicle of Chan, falsely 
attributed toa princess of elemental alr, records a full roster 
of the Wind Dukes present at the Battle of Pesh and a general 
record of what took place there (Allustan can requisition the 
book from the Free Citys Great Library in 2 week’s time) 

depending upon the PCs’ volume, 3. Collapsed Passage 

Fifteen feet down the east passage, a huge 
pile of collapsed rubble blocks the alcove 
from top to bottom. It looks like it would 
take weeks to tunnel through the densely 
packed debris. 

‘There's a functioning portal beyond 
this collapsed passage, but there is no 
way for the PCs to reach it now. This 
portal comes into play ina future Age of 
‘Worms Adventure Path installment. 
Development: If the PCs make 

too much noise in this area, there is 
a chance the wolves in area 4 hear 
them. Each of the three wolves has a 
=2 modifier on its Listen check due to 
distance. The DC for this check varies 

ranging from 0 to 16. 
Every three rounds, allow the PCs 

1 DC 10 Spot check to notice a faint 
flickering green light coming from the 
north (area 76) 

4. Hall of Honor (EL 3) 

The central hallway opens into a large 
chamber with wings leading to the 
east and west. Across the chamber to 
the north yawns a twenty-foot-wide 
‘open arch draped from top to bottom 
in translucent cobwebs. An eerie green 
light flickers from beyond the webs, cast- 
ing strange shadows about this room. 
The place smells of animal spoor and 
wet fur. 
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To the west, three short stairs lead to 2 wide marble das, but 
the far end of the wing is obscured by darkness. 

Huge slabs of cracked masonry and irregular piles of scat- 
tered debris choke the eastern wing, giving the appearance of 
complete collapse. 

The sibilant, almost human whispers present in the pas- 
sage becomes chorus in this massive chamber, eerily echoing 
off the walls. 

Anyone able to speak Auran gets the distinct impression 
that the whispers in this chamber are more than just a 
trick of wind and pipes. Occasionally, such folk can make 
‘out what must be words in the language of elemental air— 
‘words like “hopeless, sacrilege, enemies,” and so on. ‘The 
‘words come from specially prepared air tubes leading to 
the surface, and are little more than a subtle way to discour- 
age tomb robbery in a language few modern tomb robbers 
are likely to understand. 

Thick cobwebs completely cover the arch leading to 
area 7, blocking any view of that chamber beyond a flick- 
ering green light that seems to be a good distance to the 
north. Characters standing within 5 feet of the cobwebs 
can see through the mess enough to notice that a short 
flight of stairs descends from the arch, but more detail 
than that is impossible to make out. Dozens of tiny spi- 
ders dwell within these webs, but they are completely 
harmless, Slashing through the webs is a full-round 
action. A character can barrel his way through the mess, 
butin so doing he becomes completely covered by spider 
webs to the point at which he can no longer see. Clear- 
Jing webs from the eyes of such a character requires a 
standard action. 

Even a casual inspection (Search DC 0) reveals that the 
‘east wing is not as collapsed as it first appears. A 10-ft-wide 
‘opening in the middle of the debris leads to the wolves’ 
den, areas. 
Creatures: The east wing of this large chamber houses a 

small pack of three hungry wolves that eagerly attack anyone 
‘who enters the room. Two of the mangy curs look as if they 
haven't eaten in days. A third wolfis a little larger than the 
others and does not look hungry in the least. A straight line 
‘of scar tissue bisects its face from forehead to muzzle,a nasty 
Battleaxe wound from years ago. 
‘Wolf (3} hp 9, 9, 20; Monster Manual 283. 
‘Tactics: The wolves prefer to gang up on the nearest 

‘opponent, using their trip ability to put an enemy on the 
ground as soon as possible. They then savage the prone 
‘opponent until it stops moving, at which point they move 
on to the next target. If presented with multiple targets, 
they tend to choose the smallest or weakest-looking foe. 

5. Wolf Den 
‘The wolves dwell in the neatly blocked-off terminus of 
the east wing. Medium or larger characters must get down 
on their hands and knees to negotiate the rubble passage. 
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‘The far side is rank with the 
smell of wild animals. 
Irregular piles of rub- 
ble litter the den, 
as do hundreds of 
bones and bone 
fragments from 
the creatures’ past 
meals. Most of 
these belong to 
animals, but a few 
are unmistakably 
human, 

‘Treasure: A DC 
5 Search check in 
the northern half 
of the den turns 
up an old leather 
backpack half-bur- 
led under a pile of 
humanoid bones. ‘The 
bag contains an elabo- 
tate lantern of indigo 
metal inset with indigo 
glass panes, The lantern is 
worth 50 gp. A DC 15 Search 
check on the opposite side of the 
room turns up an intricately carved 
armband of unmistakable elven 
‘craftsmanship, bearing a repeating leat 
motif. The armband is worth 75 gold 
toa nonelf;and 100 gold to an elf NPC 
(such as the Diamond Lake mine man- 
ager Ellival Moonmeadow or one of 
his servitors). 
ADC 20 Search of the rubble mostly 

blocking off the passage {urns up what 
appears to be a marble index finger 
cracked off a statue. The finger exactly 
iatches the right hand of the bas-relief 
sarcophagus lid figure in area 7. 

6. Gallery of Seven 
lanterns 

A wide dais spanning the back half of 
the western wing calls attention to 2 
faded fresco upon the south, west, and 
north walls. From 2 vantage point at 
the center of the dais, the wall paint- 
Ing makes it look like you stand within 
a massive room with seven short hall- 
ways radiating outward from 3 central 
point. & chain dangles from the ceil 
Ing at the end of each hallway, and each 

chain bears a gleaming colored 
lantern. Clockwise, the colors 

are red, orange, yellow, 
green, blue, indigo, 
and violet. 

“Though bit faded, 
the fresco isin remark- 
ably good shape given 
its advanced age. 
Canny players will 
notice that the seven 
colored lanterns cor- 
respond to the seven 
colors of the rainbow, 
and that they are all it. 
‘Thisisa clue regarding 
how ta bypass the face 
door in area 8. 

7. False Tomb 
(EL Variable) 

Avwide stairway descends into 
an immense domed chamber. 

Seven short tunnels branch from 
the room in all directions, extend- 

ing some thirty feet before ending in 
founded walls. At the terminus of each 

passage, a thick chain dangles (rom an 
unseen high ceiling. Five of the chains 
bear colorful lanterns, but two hold 
nothing at all. Opposite the entry stairs, 
a bright green lantern containing what 
looks like a torch casts a weird, murky 
light about the room. Countless chips 
of glass and shiny metal inset into the 
chamber's domed ceiling reflect this 
light, giving the impression of starlight 
and falling snow. The dome starts about 
ten feet off the ground and reaches 
apex about thirty feet over the center of 
the room. 

Belovrthe dome's peak.» long dats holds 
what appears to be 3 marble sarcophagus. 
‘Armilky white bas-relief figure, perhaps of 
huran, rests passively upon the sareopha- 
jus lid, Unlike the rest of the tomb, this 
oom is completely silent 

‘The sarcophagus in the center of the 
chamber might suggest that this is the 
final chamber in Zosiel's burial cairn. 
It is in Gact a false tomb meant to dis- 
courage grave robbers, and contains a 

number of opportunities for such 
interlopers to meet an untimely end. 
Arcane elevators hidden in the ends 
of two branch passages lead to the 
quarters of the architect Nadroc and. 
his team of servitors, who dwelted 
below for months while completing 
Zosiel’s tomb. Because the chamber is 
quite complex, individual elements of 
the room are coveted under their own 
headings below, 

The Sarcophagus 
‘At the center of the chamber is a raised 
platform, upon which sits a sealed sar- 
cophagus. The lid bears a white stone 
relief ofa tall figure cloaked in a simple 
garment of flowing cloth. It's difficult to 
say why, exactly, but the outfit conjures 
thoughts of ancient times. The figure at 
first looks human, but a cursory examni- 
nation reveals that itis about 7 feet tall, 
is completely hairless, and is of indeter- 
inate sex. Its arms and hands rest at 
its side, The left hand curls upon itself 
in a fist, but the right is placed palm up, 
with the thumb turned inand all but the 
index finger held parallel to the arm. The 
index finger, originally curled under the 
thamb (see illustration), was broken 
‘off by tomb raiders centuries ago and 
‘now rests amid the rubble in area 5. The 
extended fingers represent a clue to the 
location of the true tomb, 

‘The figure wears a scarab-like amu- 
let around its neck, inscribed with the 
personal symbol of Zosiel. Like Icosiol's 
personal glyph in area 2, this symbol has 
been all but forgotten in the modern age. 
ADC.20 Knowledge (arcana) check reveals 
‘only that it isa personal glyph of some 
powerful elemental entity. See the Glyphs 
‘of the Wind Dukes sidebar on page 21 for 
more information on how the PCs can 
Jearn more about the strange symbol. 

‘The sarcophagus rests upon a small 
raised platform carved in the shape of a 
stylistic arrow, with the tip aligned with 
the head of the relief figure upon the lid 
and a short “shaft” extending from the 
foot of the sarcophagus. ADCs Strength 
check is sufficient to shift the sarcopha- 
‘gus platform one “click” clockwise, until 
it comes to rest pointed at the next 
short tunnel extending from the central 
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THE WHISPERING CAIRN 
‘chamber. See the tunnel descriptions below for details on 
‘what happens when the arrow points at each tunnel. The 
sarcophagus platform cannot be moved counter-clockwise, 
‘When the PCs arrive, the arrow's tip points to the orange 
Jantern (area 70), The sarcophagus bears a fiery arcane trap 
set to trigger when the lid is lifted off the stone coffin, and 
{is completely empty. 

Sarcophagus Trap: GR 2; magic device; touch trigger 
(opening the sarcophagus lid); automatic reset; spel effect 
(burning hands, 1st-level wizard, ada fire, DG 11 Reflex save 
half damage), Search DC 26; Disable Device DC 26, 

The Tunnels 
‘The ceiling of these tunnels is x0 feet off the ground, but the 
alcove ceilings at the ends of the tunnels extend 4o feet, just 
within the shadowy radiance of a torch. Unusually colored 
lanterns hang from long chains attached to the alcove ceil- 
{ngs, dangling about 5 feet from the floor. The indigo and red 
Tanterns are missing, Each lantern is worth 50 gp. 
‘Thelantemsare an elaborate key mechanism. When torches 

have been placed inside all of the lanterns, the mouth of the 
howling face bas-relief in area 8 opens, revealing passage to 
“Zosiel’s true tomb, When all seven lanterns have been lit; the 
{ass and metal chips imbedded in the dome ceiling cast eerie 
reflections about the room, making it difficult to concentrate 
within the chamber, All attack rolls made by anyone within 
the room when all lanterns have been lit suffer a2 penalty 
due to the distracting effect. 

‘As noted above, two lanterns are nowhere to be seen. The 
indigo lantern rests in a backpack in area 5, while the red 
lantern is submerged in area 20 of the laborers’ quarters. 
‘ADC 10 Search check at the end of each tunnel is 

sufficient to turn up a5-foot-diameter circle carved into 
the floor, directly below the hanging lantern (or where 
a hanging lantern would be in the case of the red and 
indigo tunnels). The circles form the tops of arcane 
elevators in the case of the yellow, green, and indigo 
tunnels, and are merely decorative in the case of all 
other tunnels 
Red The lantern that once hung from the chain atthe end 

of this tunnel is nowhere to be seen. In fact it was taken by a 
member of Ulavant’s Seeker investigation 6o years ago and 
still rests with the thief"s corpse in area 20. 

‘Orange: An orange lantern hangs at the end of this pas- 
sage. The arrow platform at the center of the room points 
to this tunnel when the PCs arrive. 

Yellow: A yellow lantern hangs from the chain at the end 
of this tunnel. When the arrow platform at the center of 
the chamber points at this tunnel, a great rumbling from 
below the chamber can be heard as the circular tone at the 
end of the tunnel rises eight feet into the air, pushed up by 
5-foot-diameter metal cylinder that seems to arise from 
the ground itself. Seconds after it comes to a rest, two thin 
doors slide into the sides of the cylinder, revealing a small 
empty chamber. 

econ es 



The cylinder isan arcane elevator that 
leads to the personal quarters of Nad- 
tog, the Wind Duke architect who con- 
stricted Zosiel's tomb. The cylinder fits 
only one Medium creature ata time (two 
Small creatures, four Tiny creatures, and 
50 on} A Large creature can cram itself 
into the cylinder, but can take no stan- 
dard or full-round actions while stuffed 
within the cramped space. 
When a PG enters the cylinder, the 

doors immediately slam closed, and the 
entire contraption lowers itself into the 
floor. The stone “cap” locks into place 
‘once it goes flush with the floor, but the 
rest of the apparatus continues down- 
ward for one round, finally coming to 
rest in area 9. The doors slide open qui- 
ely when the elevator comes to a stop. 
One round after the passenger exits 
the cylinder, the doors close and the 
contraption rises on a column of air to 
return to area 7. If the arrow platform 
above is moved to point to another tun 
nel while the cylinder is at rest in area 9, 
the elevatorremains at the bottom of the 

shaft until the arrow once more points at 
the yellow tunnel. A button inset into the 
wall near the bottom of the shaft calls the 
levator down at any time, 

Green: Several years ago,an explorer 
placed an everburning torch in the 
green lantern that hangs at the end 
of this tunnel, and it has remained 
here ever since. Like the yellow pas~ 
sage, this tunnel boasts an arcane 
elevator that descends to another sub- 
dungeon, in this case the lair of the 
eight Wind Duke laborers who helped 
Nadroc build Zosiel’s tomb, Unlike the 
previous elevator, however, this one is. 
jammed and is not likely to survive 
much experimentation. 
When the arrow platform pointsat this 

tunnel, a cacophonous creaking of stone 
against stone emerges from the ground 
below the green lantern. Anyone stand- 
ing within the tunnel feels the ground 
rumble slightly as if something is about 
to give way 

‘The elevator can handle only three 
more rounds of this stress. On the third 

round of rumbling, the stone circle and 
the elevator apparatus beneath it com- 
pletely give way clattering to the ground 
of area 15 60 feet below. The collapse 
‘occurs on the third round in which the 
arrow points at the tunnel, The three 
rounds need not be consecutive, Char- 
acters standing on this area when it col- 
lapses can make a DC 12 Reflex save to 
scramble onto solid ground. 

One round afler the elevator falls, the 
PCs may make a Listen check to hear the 
skittering of thousands of insects making 
their way up the shaft toward them. The 
DC for this check is for PCs in the green 
lantern tunnel,and 10 for PCs in the main 
chamber of area. 

Two rounds later, a living geyser of 
beetles bursts from the shaft. They make 
for the nearest PC, eagerly attempting 
to devour the character and move on 
to the next. The undulating blanket of 
beetles trails.a thin coat of bright yellow 
acid in its wake. 

Along with the beetles emerges skitter- 
ing mad slasher, a horrible aberration with 
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six sharp legs sprouting from a central 
‘body that is little more than a disgusting 
eye. It attempts to avoid the beetle swarm. 
(since sharing a space with the swarm at 
the end of its turn means taking damage) 
and maneuvers to position itself to make 
best use ofits Whirlwind Attack feat. 

‘The 6o-foot shaft leading to area 45 is 
pilted and scarred, which makes climbing 
down relatively easy (DC5} 

Mao Staser cr2 
CE Medium aberration (Minitues Hondbook 4) 
Init +3; Senses darkvsion 60 fx Spot +9, 

Lsten +0 
E15, touch 13, flat-footed 12 
bhp 26,4 HO) 
Fort +3, Ref +4, Will +4 
Spd 40. 
Melee 2 claws +6(14841) 
Base Atk +3: Grp +4 
‘Abilities S13, Dex 17, Con 15, Int 6, Wis 

10,Cha 6 
Feats Combat Reflenes, Weapon Finesse, 

Whirlwind Attack® 
Skills Survival +7 

Acio Beerte SWARM, cri 
N Diminutive vermin (swarm) 
Init +3; Senses darhvision 60 A 

tremorsense 30f, Spot +4, Listen +4 
{AC 17, touch 17, flat-footed 14 
hp 9(2H0) 
Immune weapon damage; swarm traits, 

vermin traits 
Fort +3, Ref +3, Will +0 
Spd 20 8. climb 20 F- 
Melee swarm (1d6 plus 144 acid) 
‘tack Options acid 
Special Atack distraction 
Base Atk +1; Grp— 
Reilities Sr 1, Dex 17, Con 10, Int 

10,Ccha2 
$Q swarm traits, vermin traits 
‘Skills Climb +11, Listen +4, Spot +4 
‘Acid (Ex) A creature hit by an acid beete’s 

swarm attack takes 1d points of acid 
damage (OC 11 Fortitude save half) The 
save DC is Constitution-based, 

Distraction (Ex): Any living creature that 
begins its turn with an acid beetle 
swarm in lis space must succeed 
f0n a OC 11 Forlitude save or be 
nauseated for | round, The save DC is 
Constitution-based. 
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Blue!‘The ceiling over the blue lantern. 
is 50 feet high, unlike the other lantern 
shafis, which top out at 4o feet. Anyone 
standing at the bottom of the shaft can 
make a DC 15 Spot check to notice that 
the shaft ceiling is not visible in the 
radius of normal torchlight, tinlike the 
ceilings of the other lantern alcoves. 

At the top of the shaft, another pas- 
sage leads to the northeast (area 8), 
‘To reach this passage, the PGs must 
devise a way to climb go feet. The easi- 
est way up is to climb the thick chain 
(DCs Climb check). 

‘A skeleton lies in a heap on the floor 
here. A DC15 Heal or Knowledge (nature) 
check reveals several crushed bones, as if 
the unlucky fellow died froma great fl, 
Indigo: The chain atthe end of this pas- 

sage ends in a simple hook, as the indigo 
lantern was stolen years ago and eventu- 
ally ended up in a backpack in area 5. If 
the arrow platform pointsat this tunnel, 
‘metal arcane elevator identical in appear- 
ance to that described in the yellow pas- 
sage above rises from the floor under the 
‘dangling chain. Characters inspecting the 
Apparatus can make a DC 0 Spot check to 
notice numerous crushed bones and moldy 
clothes upon the floor of the cylinder, an 
‘obvious clue that all is notas it should be 
with this arcane elevator, A carefol Search, 
(C10) turns up a pouch containing 35 gp, 
15 sp. and a small red ruby worth so gp. 
‘Tworoundsaftera characterstands within 
the ejlinder the doors close and the con- 
traption utterly erushes everything within 
it, sinking back into the ground tintil the 
arrow structure once more points at the 
indigo corridor. 

False Elevator Trap: CR 2: mechanical 
device; location trigger (inside the elevator), 
automatic reset: ceiling moves down (246, 
crush); never miss; onset delay (2 rounds) 
Search DC 15; Disable Device 20, 

Violet: A violet lantern hangs at the 
end of this passage. 

Ghosts in the Machine 
‘Once each week, the minor wind spirits 
inhabiting the Whispering Cairn follow 
Nadroc'sancient instructions to reset cer- 
tain elements of the tomb’s design. Atthis 
time, the sarcophagus in area 7 rotates 
counter-clockwise to once again point at 

the orange passage. The elevatorsin areas 
7¥ and 71 rise and open, testing their lit- 
ing mechanism and doors in a routine 
that lasts a full minute. ‘The elevator in. 
area 7G heaves and shudders at this time, 
but does not rise. The stress is enough to 
collapse the elevator, as outlined above, 
Theoretically, if the party has not yet 
explored the Lair of the Laborers before 
the passage of three weeks, this collapse 
might open a new part of the dungeon 
for the PCs. 

‘The spirits also reset the burning 
hands trap on the sarcophagus. Once 
every year a powerful ancient sorcery 
replaces any of the colored lanterns 
that have been taken ftom the cairn, 
cteating exact duplicates that hang 
from the correct chains, Unfortunately, 
the poorly worded original incantation 
ensores replacements only for lanterns 
that haye been taken from the cairn, 
meaning those lanterns that were taken 
from area 7 bit that remain elsewhere 
in the cairn are not replaced. 

If the party is completely flummoxed 
by this room, a fortuitously timed 
refresh’ of area 7 offers a blunt way to 
get the action moving, 

8. Passage of the Face (EL 4) 

‘thin passage extends into shadows to the 
northeast. Perhaps seventy feet away, the 
passage ends in what looks like an enor- 
‘mous stone human face, its mouth open 
in an angey scream, 

‘The physiology of the face is identical 
to that of the near-human sexless figure 
depicted in bas-reliefupon the sarcopha- 
gus in the room below. The screaming, 
visage dominates the entire 20-ft, by 20- 
wall at the end of the corridor. Anyone 
walking down the hall may make a DC 15 
Spot check to notice several long scratch 
marks in the floor, as if something had 
been dragged toward the lip leading 40 
feet down to area 7. These marks were 
left by victims blown away by the blast- 
ing winds of the Trap, leftovers of fitile 
attempts to slow their trajectory by jam- 
ming a dagger into the floor. Anyone 
actively examining the floor notices these 
marks witha DG Search check. 



‘Trap: A pressure plate 60 ft. down 
the passage triggers if more than 60 
Ibs. are placed upon it. When this hap- 

pens, the face animates, and a terrible 
wind erupts from its wailing mouth. 
At the same time, the face's eyes spin 

"with hypnotic illusory patterns in all 
of the colors of the rainbow that corre- 
‘spond with unlit lanterns in the cham- 
ber below. Anyone within the face’s gaze 
‘must make a DC 13 Will save or become 
paralyzed, frozen in place and unable to 
‘move. Each round on its turn, the sub- 
Ject can attempt another saving throw 
1o snap out of it 

‘The terrible wind is another major 
concern of anyone unlucky enough 
to be in the passage when the trap is 
sprung, On the first round, the mouth 
blasts a strong wind, with the inten- 
sity ratcheting up one category every 
round, going from strong to severe to 
‘Windstorm to hurricane. See page 95 of 
the Duncton Masten’s Guide for rules 
regarding wind strength. Each round, 
‘creatures within the wind must make 
a1DC 18 Fortitude save or be subject to 
the wind's effects. Small characters are 
potentially lown aways early as round 
2 whereas Medium creatures face that 
risk on round 3. 
Blown away characters are knocked 

proneand tumble 1dgxso feet, taking 1d 
points of nonlethal damage per 10 fet. 
lying characters are blown back 2d6x10 
fetand takead6 points of nonlethal dam- 
age due to battering and buffeting, Non- 
flying characters pushed over the edge 
of the shaft plummet to the floor below, 
suffering 4d6 points of damage upon 
impact. Such characters may attempt to 
snatch the indigo lantern’s chain with a 
suecessfal DC 10 Reflex save, with success 
preventing the fll and damage. 

‘The wind continues at hurricane 
force for 10 minutes before it stops 
and the trap resets itself. The only way 
through the face is to ignite torches in 
area 7. Once a torch has been lit, that 
color fails to appear in the face's hyp- 
notic eyes. When all torches have been 
lit,the trap is effectively disarmed. The 
stone comprising the mouths inte- 
tior vanishes, allowing passage to the 
chamber beyond. 

‘The Face in Darkness: CR 4%; magi- 
cal device; location trigger (pressure 
plate); automatic reset; multiple traps 
(one hold person trap and one control 
winds trap); spell effect (hypnotic eyes; 
hold person, grd-level cleric, DC 13 Will, 
save); spell effect (wind blast; control 
winds, rath-l caster, DC 18 Forti- 
tude save); multiple targets (all char- 
acters within gaze of face); Search DC 
a5; Disable Device 30. 

“Strictly speaking, the CR for this 
trap should be higher, Due to the 
numerous clues nearby (the dagger 
gouges, the skeleton at the bottom of 
the shaft) and the long delay before 
the wind can really harm the PCs, the 
trap's CR has been lowered on an ad 
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hoc basis. Be aware that this trap could 
be extremely deadly. 

LAIR OF THE ARCHITECT 
It took the Wind Duke architect Nad- 
roc nearly a year of solid work to 
design and construct the Whispering 
Cairn, During this period he dwelt 
within his work-in-progress, in a spe- 
cial series of chambers called the Lair 
of the Architect. Due to the complex- 
ity of the elevator mechanism, this 
part of the cairn is not quite as looted. 
as areas 2-7, and contains a number 
of treasures from Nadroc’s time. Ceil- 
ings in the Lair of the Architect reach 
a uniform height of 20 feet. Walls are 
made of solid stone. 

= & 



9. Architect's Foyer (EL 2) 

The walls here are covered In bas-relief 
mages similar to the slender figure upon 
the sarcophagus id in the chamber above, 
Nearly a dozen androgynous, hairless 
humanoids stand in poses of deference, 
almost as if they are paying homage to the 
Viewer, Many extend their hands in adora- 
tion, their facesawash in adulation, Several 
of the statues lack hands, arms, heads, or 
anything else easily hacked off by longe 
absent tomb rebbers. 

About Feer feet to the south, a dark 
passage extends from an elaborately carved 
arch, Only a Ite of this hallway Is visible, 
however, 25 a large stone block obscures 
most of tie passage. 

‘The stone block is roughly 10 feet 
wide by 2 feet deep by 8 feet tall, and 
nearly seals off the passage to the south. 
A large niche about the same size as the 
block opens in the ceiling 10 feet above. 
‘A fine layer of dust covers everything in 
the room. A character crawling upon the 
top of the block gains a decent view of 
the darkened hallway beyond, and is able 
to make out 2 handful of alcoves mark- 
ing the walls of the tunnel at regular 
intervals, Squeezing between the tip of 
the arch and the top of the stone slab 
requires a DC25 Escape Artist check: 

‘A button inset into the wall near the 
levator shaft serves as a call button for 
the elevator. Pressing it recalls the elevar 
torto this area. 

‘Trap: The stone slab is far too heavy 
to lift, but up to four characters work- 
ing together can topple it to the north 
with a successful DC a5 Strength check. 
‘The slab rests upon a pressure plate set 
to trigger when the weight of the slab 
is removed. 

‘A noxious green gas fills the room 
from valves hidden within the mouths 
of the adoring bas-reliefs lining the 
roorn's walls, 
Slab Trap: CR 3; mechanical; touch trig- 

‘get (cemoving weight from pressure plate 
manual reset; gas; multiple targets (all tar- 
ets in area 9}: never miss; onset delay (5 
rounds} poison (essence of oileloud, DC13 
Fortitude save resists,1 Str/id6 Str} Search 
DC 15; Disable Device 20. 
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10. Passage of Honor 
(EL 2) 

Curious corvings that seem 10 represent 3 
stirring tempest cover the walls of this ten= 
foot-wide passage. At ten-foot intervals, 
‘small alcoves flan the passage, and each 
alcove contains an androgynous human- 
oid figure with cupped hands. The Figures 
stand roughly seven feet fall, A faint wind 
seems to play within the passage, but it's 
difficult to tell where it's coming from. 

Each statue bears the likeness of one of 
Nadroc’s noble Wind Duke patrons Their 
‘cupped hands once cradled miniature stat- 
vettes of magnificent vaati buildings con- 
structed by the architect in their names. 
‘These figurines rested upon a soft cur- 
rent of air immediately above the statues’ 
cupped hands These currents still exist, 
and will hold any Tiny or smaller object 
aloft indefinitely. They are the source of 
the strange breeze in the hallway. The stat- 
‘uettes now rest in the pouch of an ancient 
tomb robber who lies dead in area 11, 

‘The passage grows unnaturally cold 
at the point of the third and final set of 
alcoves.a result ofa patch of brown mold 
in area. 

Creature: A gruesome aberration 
known as a lurking strangler skulks 
‘within the shadows of one of the display 
alcoves. The strangler entered the Whis- 
ppering Cairn 3 week ago at the behest of 
its master, a Vecna-worshiping wizard 
called the Faceless One who infiltrated 
Diamond Lake about 3 month ago. This 
enigmatic figure ordered the creature 
to explore the ancient tombs around 
the town, and it soon thereafter became 
trapped in the Architect's Lair ater rid- 
ing the elevator there during a routine 
test (see the “Ghosts in the Machine” side- 
bar} The Faceless One is a major enemy 
in “The Three Faces of Evil’ the next Age 
‘of Worms Adventure Path installment, 

‘The lurking strangler is a 3-foot-long 
strand of striated muscle connected to 
two floating eyeballs. It stretches and 
twists as it floats through the air, but it 
does not speak (though it understands 
Beholder and Common}, It attempts to 
Ihide in the darkness until it ean attack a 
character with a surprise sleep eye ray. 

Lumkina StaaNateR cr2 
LE Tiny aberration (Monster Manual Il 100) 
Init +4; Senses all-around vision, darkvision 

{60 fi; Spot 8, Listen +0 
Languages understands Common and. 

‘Beholder but does not speak 
HE 16, touch 16, Nat-Footed 12 
hp 11 (2 HD) 
Fort +3, Ref +4, Will +4 
‘Spa 5 fi fy 20. (good) 
Melee iash +7 (144-3) 
Ranged eye ray #7 ranged touch 
Special Attack suffocate 
Base Atk +1; Grp 10 
‘Abilities Sir 5; Dex 19, Con 13, 1 4, Wis 10, 

Cha 10 
$Q fight 
Feats Alertness", Stealthy, Weapon Finesse 
Skills Hide +14, Listen 45, Move Silently 6, 

‘Search +1, Spot +8 
All-around vision (Ex: Lurking stranglers 

receive a +4 racial bonus on Spot and 
Search checks, and they cant be flanked. 

Eye rays (Suk Each of the lurking strangler's 
eyes can shoot afferent ray, One 
duplicates a couse fer spell: the other 
duplicates asleep spell, Each ray only 
affects one target at atime: These effects 
‘operate at caster level 3, and are negated 
by a.DC 11 Will save. The save DC is 
‘Charisma based. 

Flight (So A lurking stranger possesses 
natural buoyancy that allows ito fy ata 
speed of 20 feet (good maneuverability) This 
‘buoyancy also grants ita permanent feather 
falleffet(s the spel with range personal 

‘Suffocate (Ex If lurking strangler hits a 
belpless foe with its ash attack, it wraps 
Itself around the victim's throat and 
begins to choke it. In the first round the: 
victim falls unconscious (0 hit points). Iv 
the folowing round, she drops to-1 hit 
points and is dying. In the third round, 
she suffocates and dies. 

11. Gallery (El 2) 

‘dull gray stone pillar reaches from floor to 
ceiling in this large chamber, Halls extend, 
to the east and west. 

‘The west wall of the room's gray central 
pillar holds a deep recession that ends at 
‘What looks like a fountain basin about 4 
feet off the ground, This is the nutrient 



stil, amagical apparatus capable of chura- 
ing forth a nutritive orange sludge that 
looks abit like vornit and tastes a bit like 
rary. One serving is sufficient to sustain 
character for a full day. Fifteen servings 
‘anbe harvested from the basin when it is 
fill (as it is now). Servings are replaced at 
arate of one per day. 

‘The area around the nutrient still is 
infested with brown mold (DuncroN 
MasreR's Ghide 76). Living creatures 
‘within 5 feet of the brown mold take 346 
points of nontethal cold damage. Fire 
brought within 5 feet of brown mold 
causes ito instantly double in size, Cold 
damage, suchas froma ray offost instantly 
destroys it. The extent of the mold infes- 
tation is displayed on the map, 

‘The central pillar’s east face bears 
a similar niche that extends from 
floor to ceiling. In ancient times, 
Nadroc hung his architect's tools on 
‘pegs in this alcove. An unfortunate 
tomb robber later attempted to steal 
these tools, bringing a massive stone 
tolumn down on his head. A DC 15, 
Search check along the short wall 
north of the column reveals a hidden 
‘atch, Triggering the catch hoists the 
column back into the ceiling, reveal- 
ing a crushed human skeleton wear 
ing shiny silver chainmail. Several 
of Nadroc’s tools were destroyed 
when the stone colamn fell, but oth- 
ers remain unharmed on their pegs 
where the architect left them thou- 
sands of years ago. Once the column 
has returned to the ceiling the trap 
is forever useless, as the trigger was 
destroyed when the column fell. 

‘Adry fountain along the south face of 
the central pillar features low basin and 
a wall spigot about 8 feet high, looking 
something like a shower, The enslaved 
water elemental that once powered this 
Apparatus died centuries ago. 

‘Treasure: The corpse in the tool 
closet wears a suit of +1 chainmail, bat 
almost all of his other possessions 
were crushed along with his bones. In 
aleather sack so old that it crumbles to 
the touch can be found the remains of 
three broken statuettes of Nadroc's pre- 
vious commissions (looted from area 
40)and three that remain in excellent 

condition—a grand palace, a stim spire 
with eight connected smaller towers of 
different heights, and what looks like 
4 grand stadium. Each intact statuette 
is worth 200 gp. The intact tools are 
a wand of unseen servant (16 charges), a 
wand of shatter (7 changes), and goggles 
of minute seeing. 

12. Living Quarcers 

This wide chamber must once have been 
the living quarters of an important figure. 
Alarge stone slab that suggests the shape 
ofa bed rests against the east wall, under 
«a huge bas-relief of a robust, long-nosed 
bald humanoid figure with outstretched 
hands. The figure wears a lovingly 
sculpted wind-tossed robe that gives him 
the appearance of a triumphant god. A 
elypi that looks lke a stylized arrow marks 
aan amulet worn around the figure’s neck. 
Wardrobes and dressers seemingly carved 
from the stone walls look ta have been 
ransacked a long time ago, 

‘This room was emptied of valuables 
centuries ago. A thin bed of whirling 
air rests atop the stone slab against the 
east wall: The wind is strong enough. 
to suspend a Medium character above 
the stone comfortably, making it an 
‘excellent bed. Anyone sharing a space 
with the bed must make a DC 20 Will 
save to avoid becoming fatigued. This 
effect ends when the PC is no longer 
in the bed's space. The glyph on the 
amulet is Nadroc’s personal symbol, 
and is reproduced as the compass rose 
of the map of this dungeon level. See 
the “Glyphs of the Wind Dukes” side- 
bar for more information regarding 
this symbol. 

13. Workshop (EL 1) 

‘The ceiling of this large chamber glows 
with what looks like natural sunlight, 
illuminating a series of worktables, vises, 
spinning wheels, and blocks of unfin- 
ished marble that identify the room as a 
sculptor’s workshop. A huge unfinished 
statue of an imposing bare-chested war- 
rior wielding a stafflike rod in its tefl 
hand dominates the north wall. The hair- 

{ess figure looks similar to the bas-relief 
onthe sarcophagus upstairs, Buti clearly 
‘meant ta be a different person. short ced 
metal pedestal against the south wall dis- 
plays what appears to be a jet-black stone 
ogg the size of a small boulder. A gold 
glyph—an equilateral triangle with short 
hash marks through each leg—marks the 
face of the eng. 

‘The statue is meant to represent the 
great Wind Duke who used the Rod of 
Law to defeat Miska the Wolf-Spider 
‘The *rodl” in the statue's hand is a pet- 
rified wood staff that Nadroc planned 
to replace later with a more ornate 
decoration. Anyone examining the staff 
(Search DC 5) notices that six grooves 
have been cut along its shaft, suggesting 
seven segments. 

‘The workshop has been competently 
Jooted, and all that remains are bits off 
nniture and parts of more elaborate sculpt- 
ing tools, The daylight coming from the 
ceilings a permanent magical effect. 

A successfull DC 15 Knowledge (the 
planes) check identifies the gold sym- 
bo! tupon the ebon egg as the personal 
device of Ogrémoch, a legendary ele- 
‘mental prince of evil. A DC 20 result 
notes that Ogrémoch and a legion of 
lesser earth elementals were said to 
have served on the side of the Queen 
‘of Chaos at the preat final battle at Pesh 
that ended a primordial war between 
Lawand Chaos, 

Creature: The egg is the dormant 
form of a hibernating Small earth 
elemental who served at Ogrémoch's 
side at the battle of Fesh and who was 
later captured by the victorious Wind 
Dukes of Aaga and forced into life of 
magical servitude. The elemental, an 
evil lout called Artophanx, is forever 
bound to this chamber, compelled by 
ancient incantations to assist the Wind 
Duke Nadroc, who constantly grilled 
him about the properties of indig- 
enous rock or the likely efficacy of this 
or that masonic flourish. The Lair of 
the Architect has been empty for thou- 
sands of years, so Artophanx went into 
hibernation centuries ago, and snaps 
out of his torpor only iftouched. Ifthis 
happens, the elemental immediately 
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takes on an anthropomorphic form 
and barks a challenge in Terran, the 
grating, gravelly language of elemental 
earth. Ifthe PCs do not respond, Arto- 
phanx attacks. 
Artophanx wants more than anything. 

else to escape, and might be fooled 
into cooperating with the party if suc 
cessfully bluffed by a Terran-speaking 
character. If convinced that the PCs 
might be able to help him escape the 
room (something actually well beyond 
their power) he can relate some use- 
ful facts about the Whispering Cairn’s 
construction, including the fact that it 
vwas built by 2 Wind Duke named Nad- 
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roc to honor a warrior named Zosiel 
who died on the fields of Pesh and the 
fact that Zosiel’s true tomb lies beyond 
the face in area 8. 

‘Small Earth Elemental: hp 31; AL Neu- 
tral evil; Monster Manual 97. 

‘Treasure: The red metal pedestal is 
ofa material totally unknown elsewhere 
on this world, and is worth 300 gp. It 
‘weighs 200 Ibs. The wooden pole held 
by the statue doubles as a masterwork 
quarterstatl 

14. Toilee 
‘This austere toilet has not been used 
in centuries. 

Seaecaey 
q « 

THE WHISPERING CAIRN. BYERIKMONA 

LAIR OF THE LABORERS. 
Nadroc’s creation of the Whispering 
Cairn required the assistance of eight 
skilled Wind Duke laborers who dwelt 
in this sub-level. They were several lay- 
ers below Nadroc in the complex social 
strata of the Wind Dukes of Aaga, so the 
stonework and amenities of this level 
are markedly inferior to similar accou- 
trements in the Lair of the Architect. 
‘The ceilings on this level uniformly 
reach a height of 20 feet. Walls are 
worked stone, 

15. Laborer’s Foyer 

Dozens of bas-relief figures similarto the 
fone on the sarcophagus lid in the room, 
above stare disapprovingly from the walls, 
here. Many sport crossed arms and stern, 
expressions. A few of the statues’ heads are 
missing, and some have huge chunks torn, 
‘out of them, Others have a weird melted 
appearance, as if they'd been sprayed by 
something terrible. A large glyph that 
looks like a stylized arrow points down a 
short corridor to the north that leads to-a 
four-way Intersection. 

‘The damage to this room comes from. 
the acid beetles inhabiting area 16. The 
alcove in the south wall conforms to the 
shaft leading to area 7 above. The shaft 
starts 20 feet above the floor of area 15, 
and is pitted with acid-burned hand- 
holds (Climb DC 10). The glyph—Nad- 
roc's personal sign—is identical to the 
‘one found on the amulet in area x2, 

1G. Food Room/ 
The Hive (EL 3) 

The north and south walls of this large 
chamber taper in somewhat, and in the 
nook of the far eastern wall rests a wide 
stone basin backed by a five-foot-tall shelf. 
A hardened orange paste spills out over 
the two-foot basin lip and covers much of 
the shelf. Thousands of tiny beetles with 
bright blue carapaces skitter and tunnel 
through the chalky substance. A keening 
insect chorus fillsthe room. A huge org 
sass completely fils the room's southwest 
comer. Judging by the beetles spilling from 
within, it appears to be an enormous nest. 



In ancient times, Nadroc’s laborers 
‘sustained themselves on the nutritious 
substance generated by this fountain. 
‘The orange substance is still edible, 
but those who eat it must make a DC 
14 Fortitude save to resist becoming 
sickened for 1 hour due to the ubiqui- 
tous beetle waste. 

‘The nest in the southwest comer has 
the consistency of papier-miché, and 
tan be cut through easily. If burned, 
{produces an acrid black smoke that 
grants concealment to every creature 
in the room for 6 rounds or until the 
smoke is blown away. 

Creatures: This room serves as the 
central breeding ground of a colony 
of aggressive beetles who feed upon 
the edible orange sludge that fills the 
basin. When the PGs enter the room, 
the vermin skittering about the sludge 
«oalesces into the form of an acid bee~ 
tleswarm, and a Medium giant bom- 
Tardier beetle, the cow of the colony, 
moves to attack, opening with a deadly 
spray of acid. The insects fight to 
the death. 
Giant Bombardier Beetle: hp 13; Mon- 

‘ter Manual 284. 
‘Acid Beetle Swarm: hp 9; see page 26. 
‘Treasure: ADC 10 Spot check reveals 

the presence of three oblong lumps 
completely covered with orange sludge 
in the room's southeast corner. These 
are the skeletonized remains of three 
long-dead human Sgures in soiled 
red leather armor. An eight-pointed 
star symbol marks the left breast of 
each moldy suit of armor, a symbol 
that marks the dead as members of 
Ulavant’s Seeker band, which met a 
rim end in the Lair of the Laborers 
Some Go years ago, A DC 15 bardic 
knowledge or Knowledge (geography, 
history, oF nobility) check identifies 
the symbol as belonging to the Seek- 
€rs, a group of unscrupulous arche- 
ologists and pseudohistorians. One of 
the Seeker guards has three potions of 
‘ute light wounds, and another bears a 
pearl of power (st level), 
‘ADC 15 Search check in the ruined 

temains of the nest turns up a mummi- 
fied human hand still wearing a ring of 
father falling. 

17. Sleeping Quarters (EL 2) 

Eight man-sized stone stabs, about four 
feet off the ground, are arranged in two 
fows in this large room. A long-dead 
corpse, possibly a human, lays sprawled 
fut upon one of these slabs, his red 
feather armor the only hint of color in 
the otherwise drab room. The north and 
‘south walls taper in somewhat, and the 
short west wall abuts a small stone stage. 
The red clay statue of a powerfully built 
warrior wielding a eylinder-headed great- 
club stands tall upon the stage, its eyes 
surveying the room. 

Each round characters within this 
room must make a DC 15 Will save to 
resist becoming fatigued. The fatigue 
ends when the PC leaves the room. 
‘The stone slabs once served as beds 
for Nadroc's Wind Duke laborers, The 
skull of the human male corpse on 
the southwest slab has been utterly 
crushed by the stone greatclab of the 
statue upon the western stage, a mar- 
ble representation of the Guardian of 
the Veil, a mythical Wind Duke figure 
who stands sentry between the lands of 
sleep and wakefulness. The statue itself 
is not attached to the floor, and may 
be tipped over with a DC 20 Strength 
check. It weighs 800 Ibs. 

Creature: When the PCs first arrive, 
a giant bombardier beetle stag stum- 
bles about between the sleeping slabs. 
"The fatigued beetle does not respond 
to the sounds of conflict in area 16, 
preferring instead to enjoy a rare 
moment of rest. It attacks any non- 
beetle creature it sees, leading off with 
a spray of acid, 

If any non-Wind Duke falls asleep 
on one of the stone slabs, the terra~ 
cotta statue on the stage in the western 
alcove animates and attempts to smash 
the sleeper with its club (treat as a slam 
attack, as the club is merely a part of the 
Guardian state). 

Giant Bombardier Beetle: hp 20; 
fatigued (-2 to Strength and Dexterity); 
‘Monster Manual 284, 

‘The Guardian of the Veil, Medium 
animated object: hp 31; SQ hardness 2; 
‘Monster Manual 13, 

‘Treasure: The corpse on the south- 
west slab wears masterwork leather 
armor emblazoned with the eight- 
pointed symbol of the Seekers and a 
silver ring worth 75 gp. 

18. Tool Alcoves 
Numerous pegs extending from the walls 
ofthese alcoves once held the excavation 
ear of the Wind Duke laborers, but any- 
thing of worth was looted long ago. 

19. Submerged Showers 
In ancient days, the laborers cleaned 
themselves and disposed of their 
‘waste in the lower level of their lair 
(areas 19-22), An enslaved water ele- 
mental commanded an elaborate set 
of showers and saw to the sanitary 
needs of the workers. Centuries of 
isolation have driven this creature 
insane, and now the lower chambers 
are completely submerged in water. 
Numerous drains near the shower 
pillars are wholly clogged with debris, 
deposited by the elemental, leaving no 
way for the PCs to drain the area. The 
PGs first encounter the water about 
halfway down the stairs leading to 
area 19. 

Refer to page 92 of the DuXcroN 
Masree’s Guide to re-familiarize your- 
self with D&D's underwater rules. To 
summarize the most important ¢le- 
‘ment, a character can hold his breath 
for a number of rounds equal to twice 
his Constitution score, as long as he 
takes only move actions or free actions. 
‘Taking a standard action or a full- 
round action reduces this period of 
time by one round. After that period 
of time, he must make a DC 10 Consti- 
tution check to continue holding his 
breath. Each round, the DC increases 
by. If he fails the Constitution check, 
he begins to drown. In the first round, 
he falls unconscious (0 hit points), In 
the following round, he drops to-1 hit 
points and is dying, In the third round, 
he's dead. 

All of the submerged rooms are com- 
pletely dark, which should add an eerie 
element to their exploration. PCs with- 
out darkvision must rely on some artifi- 
cial means of light, such as the light spell, 
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a sunrod, or the everburniing torch from 
area7G. 

‘The four pillars and central structure 
ofthis room are composed of tan stone 
and contain non-finctional shower spig- 
otsabout 8 feet offthe ground, 

(Creature:’The insane Small water ele- 
mental still dwells here, spending much 
of its time spinning in a tight vortex in 
area 20. It notices the PCs the second one 
of them touches the water, and swiftly 
‘moves to intercept them. 

Insane Small water elemental: hp 11; 
Monster Manual! 100. 

‘Tactics: The elemental gets +1 to 
attacks due to its water mastery spe- 
cial quality, but suffers a —4 penalty 
against the PCs if they stand upon 
the ground (a safe assumption dur- 
ing combat). This gives the elemental 
a total attack bonus of +1 for its slam 
attack, It tries to ambush a torchbear- 
ing character first. It has darkvision 
to 60 fect, and would prefer to fight 
without a light. It waits until the 
torchbearer is in the middle of area 
19 before attempting to quench the 
torch (requiring a touch attack and 
a successful caster level check). Once 
the elemental has achieved darkness 
(or if no characters hold an ever- 
‘burning torch), the creature leads off 
with its vortex before moving in with 
slam attacks, 

20. Locker Room 
with Benches 

This small room contains four long benches 
and several niches along the wall 

‘Treasure: A dead human body here 
bbears the red lantern from area 7. It 
wears red masterwork leather armor 
with the Seeker insignia over the left 
breast, and a +1 short sword hangs in 
a molding scabbard on its belt. The 
corpse's bones are very badly gnawed, 
and its armor has been torn apart and 
ruined as if by sharp claws, A DC 10 
Heal check reveals that the bones have 
been cracked open as if something 
was trying to get at the marrow within. 
The body has been dead for so years 
or more. 
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21. Other Locker Room 
with Benches (EL 2) 

“This rmall roam containe four long benches 
and several nlcher along the wall 

Greature: This chamber is home 
to the scholar Ulavant, who became 
a ghoul after his death at the hands 
of the water elemental prevented 
him from accomplishing his goal of 
cataloguing the Whispering Cairn's 
secrets for the archive of the Free 
City's Seeker lodge. Ulavant wears a 
gold ring with the eight-pointed star 
Seeker insignia on the third finger of 
his left hand, 
Ulavant, ghoul: hp 15: Monster Manual 119, 
‘Tactics: Ulavant attempts to para- 

lyze his enemies, starting with what he 
assumes to be bards, wizards, and sor- 
cerers. Though his mind is now utterly 
consumed with the need to consume, 
Ulavant maintains some measure of 
his brilliance. He also retains a good 
measure of his original depravity. 
Should be paralyze all of his victims, 
he moves the frozen bodies so that they 
can look into each others eyes before 
gorging on one of the victims, starting 
with the throat. This theatrical flourish 
might just give one of the paralyzed 
PCs the chance he needs to shake free 
from the paralysis. 

‘Treasure: A pile of tattered clothes 
stuffed into one of the lockers hides a 
pouch containing 38 gold, 2 platinum, 
and 55 silver pieces. Ulavant’s Seeker 
tingis worth 200 gp. It instantly identi- 
fies its wearer asa member of the Seck- 
cers, which may have implications with 
Khellek, the wizard in the trio of rival 
adventurers introduced in the “Back- 
drop: Diamond Lake” article elsewhere 
in this issue. 

Note: The bump in EL accounts for 
the fact that the party is underwater, 
making the ghoul’s paralysis effect 
much more powerful. It is not, how- 
ever, as powerful as it might seem, 
Ulavant’s paralysis attack freezes its 
victims in place, but paralyzed charac 
ters can continue to hold their breath 
for the duration of the paralysis. They 
do not begin to drown the moment the 

paralysis begins. They coyld, however, 
drown if they ran out of breath before 
the paralysis ends. 

22. Toilet 
‘This submerged toilet has not been used 
in centuries. 

PART TWO: 
THE TRUE TOMB 
Areas 23-25 represent Zosiel’s true 
tomb. Very few explorers have pen- 
etrated as far as area 23 in the last 
several thousand years, and no living, 
interloper has managed to negotiate 
the metal door at the end of that pas- 
sage to gain the fabulous Chamber 
of Sighs. When the tomb was con- 
structed, the door was meant to be 
‘opened only by the elemental thralls, 
inarea 24.at the behest ofa Wind Duke 
who spoke the correct long-forgotten 
phrase into the door. An elemental 
would then press a catch on the wall 
opposite area 23, and the metal door 
would slide open gingerly, Now, the 
only way through is to make a deal 
with the ghost of Alastor Land,a run- 
away who died exploring the Whisper- 
ing Cairn nearly 30 years ago and who 
haunts the place still, 

23. Alastor's Haunt (EL 4) 

Through the gaping mouth at the end 
of the hallway is a long, dark room with 
no floor. A three-foot-wide beam of 
petrified wood spans the chasm, lead- 
ing straight ahead into darkness. About 
ten feet below the beam, countless iron 
spheres the size of large oranges farm 
an irregular floor, but it's impossible to 
tell if they represent a wholly solid sur- 
face. The northwest and southeast walls 
are covered in a honeycomb of geo- 
metric patterns. The featureless stone 
ceiling extends about twenty feet from 
the beam. 

‘This room represents Nadroc’s last 
attempt to dispense with unwanted tomb 
robbers, so the beam and walls com! 
to make a devious Trap. Note the side 
view of this room provided in the map 
of the True Tomb. 



Creatures: A curious grick lives in 
the iron spheres at the bottom of this 
oom, having tunneled here through 
‘some subterranean fissure opened dar- 
‘nga ancient earthquake. Each round, 
Cs standing upon the spheres may 
‘make a DC 15 Listen check to hear the 
grick moving under iron spheres. 1f it 
‘hears the PCs, it rushes up to attack 
fiom surprise. 

‘The grick is far from the most potent 
Potential enemy in this room, however, 
for the place is also the lair of Alastor 
‘and, a young teen runaway who man- 
aged to slip through all of the Whisper- 
‘ng Cairn’s defenses 30 years ago only to 
die here. Now he lingers on as a ghost, 
cursed to forever remain in this cham- 
ber, wracked with guilt for having aban- 
doned his mother and siblings. As the 
PCs explore the room, Alastor observes 
from the Ethereal Plane. His childish 
figales follow every PC mistake, while 
es of “wow” or “I thought you were 
dead that time!” seem to come from the 
walls as the PCs fight the grick. Once 
‘they have defeated the aberration, Alas- 
tor decides that they are his best chance 
to escape the chamber and finally rest 
with his fumily. 

Immediately after the fight ends, 
‘Alastor manifests, appearing as a trans- 
ucent 13-year-old farm boy with a bro- 
ken neck, long black fingernails, and a 
‘demoniac glare in his eyes. He attempts 
to shield most of the PCs from: his hor- 
rifc appearance, but the youth has a flair 
for the dramatic and wants to make a 
ponerfal frst impression, so he wants at 
Teast one of them to see him in his true 
form. Thereafter, he attempts to- move 
oto the same square as a PC and take 
cover that character with his malevolence 
special attack. Once he has controlled a 
PC(or ithe cannot manage to do so), he 
speaks directly to the PCs. 

‘have been here countless decades, pun- 
Ished for abandoning my family in a time 
of need. Over these years, | have seen 
iplorers like you come and go. The trap 
inthe walls kills most of them, but others 
have left in humiliation, unable to pass 
through the far metal door. am unable 
10 leave the way you came because of my 
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ccurse, but | am able to push through the 
for wall. Beyond is a glorious chamber of 
strange carvings and a pillar of alr. And 
there's a catch on the other side of the 
door that opens it without a problem, I'l 
trigger it for you if you take my bones 
from here and bury them with my fam= 
ily on a farmstead just beyond Diamond 
Lake. Oo this for me, and I will be free. | 
assure you there is no other way through 
that door.” 

Alastor left home 30 years ago, in the 
65th Common Year (the current Com- 
‘mon Year is 595, assuming you don't use 
some other dating convention). It’s been 

atleasta decade since the last adventurers 
came to this chamber. They fell victim to 
the iron sphere trap, and their corpses are 
buried beneath the upper layer of iron 
balls forming the room's floor. He can 
direct the PCs to his own skeleton, which 
liesabout three feet below the surface just 
below the metal door. 

If the PCs insist on fighting Alastor, 
he attempts to kill one of them to prove 
that he is a worthy opponent, thereafter 
pleading with them to take his bones 
back to his family plot. His directions 
suggest a farmstead 10 minutes east 
of Diamond Lake, and lead directly to 
Chapter Three: Tomb Stories, below. 



‘AusstoR LAND cR3 
‘Male human ghost commoner 2 (Monster 

Manual 117) 
‘EN Small undead (incorporea!) 
Init 46; Senses darkvision 60 ft: Spot +6, 

Listen +6 
Common 

KC 16, touch 16, fat-footed 14 
hp 13(2 HD) 
Immune incorporeal traits, undead traits 
Fort +0, Ref +2, Wil 1 
‘Spa fy 30 (perfect) 
Base Atk +1; Grp +1 
‘Special Attacks horrific appearance (OC 

14), malevolence (DC 18), manifestation, 
telekinesis (OC 

‘Bellties Str—, Dex 14, Con — int 1, Wis 
9,Cha 7 

Q incorporeal tats, rejuvenation, turn 
resistance +4, undead traits 

Feats Alertness, Improved Initiative 
Skills Listen +6, Spot +6 

Grick: hp 9; Monster Manual 139, 
‘Trap: The geometric patterns on the 

northwest and southeast walls disguise 
numerous holes that shoot soft- ij. 
ball-sized fron spheres across the 
room when anyone crosses the 
15 foot span at the center of the 
beam. The safest way to cross 
the room is probably to lower 
oneself to the uneven surfice of 
spheres below the balance bear, 
butthis risks upsetting the rick that 
dwells below the spheres. The spheres are 
difficult terrain, with most Medium crea- 
tures sinking about afoot deep, Anyone tak- 
ing strenuous action (such asattacking) while 
standing upon the unstable balls must make 
DC 10 Balance check or fill prone. 

Hail of Iron Spheres: CR 2; mechani- 
cal; proximity trigger; automatic reset; 
Atk 46 ranged (id4, iron sphere); mul- 
tiple targets (al targets upon the balance 
beam); Reflex save DG 16 oF fall (ius) 
Search DC 20; Disable Device DC 20, 

‘Treasure: The following goods may 
be harvested from decomposed bodies 
buried within the iron spheres: 47 gp, 
7 8p. pp, a rusty longsword, and a 
suit of masterwork banded mail. 

Development: When Alastor 
Land's bones have been interred 
next to those of his family, the ghost 
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immediately knows he is free from his 
‘curse and begins to fade from reality. 
Before he does so, however, he passes 
through the northeast wall into area 24 
and triggers the catch there. The metal 
door slides open. 

‘Ad-Hoc Experience Award: When the 
PCs return Alastor Land's bones to his 
family plot atthe Land farmstead, award 
them experience as if they defeated a 
CR3 encounter, 

24. The Chamber of Sighs 
(FLO) 

This cavernous chamber consists of» large 
stone walkway around a deep chasm that 
leads into darkness. Four platforms lead 
from the walkway to central ring, but two 
of these platforms are broken. Bright light 
reminiscent of a summers day Filters down 
from the celing about forty 

fas) 
\f Alastor 

Land 

{ectabove. Four wide galleries extend from 
‘the outer walkway, their far walls covered 
with enormous bas-relief vistas. A sighing. 
wind emits from 3 huge pilar of rushing air 
at the center of the chamber, The column 
extends from the floor to the ceiling, cut 
ting through the room's central ring, 

‘The central pit is 6o feet deep, ending 
in a featureless basin. Each perimeter gal- 
lery bas-relief portrays a scene fiom the 
life of the Wind Duke Zosiel. The sculpt- 
{ng on the walls appears very crude ffom 
distance. Figures are blurred and distorted, 
and its impossible to tell what the images 
are meant to represent. When a character 
approaches within 10 feet of one of the 
bas-relief, however, valves breathe forth a 
smoky sheet of steam that covers the entire 
wall As the steam eddies and plays about 
the rough carvings, distinct impressionis- 
tic images become apparent on the walls. 

‘These images shift and move, making, 
them come alive with action. 

aA: This image depicts a peacefial 
scene featuring several vaati relaxing 
{in an idyllic country scene. Dozens of 
perfect circles fil the sky above the frol= 
fcking figures. As the steam runs over 
the image, dark, twisted shapes emenge 
from the sculptures edges. The shapes 
coalesce to form monstrous creatures 

that look like a cross between spi- 
ders and wolves, As the creatures 

approach the Wind Dukes the 
Circles in the sky begin to 
‘burst one by one. 

This event represents 
the empire of Aaqa prior to 
the great war against the 
armies of Chaos. ‘The cir- 
cles in the sky represent 
worlds claimed by the 
ancient Wind Dukes, 
"Their destruction sym- 
bolizes the magnitude 
of the chaotic threat. 

24B: This image 
depicts a towering vaati fig- 

ure wearing the glyph of lcosiol 
standing over a legion of lesser 
Wind Duke warriors, The 
central warrior bears the 
glyph of Zosiel, but each 
figure bears a glyph of a 



distinct Wind Duke warrior named in the 
Ghronice of Chan (see the “Glyphs of the 
‘Wind Dukes” sidebar on page 21) As the 
steam plays about the image, the warriors 
tise longswords in salute to Icosiol. 
24 A group of seven proud noble 

Wind Dukes present a stafflike rod to 
aicoucil of superior vaati in this gallery 
mage. As the steam fills the bas-relief's 
contours the central figure raises the 
staffabove his head, where it splits into 
seven irregular parts, 

Each of the seven Wind Duke present- 
‘ers bears a carven glyph that identifies 
him as. a member of the “Wandering 
Dukes" who abandoned the war against 
‘Chaos o discover the secrets of the Rod of 
law. The Chronicle of Chan identifies these 
beings as Amophar, Darbos, Emoniel, co- 
siol, Penader, Qadeej, and Uriel. 
24D: Thebas-relieFin this gallery depicts 

the final battle between Law and Chaos. 
As the steam moves about the image, the 
‘Wandering Duke Qadee) impales Miska the 
‘Wolf Spider, a demonic entity that looks 
like drider with four arms and a human 
bead flanked bytwo wolfheads Asthe Wolf 
Spider, Rod,and Qadeej vanish into planar 
Hi eosiois struck bya beam from Miskais 
‘gesand slumps dead to the ground, 

24E: The pillar of air stretches from 
floor to ceiling, Any character who steps 
into the wind is propelled safely to area 
25, Doing so means getting past the 
room’s powerful defenders, however. 
‘Creatures: As Soon asa PC reaches the 

walkway or central ring, two tall human- 
oid figures arise from within the column 
of air and step out onto the central ring. 
Both of these creatures—wind warriors 
who served in the armies of Aaga at 
the Battle of Pesh and who honor Zos- 
jel still—wield twin swords and wear 
ancient ceremonial. armor festooned 
with red pennons that twist and bob as if 
always blown bya fierce wind. The silent 
warriors attack intruders, knowing that 
they are the tomb's lst defense. 

‘Wind Warrior (2 hp 39; Appendix. 

95. The True Tomb 

Avihooshing pillar of air dominates 
thenortheast hafofthis rectangular 
room. Opposite the pillar up a set of 

three short stairs restsawhite marblesarcoph- 
agus identical tothe one in the room with the 
colored lanterns far below, complete with a 
sculpted humanoid figure carved into the 
Nid. A beautifully carved bas-relief on the 
wall near the sarcophagus depicts the same 
figure 25a bald, androgynous warrior wear- 

2 simple ancient garment and wielding 
2 mighty longsword. To the wartior's left 
stands a cloaked demonize Figure with two 
long curved horns tipped in darkest red. The 
horned figure holds a device composed of 
handle and smallloop, seemingly using itta 
control globe of absolute blackness about 
two fetin diameter. This plobe touches 
the bald warrior, who cases his 
arms in surprise. The warrior isl 
depicted a fading from sight. 
slim diadem upon his brow 
beats an elaborate ovular glyph 
identical to one carved upon an 
amulet worn by the Figure on the 
sarcophagus lid. 

‘This area is the true tomb of 
Zosiel, aminos Wind Duke war- 
rior killed atthe BattleofPesh.A 
DCs Knowledge (arcana) check 
made by anyone studying the 
fresco identifies the black 
lobe as a sphere of annihilation 
controlled by the talisman 
ofthe sphere wielded by the 

Wind 
Warrior 

homed figure. Many legends suggest that 
the deadly spheres were created during the 
great war between Law and Chaos. Now 
they are the stuff of legends. The image 
is an accurate representation of Zosiel’s 
death, just moments before the Wind Dukes 
employed the Rod of Law to defeat Miska the 
Wolt-Spider. 



‘The sarcophagus is completely sealed, 
exhibiting not even a seam under the lid. 
It is impossible to damage physically. 
For all appearances, it is a solid block 
of marble, When someone steps upon 
the top stair of the southwestern dais, 
the bas-relief sculpture animates and the 
warrior looks directly into the eyes of 
the character, “Speak my name,” it says 
to the character in his native language, 
‘Thereafter, the image fades back into the 
wall and the chamber grows still. 

If the addressed character utters the 
‘word "Zosiel,” bright blue light shines 
around the sarcophagus lid. It fades a few 
seconds later, revealing a seam between the 
lidand the rest ofthe sarcophagus. ADC 10 
‘Strength check is sufficient to lift the lid, 
revealing the Treasure within. 

‘Treasure: Within the sarcophagus 
are all that remains of Zosiel: a slight 
silver diadem inscribed with his per- 
sonal glyph.’This isa cirler of Wisdom +2, 
but additional properties of this item 
will become clear as the Age of Worms 
‘Adventure Path continues. 

‘The sarcophagus also includes two 
long slightly curved black homs with red 
tips (worth 50 gp each) and a pewter box 
inscribed with alien, writhing letterforms. 
‘ADGas Knowledge (the planes) check iden- 
tifies the glyphs as those of the Queen of 
‘Chaos. Melted metal keeps the box sealed, 
but a decent application of force is suffi 
cient to snap off the top. Inside is a tong 
handle attached to an adamantine loop. 
‘This inactive minorartifict radiates strong 
transmutation magic, but is currently dor- 
sant and does nothing, It can be filly acti- 
vated asa talisman ofthe sphere nA Gather- 
ing of Winds" the sixth installment of the 
‘Age of Worms Adventure Path campaign. 
Allustan can identi the tern by name-at a 
glance, noting thatthe spheres of annihilation 
‘were holes in the continuity of the multi- 
verse, and that anything they touched was 
destroyed utterly. After the Battle of Pesh, 
Jegend holds that the Wind Dukes scattered 
them to the comers ofthe Great Wheel. Far 
‘more numerous are the talismans that were 
sid to grant their owners some measure 
‘of control over the spheres. Allustan urges 
the PCsto keep the valuable minor artifact. 
"One must always be prepared,” he says 
‘with a winkand a smile. 
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PART THREE: 
TOMB STORIES 
In this brief interlude, the PCs take Alas- 
tor Land's bones from area 23 of the 
Whispering Caim to his family’ private 
graveyand, on a farmstead about 10 min- 
utes east of Diamond Lake. Before young 
Alastor’s ghost allows the PCs to proceed 
through the Whispering Cairn he wants 
them to bury his remains with those of 
his family, so that his curse can be lifted 
and he ean move on to the afterworld. 
‘he seemingly easy mission takes chal- 

Jenging turn when the PCs visit the fimily 
‘graveyard and discover that the bodies of 
Alastor’ father, mother, brother, and sister 
have been removed recently and taken off 
to places unknown. Investigation of the 
Land farmhouse leads toan exciting battle 
‘witha wounded owlbear and turns up clues 
implicating 2 gang of toughs in service to 
the mine manager Balabar Smenk, leading 
directly to Part Four: The Gang. 

The Land Family 
Graveyard 

‘A copse of immense detlo trees shades a 
‘small, quiet lering just where Alastor said 
It would be, about 20 minutes east of Dia- 
rTiond Lake. Crumbling walls and = seem- 
ingly abandoned farmhouse stand vigil atop 
«a small bluff overlooking the Gearing, the 
‘sad ruins of what must once have been Alas- 
tor’s home. Five grave makers stand in the 
eating, each with a different name: Anders, 
Bernissa, Coldaran, Gertia, and Alastor, Open 
pits yawn from before all five headstones. 
Piles of fresh dirt and a pair of abandoned 
shovels suggest that the excavation took 
place recently, certainly within the week 

‘Alastor’ father Anders died a year before 
the boy ran away ftom home. His mother, 
emissa, his older brother Coldaran, and 
hhis younger sister Gertia ll succumbed to 
the Red Death plague that swept through 
the region 19 years ago. A DC 10 Heal or 
Knowledge (history) check identifies the 
four-petaled flower motif on their graves 
asa symbol commonly associated with vic- 
tims of that wretched disease. The grave 
‘markers read as follows: Anders Land: 31 
564 cr; Bemissa Land: 534-576 cy; Coldaran 
Land: 530-576 c¥; Gertia Land: 563-376 CY; 

‘Alastor Land: 552-.For frame of reference, 
Alastor ran away from home in 565 Cy, 
ADC 9 Search check made near the 

‘graves reveals the tracks ofa wheelbarrow 
leading toward Diamond Lake. A'DG 10 
‘Survival check made by a character with 
the Track feat turns up the tracks of five 
booted Medium humans who walked all 
arround the gravesand eventually dug them 
up. Shortly afer they looted the graves, the 
amen who left these tracks walked off to 
explore the farmstead. Four of them seem 
to have come back very quickly, leaving for 
the road immediately thereafter. 

All of the graves have been emptied 
(except Alastor’s, which was empty in 
the first place} their contents have been 
delivered to a necromancer named Filge 
‘who recently moved into an old observa- 
tory in Diamond Lake. Until these bones 
are returned to the graves, Alastor cannot 
‘escape from his curse, Connecting the 
empty graves to Flge takes more evidence 
than is available here. For that, the PCs 
need to explore the Land farmhouse on 
the bluff overlooking the graveyard. 

‘The Land Farmstead (EL 3) 

“The dilapidated Land farmstead consists of a 
crumbled wall and a sagging, unsafe house, 
with broken windows and a sagging roof. 
Thick, sludgy puddles of dried blood and 
unidentifiable fleshy chunks iter the wooden 
floor immediately inside the front door. 

‘Creatures: Between the walland thesstairs 
Jeading to the collapsed second floor lurks 
an enraged female owibear, still wounded 
from the battle with Balabar Smenk’sagents 
that left her mate and three of her cubs 
dead. A single baby ovbear survived, and 
the mother protects it with her life 
Wounded Owlbear: hp 52 (currently 

22); Monster Manual 206, 
“Treasure: A baby owlbear, stil ess than a 

year old, lurks in acorner of the north wall. It 
bonds toany character that touchesit there= 
after following that character obediently. A 
C10 Knowledge (nature) check reveals that 
baby owlbears can fetch as much as3,000 gp 
from collectors who train them to become 
effective guardian beasts Although its lange 
«jes and soft pelt make it an endearing pet 
‘or mascot, the creature is at heart a feral 



‘monster, and isn't above attempting to bite 
‘off fingers or gnaw into a companion’s leg. 
‘Osibears are impossible to domesticate, so 
‘PGs hoping to keep this creature will soon 
find t far more trouble than itis worth. 

Development: A DC x0 Search check of 
the Land firmhouse tums up a complete 
‘human arm with unique tattoo identical to 
‘theone shown on theilustration ofthe half 
‘ore Kullen on page 54.A DC 10 Knowledge 
(local check identifies the symbol as that of 
Garavin Vesst a greedy mine manager who 
branded his employees with it as-a badge 
‘of status Vesst was bankrupted by Balabar 
‘Smenleyears ago, and died early lat year: The 
branded workers were little more than slaves 
to Garavin Vesst, and view their current ser- 
vice to Smenkas a privilege. ADC 15 Gather 
Information check suggests that the gang 
‘cotnimonly frequents the Feral Dog. a despi- 
‘able tavern in the most dangerous part of 
Diamond Lake. The arm formerly belonged 
toarogue named Skutch. The rest ofhim is 
inthe wounded owibear's stomach. 

‘Ad-Hoc Experience Award: Due to 
its wounds, the owlbear counts as 2 CR 
4jcreature for the purposes of awarding 
experience points. 

PART FOUR: 
THE FERAL DOG 
‘Once they discover the tattooed arm at the 
Land farmstead, the PCsare on the trail of 
Bulbar Smenk's gang of reprobates About 
‘a week ago, the five-man gang helped one 
of Smenk’s associates from the Free City, 
a debased necromancer named Filge, 
‘move into an old observatory on the bluff 
‘overlooking Diamond Lake. Balabar gave 
the gang strict instructions to help Filge 
Acquire whatever he needed to feel at 
hhome at the observatory, but the wizand's 
first request set the criminals on edge and 
‘infuriated their leader, an albino half-ore 
barbarian named Kullen. Filge needed one 
thing more than any other—skeletons to 
serve as guardians and assistants. 

Knowing that the Diamond Lake 
Boneyard was under the protection of 
‘cultists sworn to Wee Jas, Kullen gradg- 
‘ingly led his followers on a tour of aban- 
doned farmsteads on the outskirts of 
town, hoping to find a few private graves 
that the gang could dig up without 
attracting undue attention. All five of the 

rag 

‘criminals resented the work, considering, 
grave robbing beneath them, 

Things grew considerably worse when, 
after digging up all five Land graves (and 
finding Alastor’s empty of remains) two 
nights ago, an inquisitive rogue named 
‘Skutch convinced the rest of the gang to 
explore the Land farmhouse. 

Inside, they found a pair of mated owi- 
bears. Four ofthe criminals —Kullen, Rasto- 
‘phan Todrik,and Merovinn Bask—managed 
to escape with their lives All that remains of 
poor Skutch is his severed, tattooed arm. 
Al four of the remaining cultists bear a 

tattoo identical to the one depicted on Kul- 
Jenis forehead in the ilustration on page 54. 
‘Only Kallen’s ison his forehead. Other tat- 
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toos mark hands shoulders, and other areas 
‘generally covered by clothing and armor. 

ADC15 Gather Information check sug- 
gests that the best place to contact the gang 
‘sat the Feral Dog.a seedy tavern detailed in 
the “Backdrop: Diamond Lake” article else- 
‘wherein this issue. A map of the Feral Dog 
and a rough outline of important locations 
within is included in this chapter. Kullen's 
gang arrives at the Feral Dog each night 
around S00 est, and leaves in a drunken 
stupor about three hours past Midnight 
(treat drunk characters as sickened for the 
purposes of this encounter), 
‘The PCs might discover the location of 

the Land remains a number of different 
vways The criminals have a starting attitude 
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THE WHISPERING CAIRN: 

ofunftiendly toward the PCs, and certainly 
don't shy away from conilict if attacked. 

Bribery: All of the criminals were 
wounded badly in the fight against the 
owlbear, and all of them deeply resent 
having been sent on the mission in the 
first place. They strongly dislike Filge, who 
treated them like servants, and they're 
starting to suspect (correctly) that Balabar 
Smenk might not have their best inter- 
ests in mind, Ifeven one of the criminal’s 

The Feral Dog Map Key 
4.Taproom: 
25. Staff quarters: 
6. Kitchen 
7. Spitits storage 
8. Stairs 
9, Storage 
10. Private meeting room 
22. Office 
32. Premium dogfight seating 
43, Office of the kennel keeper 
14. Ready room 
45. Kennel 
16, Raw meat storage 
ay, Private meeting room. 
28. Vaults and planning office 
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attitudes can be changed to friendly, the 
gang accepts a bribe of not less than 200 
‘gp to reveal that they delivered the bones 
toa “crazy old goat named Filge” who's 
living in the old observatory (area 35 on 
the Diamond Lake poster map). They do 
not reveal Smenk’s involvement, and warn 
the PCs against digging too deep. “Just 
get your bones and get out of there.” they 
helpfully sugaest. Ifa gang member can be 
approached individually, his attitude need 
only be changed to indifferent to pave the 
way fora bribe. In this ease, the criminal 
keeps the full bribe for himself 

Flattery: If all ofthe criminals’ attitudes 
can be changed to friendly by a PC using 
Diplomacy to reinforce theit belief that 
they have been used by uncaring employ- 
rs, Kullen himself tells he PCs about the 
graverobberyand the delivery ofthe bones 
to the necromancer Filge. "Do me a per 
sonal fayor, he says witha broken-toothed 
smile, “Bring me back that thin bastard’ 
eyes” Ifthe PCs fail to follow-through on 
this request, Kullen eventually becomes 
hostile toward them, perhaps turning into 
a Tong-term enemy in the campaign who 
advances in level asthe PCs da, 

Fight: OF course, the PCs could just 
attack the gang and attempt to get the 
information from them by force. See below. 
for details on each gang member and tips 
‘on how to use the gang in combat. 

Balabar Smenk’s 
Gang (EL 6) 
“The statistics below cover everything you 
need to run a combat against Smenk's 
indentured criminals, As an EL 6 encoun> 
ter, this fight should prove to be very chaly 
enging unless the PCs manage to battle on. 
their own terms, setting up an ambush or 
isolating members of the gang from each 
other and taking them out one ata time. 

Kallen: This towering albino half-ore 
‘commands the respect of everyone at the 
Feral Dog where his rages are legendary. He 
{is still upset about the disaster at the Land: 
farmstead andiseagee for an unfir fight to 
work off some pent-up aggression, 

Rastophan: A wiry goon from the south= 
cern swamps, Rastophan's long, clumpy 
black hair hangs down over his large 
eyes, giving him a sullen look. He rarely 
speaks and gets most of his guidance 
fom Kullen 



5 

a 
‘Todrik: This corrupt fighter was born 

into servitude to Garavin Vesst, and views 
Balabar Smenk as his savior froma life in 
the mines. He has short brown hair cut 
into flat-top. An angry red scar marks 
theleft side ofhis sneering face from the 
forehead to the tip of the chin, 
Merovinn Bask; ‘This bald, ill-tem- 

pered wizard simply can’t believe that 
his debts forced him into servitude in 
the first place, and views each day as an 
absolute disgrace. Bask is by far the rud- 
‘st of Kullen's men. The only friend he 
ever had was the unfortunate Skutch. 

Kuen cR3 
Halo barbarian 3 
NE Medium humanoid (re) 
Init +1; Senses darhvsion 60 fs Spot 1, 

Listen 45 
8 Common, Ore 

FEA, touch I, fatfooted 10; uncanny 
dodge 

hp 31 (310) 
Fon 5, Ret +2, Wl 90 
Spaao = = 
Melee +1 greatore +7 (1d1265/x3) 
Base Ak 3; Grp 96 
Attack Options Cleave, Power Attack 
Special tack Rage 1/day 
Combat Gear potion of cure ight wounds, 

'8Q fast movement literacy, trap sense +2, 
tuncanny dodge 

Feats Cleave, Power Atack 
Sills intimidate 46, Jump +13, Listen +5 
Possessions combat gear, +1 greotore 3 gp 
Rage (Ex When he rages, Kullen has the 

following changed statistics: 
AC 9, touch 9, latfooted 8 
hp 37,3 HO) 
Fort +7, Will «2 
Melee +1 greateane +9 (1412483) 
Grp +9 
Abilities tr 19, Con 18 
Skills Jump #15 

RASTOPHAN cR2 
Human ranger 2 
N-Medium humanoid 
Init +1; Senses Spot +8, Listen +6 
Languages Common 

hp 16(2HO) 
Fort 5, Re 4, Wl 
Sp 30R. 
Melee mv longsword 6 (4812/19-20) or 
mw longsword +4 (d8+2/19-20) and 
short sword 43 (dé641/19-20) 

Base Atk +2; Grp +4 
{tack Options frvored enemy humanld 

iumin)ed 
combat Gear potion of bus Strength, potion 

(fear moderate wounds 
Abilities Str 17, Dex 13, Con 14, int 8, Wis 
Chalo 

Abilities Str 15, Dex 13, Con 14, int 8, Wis 
12,cha10 

THE PORTENT .c0s val a 

$8Q wild empathy +4 
Feats Tack’, Run, Two Weapon Fighting, 

‘Weapon Focus longsword) 
Slills Climb +4, Handle Animal +5,Jump +6, 

LUsten +, Spot 46, Survival +6 
Possessions combat gear, +1 chan shi, 

imasterwork longsword, shor sword, 7 gp 

Toon cr? 
Human fighter2 
INE Medium humanold 
init +1; Senses Spot 42 Listen +2 
Languages Common, Ore 
ACA touch 1, fat-ooted 16 
hp 19 (2 HO) 
Fort +5, Rf #2, Wil +) 
Spd 20 
Melee mk gusarme +6 (2643/3) 
Base Atk +2; Grp 4 
Attack Options Combat Expertise, 

Improved Tip 
Combat Gear potion of bull's Strength, 

potion of eure light wounds, potion of 
eld of fith +2 

Abilities Str 15, Dex 12, Con 14, int 13, Wis 
10,cha 8 

Feats Combat Expertise", Combat 
Reflexes, improved Tipt, Weapon 
Focus (guisarme) 

Skills Caf (pottery) +4, Cafe (woodworking) 
44, Listen +2, Intiidate +3, Spot +2 

Possessions combat gear, banded mail, 
masterwork gusarme, cloak of tesstonce 
+4 gp 
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Menovinn Bask cr2 
Male human enchanter 2 
NE Mediurs humanoid 
Init +6; Senses Spot +2, Listen +2 
Languages Common, Draconic, Ore 
E22, touch 12, at footed 10 
bp7(2H0) 
Fort +1, Ref +4, Will 3 
Spd 30 
Melee dagger 10 (ld4-1/19-20) 
Ranged masterwork light crossbow +4 

(ads)9-29) 
Base Atk +1; Grp +0 
Combat Gear wand of ray ofenfeeblement 

(17 charges) seroll of shield, potion of cure 
Tight wounds 

Spells Prepared (CL. 2nd, +3 ranged touch) 
ast—charm person (DC 14) color sproy (OC 

33), mage rmor, sleep (DC 24) 
dace (OC 28 detect mage (2) resistonce, 
seid splash 

Barred Schools evocation and 
transmutation 

Biles Ste8, Dex 4, Con 12, In 15, Wis 
10,Cha 13 

5Q summon familiae 
Feats Alterines (when Rascal within arm's 

each), improved Initiative, Spell Focus 
(enchantment) 

Skills Contentration +6, Knowledge (arcana) 
+7, Knowledge (local) «7, Knowledge 
(nobility and royalty) +7, SpelleraR +9 

Possessions combat gear, 
‘crossbow with 20 bolts, brooch of shielding 
(35 charges), pp 

Spelibook 2s above plus O—all except evocation 
and transmutation, Ist—shield obscuring 
isin, Pypnotis, gue self 

Rascal, weasel familiar: hp 3: Monster 
Manual 282. 
Development: If the PCs don't man- 

age to cajole or bribe the location of the 
Land remains out of Balabar Smenk’s 
henchmen, you can still move theaction 
along by staging follow-up encounters 
with Kullen and his brutes. They don't 
appreciate the questions the PCs have 
been asking around town, and decide 
to rough them up. Give the PCs a good 
chance to win one of these battles, 
which will place them in the positi 
of getting whatever information they 
want from the defeated albino half-ore 
and his gang of reprobates. 
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‘Ad-Hoc Experience Award: Ifthe PCs 
‘manage to Tear of Filge from Kullen's 
‘without resorting to combat, award them 
XPasif they had defeated a CR 4 creature. 

PART FIVE: THE OLD 
OBSERVATORY 
Abouta century ago, Diamond Lake's crum- 
bling observatory hosted a scientific cult 
devoted to studying the heavens and celes- 
tial bodies. The sect died out decades ago, 
and the place has since been inhabited by 
a series of questionable tenants who never 
seem to last very lonig The latest is Filge,a 
deranged necromancer from the Free City 
summoned to Diamond Lake by his old 
associate Balabar Smenk,a local paragon of 
corruption described in the Backdrop: Dia- 
‘mond Lake article elsewhere in this issue. 
‘Two weeks ago, Filge teceived a package 
from Smenk filled with a thousand pieces 
of gold and hints of unkillable” undead in 
the hills around Diamond Lake: 

When at last Filge arrived, Smenk laid out 
4 series of confusing events that hinted ata 
‘bizarre conspiracy hatched in secret cham- 
bers below Diamond Lake. One of Smenk’s 
rival mine managers, a taciturn business 
‘minded dwarf named Ragnolin Dourstone, 
‘ame to Smenk with a covert offer of ali- 
ance: Dourstone explained that one of his 
crews had discovered an unusual chamber 
below his copper mine, and that a eadre of 
students and mysties had set up shop there 
at his invitation. Dourstone asked Smenk 
torun secret food shipments to this subter- 
‘ranean force, keeping the whole affair from 
the attention of Diamond Lake's militia 
garrison or the office of Governor-Mayor 
Lanod Nefffand hence the perceptivedirec- 
tors ofthe Free City) Inexchange, the dwarf 
‘offered Smenk a fair contract and three 
‘beautifill obsidian rings, said to have been 
‘unearthed within this secret chamber—the 
so-called “Black Cathedral” Smenk agreed, 
bat only if Dourstone would consent to let 
hhim visit the Cathedral himself 

What Smenk saw there terrified him, an 
‘emotion he'd thought purged since hestran 
led his first city watchman. An oppressive 
aura of despair surged from a large pool oF 
black slime in the Cathedrals central cham- 
ber-Three circles of robed figures ringed the 
pool, their faces touching the cold mosaic 
floor. Through robes and hoods Smenk 

‘spied inhuman appendages—twitching tails 
‘and hints of oily black feathers. Their chants 
echoed offbasalt walls like a chorus of croak 
ing frogs and screaming children. 

‘Worst of all, Ragnolin Dourstone acted 
as if nothing was amiss, politely leading 
Smenk ona tour throngh a bizarre labyrinth 
while outlining what sort of provisions he 
required and when he would expect Smenks 
agents to make delivery so as to arouse the 
least suspicion, *AIl must be prepared 
Dourstone said without a hint of emotion, 
“for the Age of Worms is upon us" 

‘Smenk had never heard of the Age of 
Worms, but knew a clue when he saw 
one. While touring what appeared to be 
an arcanist’s laboratory, Smenk noticed a 
jar containing a segmented green worm 
suspended in nutritive fluid. He gingerly 
absorbed the jat inte his glove of storing and 
continued following his rival, taking in his 
surroundings and planning a hasty escape 
should things grow any stranger, 

In a chamber beyond the labyrinth 
Smenk met the master of the Black Cathe 
ddral, a masked wizard called the Faceless 
‘One. Unintimidated by Smenk’s political 
out, the sping, crooked man dictated new 
terms of the provisioning arrangement, 
“Now that you see what we are capable of” 
he wheezed, "you understand why secrecy 
‘mist be maintained. Secrecy allows us to 
continue our studies and liturgies in the 
zame of the Ebon Ttiad. Without secrecy, 
wwe are lost. We will kill to preserve it” 

Smenk understood the subtest, and 
agreed to the provisioning deal without 
mentioning that the arrangement would 
drive him into penury. He escaped the 
sine with his if-but had shackled himself 
to a disastrous agreement with a danger- 
‘ous inhuman cult. Armed with his bottled 
‘worm and tales of undead in the hills, he 
sent for Filge and put up his old friend in 
Diamond Lake's moribund observatory. 
“The Three Faces of Evil” next month 

‘Age of Worms Adventure Path install- 
‘ment, focuses on the exploration of the 
Dourstone Mine and exposure of Balabar 
‘Smenk’sillegal dealings The eventsin this 
chapter act asa bridge to the next adven- 
tute, and should be handled with care. 

‘Because Filge has no idea that the PCs 
are coming they have him ata considerable 
disadvantage. When staging this encounter, 



Grawoutan exterior floorplan and carefilly 
‘eaphin the surroundings to your players. 
“This wll encourage them to come up with 
‘aplan of attack rather than charging in 
through the front door, which in this case 
‘could have disastrous consequences. 
Once the PCs reach the old observatory, 

‘continue with the following: 

Five minutes north of Diamond Lake, on 
2 blufF overlooking an abandoned mine, a 
exumbling ald observatory casts its gaze to 
the heavens. A wide slit bisects jts domed 

| tower, where surely a great telescope ance 
| peered nto eternity. Now the place bears a 
dark character, ikea sagging tenement bro- 
len under the weight of decades of inhabit- 
ans lin stairway cut Into the steep hill: 
Side leads to the structure's only door, on 
the side of the tower's attached one-story 
‘outbuilding, Flickering light filters through 
the observatory’ only windows, along the 
tower's second and third floors 

1 Landing (EL 2) 

Thestanway rises toa wide landing and two 
huge wooden doors. Shot through with dark 
blue mold, the doors form an enormous 
ound moon carved with a lunatics jabber~ 
ingce. Geneath the landing, an unremark- 
able wooden door appears to lead to.a tool 
dloset under the stars. 

‘The massive moon-fice doors are held 
shut with a simple lock (Open Lock DC 20), 
Ifthis check fils by 5 or more, the skeletons 
inarea2 hear the commotion and automati- 
‘ally gain surprise against the PCs 

The small door below the landing 
leads to a grubby tool closet. It too is 
locked with a simple lock (Open Lock 
DC 20} The closet is home to a tomb 
‘mote,a Tiny undead creature composed 
ofbone shards, matted hair, bits of shat- 
tered tombstone, dirt, and rotting, mis- 
matched teeth, Filge uses tomb motes as 
messengers when needed. One of these 
‘creatures is currently delivering a mes- 
sage to Balabar Smenk, and might be 
encountered in the next adventure. The 
other remains in the closet, and immedi- 
‘ately attacks anyone but Filge who opens 
the door. 

‘Toms More 
CCETiny undead (Libris Mortis 128) 
Init 47; Senses darkvsion 60 fi; Listen +1, 

Spot-+1 
Languages understands Common and 

‘Abyssal but does not speak 
‘ACB, touch 15, flat-footed 15 
Hp 13 (3 HD}; DR 2/cold iron or magic 
Immune undead traits 
Fort +1, Ref +5, Will +4 
Spd 20 f (4 squares), swirn 20 8. 
Melee bite +6 (1d4-1 plus disease) 
‘Space 2-1/2 ft. Reach 0 f. 
Base Atk +1; Grp-8 
‘Special At disease 

= One square = seoee J 
ven 

CR2 Abilities Str8, Dex 17, Con— int 10, Wi 
12,Cha14 

SQ quickness, undead traits 
Feats Improved initiative, Weapon Finesse 
Skills Hide +12, Move Silently +4 
Disease (x) A creature struck by tomb motes 
bite attack must make a DC 13 Fortitude sve 
‘or be infected witha disease known as corpse 
bloat (incubation period 143 days, damage 
146 tf, The skin ofa diseased vetim turns 
a hue of green, bloat and is warm tothe 
touch. The save DC is Charisma-based. 

Quickness (Su}-A tomb mote is supernaturally 
quick. Itcan take an extra standard action or 
‘move ation during its turn each round. 
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Campaign Seed: The Ebon Triad 
From the fanatical peripheries of three vile 
‘churches comes a blasphemous doctrine 
known as the Way of the Ebon Triad, an 
anonymously penned collection of essays 
and scrolls soaked in phantasmagoric 
allegory and apocalyptic ecstasy. The Way 
‘outlines inv vague terms a series of ritu- 
als and portentous events that culminate 
im the spiritual and physical adhesion of 
estar, Erythnul, and Veena into a single 
supremely powerful overgod. Outlaws 
even within their own blasphemous reli 
gions, adherents ta the Way of the Ebon 
‘Triad travel the world in search of fellow 
wanderers, often banding together to 
Influence important events and edge the 
world closer to catastrophe. 

Last year, agents of the Ebon Triad 
‘conspived with another dangerous cult to 
{viggera volcanic eruption that neatly con= 
sumed the city of Cauldron, in the distant 
‘southern jungles. This event wes a critical 
‘moment in the Shackled City Adventure 
Path (published last year in Duncrow and 
‘this summer asa hardcover from Paizo Pub- 
lishing) butto the Ebon Trad it was merely 
one of a handful of ‘events 
presaging the advent of the Age of Worms, 
an era of darkness and writhing death that 
\would provide the required backdrop forthe 
ascension oftheir tripartite god. 

\Whatthe Ebon Triad cultists below Dia- 
‘mond Lake and throughout the world donot 
understand is that the entire religious move- 
‘ment is a fraud launched at the direction of 
uss, an ancient being who hus plotted to 
‘bringaboutthe Age af Worms for milena, 
‘The Scope ofthis aud and the true goals 
of Kyuss wil be revealed in future Age of 
Worms Adventure Path installments. 

2. Watchers 
inthe Dark (EL 1) 

Furniture fragments, smashed planks, 
broken giass, and other detritus cram 
this lorge antechamber, At the west end 
of the roam, several upended tables form 

- Closed doors mark the 
walls, 

a crude barrica 
north and ws 

Creatures: Three of Alastor Land's 
relatives, now animated skeletons in 
thrall to the odious necromancer Filge, 
guard this chamber and the observatory’s 
only exit. The skeletons hide behind a 

Use the following chart to adjudl- 
‘ate the results of Knowledge (religion) 
checks made to learn more about the 
Ebon Triad. 
Knowledge 
(religion) DC Information known 
45 The Ebon Tiadisan evil ult dedicated 

to merging the gods Hextor, Veena, 
and Erythnul into.a mighty overgod. 
Adherents to the doctrine of the 
Ebon Triad clutch close their 
secrets even from worshipers of 
Hestor, Erthnul, and Veena, who 
consider them heretics. In fact, 
‘word of the heresy has not spread 
far from these three churches, who 
keep accounts of Ebon Triad activi- 
ties brutally suppressed lest the 
cult gain more converts. 
Despite the internecine struggle 
between the Ebon Triad and the 
‘orthodox churches, clerics of Hextor, 
Enthnuland Vecna in thrall tothe cult 
‘continue to receive spels from their 
‘godly patrons. This fact especially palls 
the church of Hestor, whose rigid Fath 
‘annot square the contradiction. 
‘The idea that a human cult could 
bind gods as powerful as Hextor, 
Vecna, and Erythnul is extremely 
doubtful, even preposterous. 
‘The Ebon Triad hopes to bring about 
the Age of Worms as a precursor to 
Macaalot pene and 
has its hands J 3 fe con- 
‘spraces across the land. Perhaps. 
the gods support these rebel cler- 
Jes because they too wish to see the 
‘world cast in darkness? 

wooden table barricade in the last rank 
of squares along the western wall. Each 
wields a heavy crossbow armed with a 
greasy, poison-tipped bolt and kneels 
beside an identical loaded crossbow and 
a scimitar. If the PCs make a lot of noise 
getting through the front door, the skel- 
etonis gain a surprise round against them 
the moment the door is opened. They use 
this round to fire their in-hand cross- 
bows at any visible PC. The upturned 
tables grant the skeletons cover (+4 to 
AQ) Due to the junk littering the floor, 
all of the squares in the room are consid~ 
cred difficult terrain 
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Skeletons (3 hp 6; heavy crossbows 

ranged;1di0)19-20 and poison (Medium 
centipede poison: injury DC 15; 144 
Str/ida Str}: Monster Manual 225. 

Development: The skeletons are two 
‘adults and a young adult—Alastor's father 
Anders, his mother Bemissa, and his 
brother Coldaran. Bemissa and Coldaran's 
skeletons show slight deformities that a 
DC15 Heal check identifies as signs of the 
Red Death, a plague that swept through 
Diamond Lake19 years ago (matching the 
date on their gravestones). 

3. Abandoned Office 
Pushing open the warped wooden doorto 
this chamber requires a DC 10 Strength 
check The room beyond appears to have 
‘once been an office, but it does not look 
like it has been used in years. 

4. Cenobitic Chambers 

This simple chamber hosts 3 plaln bed, a 
small open footlocker, and ait unremark- 
able wooden di 

These tiny rooms once housed the 
monks who lived in the observatory. 
Each is slightly different from the next, 
as if the interiors have been customized 
bya succession of tenants. They have not 
been used for more than a decade. 

‘Treasure: A DC 20 Search check in the 
‘easternmost room reveals a cleverly hidden 
pouch dangling behind a dresser drawer. 
‘The pouch contains 6 pp and 5 gp. 

5. Feasting Hall 

The revolting stench of rotting flesh roils 
from the open door. In the room beyond, 
ten chales surround an oblong dining 
table situated parallel to the door, Along 
the nosth wall, a wide stairease leads to 
20 upper oor. A wooden door below the 
stairs presumably leads to a slim cham 
ber. Two doors fine the south wall. A sage 
ging antique wooden shelf dominates the 
west wall, looking like it might collapse at 
any moment 

Three tall candles on the dining. table 
iluminate 3 sight of terror. With the excep 
tion of the place at the western end, each 
of the chairs surrounding the table holds 



snawkwardly seated humanoid figure. The 
ine bodies are in various stages of decom- 
Position, Some sit with splendid posture. 
paused as if day through a sumptuous 
Foxx. Others slump treacherovsly close to 
the floor. 

Heaping plates of apparently fresh food 
‘atbeforeeach of the diners, but the empty 
Wace setting features a clean plate and set 
‘futensils. Several bottles of red wine rest 
‘upon the table, and exch of the corpses 
sitsbeforea hali-finished glass.A fy passes 
nearby, Ws there-not-there buzz breaking 
the erie silence. 

(Creatures: Characters who make a suc~ 
‘cessful DC 10 Spot check notice slight 
‘movements in some of the corpses at the 
table, suggesting they may be animated. 
All nine of the guests are zombies, but 
‘the creatures make no attempt to way- 
Jay the party. In fact, they do not inter~ 
act with the PCs in any way unless a PC 
sits in the empty chair at the head of the 
‘able. When this happens, all ofthe zom- 
bies spring to life and begin acting out a 
formal dinner party The undead diners 
lack the precision necessary to slice their 
fod, and merely go through the motions 

of eating, The whole thing has the atmo- 
sphere ofa grotesque pantornime. 
Seconds after the feast begins, a zom- 

bie turns to look directly at the seated 
PG, and comments (via a magic mouth): 

“Once again, milord has provided a deli- 
ous meal,” it says in ant accent tinged. 
with the airs of nobility. “It is an honor 
todine in your august presence." 

‘Thereafter, other diners chime in with 
sycophantic comments of their own. 
"The Guild of Wizardry was wrong to 
‘um you out/"a male elf corpse remarks. 
"You ought to show them like you showed 
‘me: The tattered remains of what must 
‘once have been a young woman speak up 
next. "Tshouldn't have ever doubted you, 
Fig,” it says earnestly. “I always loved 
‘you when we were together. Now I will 
love you forever” Conversation contin- 
‘uesalong these lines until the seated PC 
‘stands up,at which point the production 
‘comtes toa close and the zombies “reset” 
totheir beginning positions. Each timea 
character sits at the head of the table, the 
‘script begins again, 

Zombies (9: hp 6. 
‘Treasure: The rotting shelves along 

the west wall hold a set of silver dining, 
uitensils worth 200 gp. 
Ad-Hoc Experience Award: Since 

these zombies do not fight back, award 
‘no experience points for their defeat. 

6. Kitchen 
The kitchen contains an enormous 
wheel of cheese, a moldy loaf of bread, 
and several strips of stringy cured 
meat—salted swine hearts imported 
from the neighboring town of Steaming 
Springs, Filge’s shoddy cutlery might 
fetch 10 gp in town. 

7. Pantry 
A small closet off the kitchen's west wall 
holds a handful of spices and dry food 
favored by Filge. His diet portrays a lack. 
of depth or creativity, and most of the 
shelves here are empty. 

8. Storage Closet 
‘This simple storage closet holds four 
extra chairs and eight copper candle 
stands worth 5 gp each. 

9. Bedcharmber 

The stairs lead toa massive bedchamber 
that fills an entire floor of the observa- 
tory tower. Light filtering in frarn the tall 
windows ringing the chamber catches 
motes of dust in the calm air. A fine 
bed with plump red linen sheets squats 
upon a dais along the southeast cradle 
Of the tower's arc. A nightstand next to 
the bed holds a wax-choked candlestick 
and a black book bound with brown and 
ted leather. 

‘At the midpoint of the eastern wall 
strange form stands rigid atop a short 
wooden stool, as tall as a halfling and 
clothed jm a fine black suit and tophat. 
Clean cloth bandages wrap every inch 
of the sentry’ skin. A pair of ash-tinted 
spectacles rests upon a long skinny nose. 
The diminutive dandy holds a silver plat 
ter as If presenting a meal, and upon the 
tray rests the freshly preserved severed 
head of a middle-aged human woman. 
A platinum piece sits upon her out- 
stretched. purple tongue. 

‘A messy desk rests against the opposite 
wal piled high with loose papers. An appa- 
ratus holding four long tubes filled with 
colored liquid peeks out from the clutter, 
Doors on the north and west walls appear 
to lead to small closers. 

Wide stairs lead above and below. A 
massive white tone stalue ofa thin human 
‘nan with outstretched angelicwingsanda 
beatific look upor his idealized face looms 
large in the northwest arc ofthe tower wall 
The angel holds-a sword in are hand and 
cradles a harp with the other. The presen- 
tation conjures thoughts of mausoleum 
‘peaks of the graves of important men: Tall 
letters etched upon the statue's base spell 
ut a single word: *Filge.” 

‘The ceiling in this chamber is 15 feet 
high rather than the standard 10 fet com- 
mon in the rest of the observatory, 

(On the rare occasions when he is not 
‘experimenting in his upstairs laboratory, 
Filge can be found brooding here upon 
some half-finished project or laboring 
‘over notes and calculations at his desk. 
He tends to work upstairs until about 
midnight, at which point he winds down. 
with another two hours of reading and 
meditation here in his bedroom, 
The roof of the observatory's 

attached outbuilding provides walk-up 
access to the windows looking in on 
this room. Medium and smaller char- 
acters can slide through the windows 
with ease. Larger characters or crea- 
tures wearing bulky armor must take 
full minute to squeeze through. Note 
that it's possible to catch Filge sleep- 
ing. In these cases, the wizard’s owl 
familiar keeps watch from a perch on 
the candlestick on the nightstand next. 
to the bed. The bird makes Spot checks 
at a +14 bonus, and sereeches wildly if 
it sees an intruder. See area 9 for sug- 
gestions regarding Filge's tactics and 
statistics. He keeps his syringes on 
the nightstand while sleeping, so he's 
never far from a weapon. 
“The halfing “statue” isreallya murmmni- 

fied goblin dressed in a fine suitand hat 
that doubles as a noble’s outfit for Small 
characters, The corpse is long dead, but 
has been chemically preserved to pre- 
vent decomposition. This process also 

Ee 
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preserves the female human head on the 
silver platter. Touching the head in any 
way triggers a magic mouth that screams 
“INTRUDER! INTRUDER! INTRUDER!” 
‘This instantly alerts Filge to the presence 
‘of interlopers in his bedchamber. 

‘The angelic figure is an idealized rep- 
resentation of Filge himself 
‘Treasure: Filge’s spelbook rests upon the 

nightstand next to the bed. It contains the 
following spells o—detect magic, disguise sl, 
disrupt undead, ray of fost, read magic, touch 
of fatigue, st—cause fear, cil touch, identify, 
‘mage armor, magic missle, ray of enfeeblement, 
and—tommand undead, magic mouth, sare, 
spectral hand, ouch of ioe. 

The silver tray held by the mummi- 
fied sentry is worth 50 gp. The blackened 
glass spectacles urpon the goblin’s nose 
effectively block glare from bright lights 
(including the sun) and grant a +2 cir 
cumstance bonus on Will saves to resist 
daze or similar effects. The right customer 
sight pay 75 gp for the pair. A large rug 
of golden brown fur is worth 200 gp, but 
must be carried carefully to ensure that 
its coat does not become soiled. A DC 15 
Knowledge (arcana) check identifies the 
pelt as that of an adult lammasu, 

‘Most of the papers on Filge’s desk 
concern surgical procedures meant to 
‘enhance the potency of undead, while 
others contain only the meandering 
scribbles of a mind descending into 
‘madness, Buried in with the junk is a 
sctoll of animate dead and a beaker holder 
containing four 6-inch-long tubes filled 
with different-colored liquids. Two of 
the six slots are empty. The glass tubes 
are sealed at the top with a rubber 
sheath, and look like they are meant 
to be slotted into some other device. 
Each contains. a soupy liquid substance 
consisting of reanimated cells. Filge 
has been experimenting with inject~ 
ing these liquids into himself. They are 
effectively a potion of gentle repose (milky 
blue), potion of false life (deep red), potion 
‘of, ghou! touch (sallow yellow), and potion 
of chill touch (white with black streaks). 
Every so often, something within the 
beakers seems to move slightly, but it 
‘might just be a trick of the eye. Ahand- 
written label on the beaker holder 
says “Necroturgons.” 
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Also on the desk is the original sum+ 
mons Balabar Smenk sent Filge to 
encourage him to come to Diasnond 
Lake (see handout). 

10. Closet 
‘These closets contain Filge’s wardrobe, 
which consists of six sets of nearly iden 
tical sleeveless long coats worn over 3 
shirtand breeches. Ifthe PCs take several 
minutes to completely ransack the clos- 
ets, they rummage 13 gp worth of coins 
from various pockets and pouches. 

LL Operating Theater (6.5) 

Asingle chamber dominates the observato: 
tire upper floor, Light filters through 

the wide sit in the roof, Bathing the center 
of the roorn in illumination. Four large mire 
rorsset along the outside wal teflect bright 
beams into the direct center of the room, 
+ recessed operating theater accessible via 
two hort sets of stairs The beams specifi- 
Cally target blue-zkinned humanoid fig- 
tre splayed out upon an operating table its 
chest completely opened and pinned back 
against the table with long metal needles, 
Two long shelves cluttered with piles of 
papers, rotting organs, and instruments 
‘comprise the east and west extent of the 
operating theater, and are only few inches 
tower than the chamber's outer floor. 

Four metal-and-glass tanks, each ase 
ily lorge enough to hold a human, flank 
the short stairs leading to the operating 
theater. Each tank is Full of yellow liquid 
streaked with rust, Indistinet, vaguely 
human sithouettes bob silently In the 
soupy Mud 

‘The gigantic telescope that gave the 
“observatory its purpose was looted from 
the structure decades ago, leaving only 
a sft. recessed floor at the center of the 
chamber where the great device once 
rested. Filge has repurposed this area as 
his operating theater, packing it with the 
tools ofhis macabre trade as well as some 
of his favorite success stories, The corpse 
currently laid out on the operating table 
isan experimentthat Filge hopes one day 
soon to animate as a powerful zombie. 
Right now it's just a dead human whose 
skin has been dyed blue with an artificial 
additive of Filge’s own design. 

‘Creatures: Assuming the PCs employ 
stealth, they mayaccess this room without 
Filge’s knowledge, catching him unawares 
as he conducts magical-medical experi- 
‘ments on the corpse upon his operating 
table. As he stitches and saws, the sallow- 
skinned necromancer sings a dreadful 
‘melody in the hoarse, hacking voice ofan 
addict. He moves toattack tthe first sight 
of intruders, pulling up short only ifcon- 
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Se 
fronted bya truly impressive display (such 
asthe head of Kullen orall of the zombies 
fiom area in thrall to a PC). Even then, 
Fige negotiates only if PC makes a suc- 
‘esfillIntimidate check, 
A s-foot-tall human skeleton follows 

Fige everywhere he goes, acting asa mobile 
bookstand and dogsbody This is poor Ger- 
tia Land, youngest of Alastor Land’s sib- 
lings ADC 15 Heal check identifies subtle 
deformities to her skull that are the hall- 
marks of the Red Death plague that swept 
Diamond Lake 19 years ago. The skeleton 
vwearsanisty old scimitarin a belt scabbard 
and will use it at Filge’s command. 

‘The four tanks surrounding the 
recessed floor contain Filge’s proud- 
‘est accomplishments, hulking undead 
monstrosities created with animate dead 
scrolls and preserved for later use in a 
soupy yellow liquid streaked with rib- 
bons of rust. Three of the tanks contain 
ttoglodyte zombies, while the southeast 
tank contains brutish bald bugbear 
zombie. At Filge's command, these crea- 
tures burst forth from their tanks, wield- 
ing pipes wrenched from their glass and 
metal prisons as greatclubs. 

Fitee, Deeanceo Necromancer CR3 
Hale human wizard (necromancer) 3 
NE medium humanoid 
bit 2: Senses Listen +1, Spot +1; 43 on 

Spot checks made in shadows 
Langéages Common; Elven, infernal 
E13 touch 12, fat footed 17 
hp 15(3 HD) 
Fort 12, Ref 3, Will +4 
$9430 8. squares) 
Ac dagger 40 meer (144) 
Bate Atk rl; Grp «0 
Combat Gear syringe of potion offs life, 

syngeof potion of cue moderate wounds, 
potion of re ight wounds 

Wizard Spells Prepared (CL 3rd; +3 
ranged touch): 
‘and-—ghoul touch (DC 24), scare (DC 14), 

spec hand 
‘81 chl touch (OC 13) (2) mage armor, ay 

of enfeeblement 
‘o-—disrupt undead, touch of fatique (OC 22) 

Chreyaf fos 
faired Schools Abjuration and transmutation 
Milities Sie 8, Dex 14, Con 13, int 5, 

Wis 12, che 10 

5Q summon familiar (Merrowahn) 
Feats Brew Potion, Combat Casting, Scribe 

Serallt’, Toughness 
Skills Concentration +7, Decipher Seript 

+4, Knowledge arcana) +8, Knowledge 
((eligion) +8, Profession (mortician) +5, 
Spelleraft+10 

Possessions combat gear, dagger, amulet of 
natural ormor +1 (bird skull ona leather 
thong), master key that opens all the locks 
in the observatory 

Syringe: As a standard action, Filge 
an inject himself with a soupy magical 
solution similar to a potion. Each of his 
two syringes holds a single 
charge of this special liquid 
ina removable glass tube. 
‘Once emptied, the glass 
tubes(and the remaining 
four tubes on the desk 
in area 9) can be filled 
with any potion. While 
Filge uses the syringes 
to inject himself, they 
also make excellent 
delivery vehicles for 
poisons or potions 
administered to an 
unwilling recipient. 

Merrowahn, owl 
familiar: hp 6; Mon- 
ster Manual 277. 

‘Troglodyte zombie 
hp 29; Monster Man- ua I 
266. 

Bugbear zombi 
Manual 267, 
‘Skeleton (Gertia Land) hp 6; Monster 

Manual 226. 
‘Tactics: Use the suggested tactics 

belowas. guideline on how to pro- 
ceed with combat. 

Round 1: As a free action, Filge 
gestures to the undead brutes 
in the fluid tanks surround- 
ing his laboratory, “Arise, my 
beautiful monstrosities!” he 
calls out, As he does this, 
he double moves to gain 
cover from the most 
tactieally advanta- 
geous tank. Gertia 
Land's skeleton 
positions itself 

1P 42; Monster 

between the PCs and the necromancer, 
scimitar drawn, She never moves more 
than 1s feet from the necromancer. 

Round 2: Filge casts mage armor upon 
himself, raising his AC to 17. If he had 
any reason to suspect foul play prior to 
the arrival of the PCs, he has already cast 
this spell. He instead injects a potion of 
{false life into himself to gain 1d1043 tem- 
porary hit points. 

‘The four zombies crash out of their 
tanks and move to form wall between the 
PCs and Filge. If possible, they attack. 

‘The skeleton attacks if possible or 
stands its ground and readies an attack 
against the next available foe 

Filge 
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Round 3 If it seems safe and he has 
not already done so, Filge injects himself 
with the potion of fale life. Otherwise, he 
casts spectral hand losing 144 hit pointsin 
the process) and taunts the PCs, declar- 
ing that they have made an enemy for life 
by violating his sanctuary. The undead 
attack available foes. 

Round 4: Filge casts ghoul fouch and 
uses his spectral hand to deliver a touch 
attack charged with the spell. Filge has 
+2 melee attack bonus with the spectral 
hhand, and can attack anyone within 130 
feet. He first targets what he assumes 
to be wizards or sorcerers, moving on 
to bards or rogues if necessary. Oth- 
erwise, he targets characters in bulky 
armor, figuring that they will be easier 
to hit with a touch attack. If he misses 
the attack, he holds the charge and tries 
Again the next round. 

"The monstrosities continue to attack. 
‘The skeleton continues to defend, attack- 
ing if presented with an adjacent foe. 

Following Rounds: The undead con- 
tinue to engage in melee with the PCs. 
Filge casts chill touch twice, delivered via 
the spectral hand. Ifan enemy gets too 
close, he casts sare. He reserves his ray 
of enfeeblement for any melee-oriented 
PC who seems to be doing well against 
the monstrosities. 

Filge surrenders only when all of his 
‘undead creations have been destroyed ot 
turned against him. He remains a prag- 
tmatist even in defeat; when he knows 
there is no way out, he blithely offers to 
“sell out Smenk completely” in exchange 
for his freedom. He lets the PCs keep 
whatever they want, so tong as they let 
him go, IFhis attitude can be adjusted to 
friendly or better, he tells the PCs every- 
thing he knows about Balabar Smenk’s 
‘operation int Diamond Lake, the Dour- 
stone Mine, and the Ebon Triad. See 
Development below. 

‘Treasure: Filge’s fine silver operating 
instruments are worth soo gp as 3 set. 
‘A.20 gp emerald is lodged in the throat 
of the corpse om the operating table. On 
one of the shelves flanking the operating 
table rests a glass tube about a foot long 
and halfas wide.A slim green worm bobs 
in the murky chemical solution within 
the jar. A DC 15 Knowledge (religion) 

check identifies the segmented worm as 
part of an undead creature called a spawn 
‘of Kyuss. The sample is worth 10 gp toa 
sage or taxidermist. Flashing it around 
in Diamond Lake isa good waytoattract 
the attention of the Ebon Triad. 

‘The mostimportanttreasurein the room 
may be the bones of Gertia Land, which the 
PCs must return to the grave at the Land 
farmstead to appease the ghost of Alastor 
Land in atea 23 of the Whispering Cairn, 

Development: Presuming the PCs 
defeat Filge without killing him, they 
can learn a Jot from the humiliated 
wizard, He doesn't volunteer informa- 
tion, but once cowed he responds thor- 
oughly to direct questions, hoping that 
his honesty encourages the PCs to spare 
his miserable life. The following topic 
break-down will help you relate Filge's 
information to the PCs during a role- 
playing encounter, 

Why Are You Here? "Me mate Balabar 
called me up from the Free City for a 
bit of study about some weirdness in 
town. He got himself brought down to 
a hidden part of the Dourstone Mines 
a month ago, to set up some provision- 
ing deal with the dwarf what runs the 
place. But the mine was crawling with 
awful beasts in hooded robes. He said 
their wild cries made his stomach heave. 
‘The cultists—they called themselves the 
Ebon Triad—said something about the 
‘Age of Worms, about strange undead in 
the southern hills and the swamp. Smenk 
knew he had to prepare a defense, so he 
called in his undead expert. Me.” 
‘Why Did You Steal the Land Skeletons?""The 

who? I needed helpers, so I got Smenk’s 
white half-orc to fetch the raw materials. 1 
have no idea where he got them. Are you 
telling me you came here because of the 
skeletons? Curse that pink-eyed fiend!” 

The Age of Worms:"The Age of Worms 
is the Waiting Age, an era of eatastro- 
phe that lurks in the shadows of every 
tomorrow. Scholars obsessed with 
apocalyptic visions claim that its advent 
signals an interminable period of suf 
fering in which the cosmic scales shift 
disastrously toward evil and light fades 
from the land.” 

Balabar Smenk: “He and T were mates 
20 years ago, in the Free City. I laugh 

now to think of how far he's come in 
50 little time, How respectful people 
around here are toward him. Hal Ifthey 
only knew!” 

‘The Dourstone Mine:"I think it's along 
the road east of here, but this hell-hole is 
your town, not mine. You tell me where 
it is. IF you're going, best be careful. 
‘Smenk said the place scared him, which 
T wouldn't have thought possible before 
Theard him say it myself” 
‘The Ebon Triad: “Smenk says the cult 

follows Hextor, Erythnul, and Veena, 
the Lich-Lord of old. If true, the 
place must be crawling with delicious 
secrets. I'd love to accompany you if 
you intend to go.” 

‘The Green Worm: "Balabar nicked that 
Jar from a laboratory in the Dourstone 
Mine. It's very rare. Dead now, of course, 
butonce it and hundreds of worms likeit 
‘must have wriggled within the abscesses 
and orifices of a powerful undead erea- 
ture called a spawn of Kyuss. These are 
probably the ‘unkillable’ zombies the 
cultists mentioned to Smenk. If true, it 
could be a real problem. Those worms 
can get inside you and turn you undead 
in about a day” 

Kyuss: "No one knows much. He 
appeared more than a thousand years 
ago in the Rift Canyon to the north, In 
4 short time, he created dozens of new 
undead breeds and amassed a legion 
of creatures bound to his will. They _ 
say an undead dragon stood at his side | 
as the general of this force. Now, only 
the green worms remain of his legacy, 
‘That and his title: Harbinger of the | 
Age of Worms.” 

Ifthe PCs release Filge he flees to the 
Free City, and may return to harry the 
PCs when they visit that metropolis later 
in the campaign. He's serious about his 
offer to help the PCs raid the Dourstone 
Mines. If they foolishly agree they learn 
to regret the mistake when the necro- 
mancer betrays them at a key moment: 
‘Consult next issue's “The Three Faces of 
Evil” for more details on the mine and 
the Ebon Triad. 

With the Land family skeletons care- 
fully interred in their graves, the PCs can 
finally return to the ghost of Alastor Land 
in area 23 of the Whispering Cairn, 

ee 



‘The Whispering Cairn may be defeated, 
but the PCs still have plenty of unan- 
swered questions. If things have gone 
according to plan, the party has rea- 
son to investigate the Dourstone 
Mine, which puts them directly on the 
trail of the next adventure in the Age 
‘of Worms Adventure Path. But don't 
tush your players to the next install~ 
‘ment, They've just bested their first 
dungeon, and deserve an opportu- 
nity fo spend their hard-earned cash 
and enjoy a celebration with their 
boon companions, 

‘There's More: Download full-size hand- 
outs, maps, Enmaxow and Foxcorres 
Reatsts conversion appendices, and tips 
for scaling this adventure to higher lev- 
lsat paizo.com|dungeon. 

APPENDIX 1: NEW 
MONSTER 

Wind Warrior 
Medium Elemental (Air, Extraplanar) 
Hit Dice: 6d82.(30 hp) 
Initiative: +5 
Speed: 30 fl. (6 squares), fy 80 ft: (good) 
AC19 (+5 Dex, +4 natural), touch 15, flat- 

footed 14 
Base Attack/Grapple: +4/+7 
Attack: Longsword +8 melee (1d8+3/19-20) 
Full Attack: 2 longswords +8 melee 
(Qd843/19-20) 

Space/Reacks 5 ft/s 
Special Attacks: Sonic blast 
Special Qualities: Body suffusion, dark- 

vision 6o ft, elemental traits, superior 
two-weapon fighting 

Saves: Fort +4, Ref +12, Will +2 
Abilities: Str 16, Dex 20, Con 14, Int 8, 

Wis 11, Cha 11 
Skills Balance +7, Jump +4, Tumble 424 
Feats: Dodge, Lightning Reflexes, 
‘Weapon Focus (longsword) 

Environment: Any 
Organization: Solitary or troupe (2-5) 
Ghallenge Rating: 4 
‘Treasure: None 
Alignment: Always neutral 
‘Advancement: 7-18 HD (Medium) 
Level Adjustment: — 

Anancient sutof ceramic armor stand grace- 
filly at attention, vin longswords gripped in 
its hands. Closer inspection reveals that the 
‘armor is empty, held together by hundreds of 
tiny uplifting gusts of vapor and wind, 

‘Wind warriors served the Wind Dukes 
‘of Aaga as shocktroopers in the ancient 
war against the Queen of Chaos, Suits 
of ceramic ceremonial plate armor 
and swords were infused with minor 
air spirits to create these graceful sol- 
diers. The few who survive today are 
guardians for Wind Duke holdings and 
tombs such as the Whispering Cairn. 
When slain, a wind warrior's armor and 
weapons age thousands of years in an 
instant, and crumble to dust. 
Wind warriors tunderstand Auran, but 

cannot speak. 

Combat 
A-wind warrior begins combat with a 
sonic blast before engaging in melee. 

Sonic Blast (Su): As a standard action, 
wind warrior can clang its longswords 
together to produce a discordant sonic 
blast in a 20-foot line. This effect deals 
246 sonic damage to all within the area 
(Reflex DC 15 half), The save DC is Con- 
stitution-based. 

Body Suffusion (Ex): A wind war- 
rior's spirit keeps its body together. 
If disarmed, its weapon crumbles to 
dust. At any time thereafter, the wind 
warrior may generate a replacement 
weapon as a standard action. 

Superior Two-Weapon Fighting (Ex):A 
wind warrior's essence suffuses its entire 
body, granting it supreme control over 
its movements, Wind warriors do not 
takea penalty on attack or damage rolls 
for attacking with two weapons. 

Erik Mona is the Editor-in-Chief of 
Dunoon. He thanks Skip Williams, 
Douglas Niles, Carl Sargent, and Steve 
Miler, whose work in one way or another 
inspired this adventure. 

“The Whispering Cairn” and the Age 
‘of Worms Adventure Path is dedicated (o 
E, Gary Gygax and Robert J. Kuntz. May 
the world never forget the adventures of 
Lord Robilar and the vexing danger of 
Castle Greyhawk, 

Mt.Z ogon 
AS AN. EXPERIENCED ORUID, 1 sMOULD HAVE ACQUIRED: 
THE ABILITY To SHAPECHANGE 
Into AW ANUAAL BY How. 
READY To WATCH 
METRY? 

‘50, WHAT 
Do You 
THINK? 

LETS SEE 
A CAVE 
BEAR 

THAT Youve 
Never SEEN A 
CAVE BEAR? 
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a perfumed arcade known 
as the Emporium, Governor- 
‘Mayor Lanod Neff rubs shoul- 

dets with common laborers awaiting 
an appointment in the Veiled Corridor. 
In an adjoining antechamber, snakes 
and exotic dancers gyre to a sonorous 
sneave of cymbals and seductive pipes. A 
floor below, a gaggle of grasping miners 
presses against the windowed door of a 
darkened cell, impatient fora glimpse of 
atwo-headed calf, 

Out in the street, a gang of rowdies 
sereams obscenities at a crumpled half- 
ling, kicking itas ifscrambling fora ball. 
Theirdrunken laughter echoes offshut- 
tered windows and bolted doors. 

In a tower-flanked fortress across 
the shadowy square, filthy men with 
nothing to lose shout hymns to St. 
Guthbert, clutching to their idealism 
and principles like cornered animals. 

‘Their wild-eyed chief minister smiles 
ashe draws acat-o-nine-tails across hi: 
bare back, awash in their adulation and 
the spirit of his god, 

But it’s just another night in 
Diamond Lake, 

‘The Age of Worms Adventure Path opens 
fn the small mining town of Diamond 
Lake, where desperate folk toil in light- 
less depths for a pittance while corrupt 
mine managers live in relative largesse, 
ruthlessly scheming to undermine one 
another and protect their piece of the 
action, Most residents of Diamond Lake 
can be categorized into two groups: those 
with nowhere else to turn and those who. 
have come to exploit them. 

A gartison of sixty militia soldiers 
stands ready to defend the mines from 
bandits and rogue lizardfolk from the 
southern swamps. Rival cults share the 

same flock of potential converts only 
because the timing is not yet right for 
outright warfare. They muster their forces 
for the coming battle. Things are not safe 
in Diamond Lake, and a right-thinking 
person would have every reason to want 
to get out of towns soon as possible. 

Enter the player characters. In the Age of 
Worms Adventure Path, all of the players 
‘begin play as residents of Diamond Lake 
who share one common goal—escaping to 
a better life once certain financial oblign- 
tions have been met. This motivation binds 
the party on its first all-important adven- 
ture,and the character of Diamond Lake,as 
‘wellasthe portentous events that will occur 
there, will resonate in the lives of the PCs 
throughout every stage ofthe campaign. 

‘A detailed section at the end of this 
article provides suggestions on how to 
integrate the player characters into Dia- 
‘mond Lake and how to use the town as. 
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a launching point for the Age of Worms 
Adventure Path (or any other D&D cam- 
paign), But first, unfold the map pro- 
vided with this issue of Duncsow and 
get familiar with your new home, 

Diamond Lake in Bricé 
‘Diamond Lake nestles in the rocky crags 
of the Cairn Hills, three days east of the 
Free City to which it is subject. tron and 
silver from Diamond Lake's mines fuel 

the capital’s markets and support its 
soldiers and nobles with the raw mate- 
rials necessary for weapons and finery. 
‘This trade draws hundreds of skilled 

and unskilled laborers and artisans, all 
hoping to strike it rich. In ages past, Dia- 
mond Lake boasted an export more valu- 
‘able than metal in the form of treasure 

liberated from the numerous tombs and 

burial cairns crowding the hills around 
the town. These remnants of a half-dozen 
long-dead cultures commanded scandal- 
‘ous prices from the Free City elite, whose 
‘insatiable covetousness triggered a boom. 
inthe local economy. Thase days are long. 
gone, though. The last cairn in the region 
coughed up its treasures decades ago, 
and few locals pay much mind to stories 
of yet-undiscovered tombs and unplun- 
dered burial cairns. These days, only a 
handful of treasure seekers visit the town, 

and few return to the Free City with any- 
thing more valuable than a wall rubbing 
cor an ancient tool fragment. 

In the hills surrounding the town, 
hundreds of laborers spend weeks at a 

time underground, breathing recycled 
air pamped in via systems worth ten 
times their combined annual salary. The 
miners are the chattel of Diamond Lake, 

its seething, tainted blood. But they are 
also Diamond Lake’s foundation, their 
weekly pay cycling back into the com- 
munity via a gaggle of gambling dens, 
bordellos, ale halls, and temples. Because 

work in the mines is so demanding and 
dangerous, most folk come to Diamond 
Lake because they have nowhere else to 
tum, seeking an honest trade of hard 
labor for subsistence-level pay simply 
because the system has allowed them no 

other option. Many are foreigners dis- 
placed from native lands by war or fam- 
ine, Workin a Diamond Lake mine isthe 

SO DUNGEON JULY 2005 

pe aeey oie 

eae ecrvien 
eee 

“Khellek (NE male human wizard 5): 
This balding, dark-haired human 
wizard wears  high-collared red 

_cape fastened with a skull clasp over 
‘agreenjerkin and His receding 
hairline reveals his advancing age, 35 
do the white streaks at his temples. 
_Khellek belongs to the Seekers, an 
Lntqustworthy organization of cor- 
‘rupt archeologists and adventurers 

last honest step before utter destitution 
or erimes of desperation. For some, it is 
the first step in the opposite direction: 
a careful work assignment to ease the 
burden on debtor-filled prisons, one ast 
chance to make it in civil society. 

Despite its squalor, Diamond Lake 
is crucial to the Free City’s economy. 
‘The city’s directors thus take a keen 
interest in local affairs, noting the rise 
and fall of the managers who run Dia- 
mond Lake's mines in trust for the gov- 
‘ernment, The city's chief man in the 
region is Governor-Mayor Lanod Neff 
(NE male human fighter 6) a lecherous 
philanderer eager to solidify his power 
and keep the mine managers in line. 
Neff exerts his capricious will via the 
agency of the grandiloquent Sheriff 
Cubbin (NE male human fighter 5), a 
man so renowned for corruption that 
many citizens assumed the announce- 
ment of his commission was a joke 
until he started arresting people. 

The alliance between the governor 
mayor and his pocket police might not 
be enough to cow Diamond Lake's pow- 
erful mine managers, but Lanod Neff 
holds a subtle advantage thanks to the 
presence of his distinguished brother, 
the scrupulous Allustan(N human male 
wizard 8), a wizard from the Free City 

who 5 
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when the PCs visit the ey 
get a chance to meet members 
guild face-to-face. 

who retired to Diamond Lake five years 
ago, None dare move against Neff so 
Jong as Allustan is around. 

Instead of scheming against the gov- 
ernment, Diamond Lake's six mine man- 
agers plot endlessly against one another, 
desperate to claim a weakened enemy's 
assets while at the same time protecting 
their own. While they are not nobles, the 
‘mine managers existin a strata above nor- 
‘mal society. They consider themselves far 
above their employees, many of whom are 
indentured or effectively enslaved as part 
of a criminal sentence. The miners’ loy- 
alty tends to map directly to the working, 
conditions, pay, and respect offered to the 
miners by their wealthy masters. 

‘The most ambitious and manipulative 
‘mine manager in Diamond Lake is Balabar 
Smenk (CN male human rogue 7) disqui- 
ting schemer who hopes to gain a monop- 
oly on the town's mining patents by forcing, 
his enemies into bankruptey and offering 
to buy their claims at the last minute for 
‘coppers on the gold piece. 

But Smenk’s most dubious plots seem 
like petty crime in light of the current 
activities of another mine manager, Rag- 
nolin Dourstone (LN male dwarf expert 
6), a dwarf of formerly unimpeachable 
ethics who has fallen under the sway 
ofa terrible cult called the Ebon Triad. 



‘TheTTriad hopes to merge the deities Veena, 
Hextor, and Erythnul (or three other evil 
ods appropriate to your campaign) into 
‘anunthinkably powerfil ovengod. A cham- 
bercarved in ancient times below the town 
might prove to be vital to this diabolical 
pilot but before the great god of darkness 
‘may ake form, certain preconditions must 
bemet, Most importantly, Ebon Triad lit- 
Ingy suggests that the overgod may rise 
only during an era of darkness, decay,and 
withing doom. This is the Age of Worms, 
Andi’ starting in Diamond Lake. 
Diamond Lake (small town} Conven- 

tional ALN; Population 1,023: 800 gp limit; 
Assets 4o.920 gp; Isolated (96% human, 2% 
Aull 1% gnome, 1% other races) 

Authority Figures: Governor-Mayor 
Lanod Neff (NE male human fighter 6} 
Balabar Smenk, mine manager (CN male 
fhuman rogue 7 Chaum Gansworth, mine 
manager (N male human rogue 4} Elival 
Moonmeadow, mine manager (CN male 
elfbard 4} Gelch Tilgast, mine manager (N 
male human expert 6} Lzane Parrin, mine 

manager (N female human rogue 3} Rag- 
nolin Dourstone, mine manager (LN male 
dwarf expert 6 Sheriff Cubbin (NE male 
human fighter 5} Tolliver Trask, garrison 
commander (LN male human warrior 10} 

Map Key 
Diamond Lake crouches in the lowland 
between three hills and the lake itself, 
a splotch of mud, smoke, and blood 
smeared across uneven terrain marked 
by countless irregular mounds and mas- 

rocks. The oldest buildings pack the 
lakeshore, where fishing vessels once 
docked and stored their impressive 
catches. That commerce has abandoned 
the town entirely for the shining waters 
that once gave Diamond Lake its name 
are now so polluted as to make fishing 
impossible. Many old warchouses have 
been converted into cheap housing for 
miners and laborers, and no one is safe 
outdoors after dark. As one walks north 
along the streets of Diamond Lake, the 
buildings become sturdier and the spirits 

of their inhabitants likewise improve. A 
great earthen road called the Vein bisects 
the town. With few exceptions, those liv- 
ing north of the Vein enjoya much better 
life than the wretches living below it. 

All ofthe town's social classes congregate 
in the Vein's central square. Roughly every 
two weeks, someone in the town upsets 
someone else so greatly that the only 
recourse isa duel to the death at the center 
of a ring of cheering miners. The book- 
‘makers of the Emporium and the Feral 
Dog do brisk business on such occasions, 
Which tend to draw huge crowds. On less 
Violent nights, the square is still home to 
a thousand pleasures and poisons; if Dia- 
mond Lake isa creature, the Vein's central 
square is its excitable, irregular hear. 

‘The following short descriptions 
cover key locations found on the Dia- 
mond Lake poster map provided wi 
this issue of Dunceon, Note that sev- 
eral buildings do not have numbers, and 
can easily stand in for any locations not 
listed below. 



The Mine Managers 
Balabar Smenk (CN male human rogue 7 
‘Acorpulent elemental of and 
bad taste, Balabar Smenk lords his polit- 
cal dout over everyone in Diamond Lake 
save the governof-mayor and garrison 
‘commander, whom he privately mocks. 
‘Smenk has wrestled four mines into 
his possession In the last 10 years, and 
has designs upon the rest. A coven of 
sycophants and hired goons surrounds 
him at all times. Rumors suggest that 
he has powerfully connected friends in 
the Free City. 

‘Chaum Gansworth (N male human 
rogue 4): Diamond Lake's youngest 
mine Isalsoits most cautious. 
He's sympathetic to the appeals of his 
‘paramour Luzane Partin to join herand 
Gelch Tilgast in an alliance against the 
spreading influence of Balabar Smenk, 
but his inherent pragmatism suggests 
‘that even together they may not be 
strong enough to hold back the inevi- 
table. Gansworth coldly views Parr a 
2 politcal tool, and would sell out the 
whole alliance to Smenk if he could 
‘only trust him. For now he refuses to 
take sides. 

Elliyal Moonmeadow (CN male elf 
bard 4): Regulars at Lazare’s gam- 
ing parlor know this reclusive elf 
as "The Prince,” since he Is a minor 
noble from the distant elven realm of 
Celene, 3 and so fabled it might as. 
well be imaginary as far as most of 
Diamond Lake's residents are con- 
‘cerned. Moonmeadow remains aloof 
from the affairs of the human mine 
managers, and sees their iron-based 
operations as more vulgar than his 
local silver monopoly. 

Gelch Tigast (N male human expert 6}: 
“Ten years ayo, the aging Gelch Tilgast 
held the reins of Diamond Lake's ore 
trade, # position he'd enjoyed most of 
his life. Then Balabar Smenk and his 

4.'The Emporium 
Every week, hundreds of miners boil 
up from the depths, their pockets 
lined with freshly earned coin. The 
Emporium exists to separate the 
men from the money, and at this itis 
paramount among Diamond Lake's 
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boundless ambition came to town. In 
his youth, Tilgast would have relished 
the challenge, but he didn't move fast 
‘enough to block Smmenk's ascent, which 
has led directly to his own decline. Tl- 
ast currently fuels enormous energy 
into building an alliance against Smenk. 
that includes Luzane Parrin and a hand- 
ful of weak mine managers from the 
‘neighboring towns of Steaming Springs 
‘and Blackstone, 

|Luzane Parrin (N female human rogue 
3) As the yield of her mines faltered in 
the last decade, s0 faltered the fortunes 
‘of Luzane Parti, inheritor of her moth- 
er's proud legacy 2s one of the town's 
wealthiest managers. First, 2 humili- 
ated Patrin discharged her house staff, 
‘Then she scornfully sold her demesne to 
Balabar Smenk, who had rudely courted 
her for years despite the Fact that she 

[Ragnolin Dourstone (LN male dwarf 
‘expert 6 About 50 years ago, Ragnolin 

mining conser 
tum, His greed and lust for power drove 
him to establish several mining opera- 
‘tions in the area, with the most 
‘centered im Diamond Lake. As his career 
improved he came into contact with a 
{dre of suangers from out of town, ev 
‘cultists who forced Dourstone to provide 
‘them in one of bis mines in 
‘eichange for their silence about his com- 
plicity in the Greysmere disaster, Explora- 
tion of this cultst stronghold 
the bulk of The Three Faces of Ei," the 
‘second Age of Worms adventure. 

diverse businesses. Ten years ago it 
was simply Zalamandra’s, one of 
dozen vice dens along the Vein. Its 
ill fortunes changed the day its char- 
ismatic young madam seduced Pro- 
fessor Montague Marat, proprietor 
of a traveling sideshow and curiosity 

collection passing through Diamond 
Lake. The two soon joined forces, aud 
a cavalcade of freaks and eccentrics 

moved into the building's lower floor, 
‘Thus was born Zalamandra's Empod 
rium, and Diamond Lake has never 
been the same. 

Upon entering, visitors encounter a 
‘small desk station manned by a grinning 
‘businesslike attendant named Gaspar(N) 
rmale human rogve 2). The thin, balding 
man smiles wryly at all times, a gesture 
accentuated by his upcurled moustache. 
‘The house charges three coppers for 
access to the “Gallery of Science” along, 

the first floor's central corridor, and 
three silver for access to the lushly deco: 
rated upper floor, which features a large 
‘gaming hall, an exclusive entertainment, 
club, and the infamous Veiled Corridor, 

‘where any pleasure may be obtained for 
the right price. 

‘The private chambers of the Veiled 

Corridor are frequented by the com. 
munity's elite, including the governors 
‘mayor, sheriff, most of the mine manag. 
ers, and several prominent merchants. 
Zalamandra (CN female human rogue), 
does not tolerate blackmailers among her 

staff, but nonetheless keeps a mental file 
of the predilections and preferences of 
all of het prominent customers, silently 
wielding this knowledge as an anvil over 
the heads of potential political enemies. 
‘That she has not yet been assassinated. 
is a tribute to her considerable politi+ 
‘al skills and to the shielding influence 
of Professor Marat’s motley assembly of 
living oddities. 

Although the professor himself aban- 
doned Diamond ‘Lake three years aga, 
neatly a dozen of his former employ: 
ces remain at the Emporium, making 
more money here than they ever did 
on the road, Foremost among these 
nonesuches is the affable Shag Solo: 
‘mon (N male quaggoth aristocrat 6).an 
aristocratic shaggy “wild man’ froma the 
northern pine forests. Solomon's vicious 
teeth and jagged claws contrast with his 
shabby gentleman's garb and cultured. 
demeanor. When not on display, he 
frequents the opium lounge upstairs, 
where the wealthier patrons adore bis 
clever stories. 



Other attractions include the misshapen 
‘antortionist Tom Shingle(CN male bog- 
ie rogue 4), the combustible magician 
Aiello Klint (CN male halfling sorcerer 
4) 4 two-headed calf named Esmerelda, 
Jevand the alluring Chezabet (CG hurnan 
female bard 4) who reads fortunes using 
-areplica deck of many things. 

‘The Emporium offers several rotating 
ames of chance, with the most popt- 
Jarbeing dragonfir (anante-based card 
fame), norebonne (a polyhedral dice 
ime), and a contest known simply as 
the Rat Game, in which fous rats scurry 
tobe the first through an open-topped 
rue. When the winner reaches the lb- 
inthis central chamber, an attendant 
injects it with a serum that immediately 
triggers a rabid frenzy. At this time, four 
doors built into the sides of the maze 
slide open, revealing four Tiny spear- 
wielding jermualine (Monster Manual 11, 
1ui} Patrons wager on all aspects of the 
ensuing melee. 
Folk ofall social classes flock to the 
Emporium throughout the day and 
right, so the place makes an excellent 
staging ground for a chance encounter 
with an important NPC. Because Zals- 
sandra tolerates absolutely no conflict 
within her walls, even sworn enemies 
must treat each other respectfully in 
the Emporium or risk the attentions of 

- Kurlag (N male balf-ogre fighter 4, the 
tstablishment’s imposing bouncer. 

= 
‘Those secking a relatively cultured 
nightspot often congregate at Lazare’s 
House, a cozy gaming parlor situated 
in the Vein’s central square. In contrast 
to the ostentatious banners and garish 
chipped paint on the Emporium across 
the street, Lazare’ exudes « quiet sense 
of dass with a stylish stone and timber 
construction and distinctive crooked- 
peaked roof Inside, Diamond Lake'selite 
‘natch wits over dragonchess, a popular 
ame in which two sides of 42 pieces 
contest over three 96-square boards 
sepresenting the sky, the earth, and the 
underworld. Pieces include the griffon, 
sylph,oliphant, basilisk, hero, thief, and 
paladin, Scholars claim that the game is. 
metaphor for the celestial struggles of 

fundamental law, chaos, good, and evil. 
In Diamond Lake, it’s principally another 
Justification for gambling. 

A central hearth, constantly stoked 
to comfortable warmth by the courte- 
cous staff, serves as the hub of a roughly 
circular interior. Along the ring, eight 
alcoves offer an excellent location for 
private conversation or even romantic 
‘rysts, Each alcove isa half-moon of posh 
benches encircling a rectangular table 
bearing a special built-in dragonchess 
board. Visitors are expected to bring 
their own pieces, but may rent a house 
set fora gp. This fee effectively keeps out 
the riff-raff, making Lazare's a haven for 
visiting dignitaries and Diamond Lake's 
upper class. 

‘A game of dragonchess takes a full 
hour and is played conversationally, 
Many casual players prefer the distus- 
sions to the game and play accordingly. 
Others dedicate considerable passion 
toward memorizing strategies and 
perfecting surprise traps and feints. 
To resolve a dragonchess game, both 
players make an opposed Profession 
(gambler) skill check. Characters with 
5 or more ranks in Bluff, Diplomacy, 
or Intimidate receive a cumulative +2 
synergy bonus on this check for each 
appropriate skill. Wagers of up to 100 
Bp can be found on any given night, but 
most tend to be of the 5-10 gp variety. 
Lazare (NG male human rogue 4; Pro- 
fession [gambler] +9) frowns on side 
bets by non-players, but not so much as 
to ban the practice. Some of the more 
avid players (including all of the mine 
‘managers and Lazare himself) politely 
teflise to accept the challenge of any- 
‘one who lacks their own dragonchess 
pieces, valued at 50 gp or more. The 
{game attracts dilettantes and devotees, 
but the two groups seldom mix, 

Lazare himself was a dragonchess 
champion in the Free City some 20 
years ago, and used ample winnings 
Rained there to purchase a mine in 
the hills northeast of Diamond Lake. 
He and his family moved to the vile 
lage and a new life as mine managers, 
but failed to anticipate the desperate, 
appalling politics of the mud-soaked 
mining town, Within three years, 

Lazare was all bat bankrupted, forced 
to sell his mine to Balabar Smenk 
(whom the usually serene chessmas- 
ter still hates with undisguised pas- 
sion). Lazare blames Smenk for the 
death of his beloved wife, who grew 
gravely ill at the height of the own- 
ership struggle. Lazare cherishes his 
daughter, Dannath (NG female human 
aristocrat 2), who reminds him of his 
ost love and the stakes of Diamond 
Lake polities. 

Lazare swiflly allies himself with any- 
‘one who makes an overt move against 
Balabar Smenk, bat he does so cautiously 
and without fanfare. He summons them 
to his parlor fora private audience, dur- 
ing which he attempts to gauge their 
abilities and reasons for moving against 
‘Smenk. If his attitude is changed from 
friendly to helpful during this encoun- 
ter, Lazare contacts the PCs a week later 
and again summons them to his estab- 
lishment. This time, he takes the PCson 
a circuit of the gaming alcoves, where 
he introduces them to Gansworth and 
Partin. The female mine manager stays 
silent during the encounter, but Gan- 
sworth challenges one of the PCs to a 
game of dragonchess. Ifthe PC manages 
to beat him (Profession [gambler] +5), 
he invites the group to his restaurant, 
the Rusty Bucket (area 25), to propose a 
formal alliance. 

‘Another unusual patron is Khellek 
(NE male human wizard 5), leader of 
the trio of Free City adventurers cur- 
rently exploring the empty Stirgenest 
Cairn outside Diamond Lake. Khellek 
makes a point to challenge any seem- 
ingly worthy opponent, using the game 
asa pretense to pump natives for infor- 
mation on nearby tombs. Khellek wears 
4 simple silver ring on the third finger 
of his right hand. The face of this ring 
bears an eight-pointed star symbol, and 
{identical to the ring found on the fin 
ger of the ghoulish Ulavant in area 21 of 
“The Whispering Cairn.” Both Ulavant 
and Khellek belong to a secret soci- 
ty of unscrupulous archeologists and 
pseudohistorians called the Seekers, 
and if Khellek sees a PC with the ring 
he assumes that PC is also a member. 
At the sight of the ring, Khellek arches 
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his eyebrows respectfully 
and says “Revelation comesalso 
in darkness.” When the PC does not 
respond with the appropriate “Thus 
darkness is also light,” Khellek grows 
suspicious and changes the subject, con- 
vinced that the PCs have stolen the ring 
from another Seeker. He begins pester- 
‘ing them about how they came across 
the trinket. If told about the Whispering 
Cairn, Khellek gathers his companions 
Auric and Tirra and sets out to plunder 
its riches for himself. 

3. The Feral Dog, 
Since both Lazare's and the Emporium 
charge a small fee for entry, Diamond 
Lake's poorest laborers must turn toa 
collection of run-down ale halls with 
more sullied reputations. The busiest 
by far is the Feral Dog, a sleazy tavern 
on the Vein's central square. Every night 
and especially when the workforces of 

534 DUNGEON JULY 2005 

several local mines let out at the same 
time, cheering laborers within the bar 
scream obscenities and wave betting 
vouchers over two dogs in a lethal pit 
fight. No one savors the tinny ale, but the 
place is more about camaraderie, bravado, 
and desperation than about expecting 
exemplary quality or service. 

‘A gang of criminals indentured to 
the corrupt mine manager Balabar 
Smenk casts a broad shadow over 
the Feral Dog's squalid taproom. 
The patrons know from experi- 
ence to respect the word of Kullen 
(NE male halfore barbarian 3), the 
silently seething albino half-orc who 
leads the motley band with little tol- 
erance for insolence and a powerful 
backhand, The PCs cross paths with 
Kullen and his subordinates in “The 
Whispering Cairn.” 

‘Arguments commonly erupt at the 
Feral Dog, especially during the dog: 
fights, when betting often grows con 
tentious and even violent. About once 3 
month, a drunk miner falls or is pushed. 
into the thrashing dogpit, with predict- 
ably tragic results, During the worst 
brawls, someone usually gets knifed. A 
festering garbage pit in the sharp crags 
behind the building is said to hold the 
corpses of as many humans as dogs. 

Inaddition toa rotating cast of crimi- 
nals and oblivious visitors from out of 
town, the Feral Dog draws its share of 
thrill-seckers and scrappers, honest folk 
who thrive on danger and excitement. 
Among them is a sleck, self-assured elf 
named Tirra (N female elf rogue 5; +7 
ranged attack) who flirts confidently 
with handsome patrons and who domi« 
nates all takers in the bar's contentious 
dagger tossing contest. Tirra makes 
pleasant conversation with anyone who 
approaches her, but she takes a real 
interest only in men who ask to join in 
one of her games. 

‘The dagger contest consists of three 
rounds, during which an unlimited | 
number of contestants take turns throw- 
ing a house-provided dagger intoa large 
‘wooden target on a wall 25 feet away. The 
target consists of two wide concentric 
rings around a central circle. All play- 
‘ets agree upon a common wager (3 sp is 
typical, but Tira likes to push her oppo- 
nents as far as she thinks she can).In the 
first round, each contestant attempts to 
strike within the largest ring, requiring 
a ranged attack against AC 10. Anyone 
who fails to do so is eliminated, In sub- 
sequent rounds, contestants attempt to 
strike within the inner ring (AC 15) and 
the central circle(AC 20} The last contes- 
tant to resist elimination wins the pool, 
with play focusing on the central circle 
until only one player is left. 

‘irra befriends any character who 
at least shows promise in the dag- 
ger game, and confesses that she is 
among the adventurers from the Free 
City currently exploring the Stirgenest 
Cairn across Diamond Lake (sce “The 
Whispering Cairn"). If a PC so much 
as mentions exploration of the Whis- 
pering Cairn, Tirra subtly invites the 



character next door to Lazare’s House, 
where she introduces her associate, 
Khellek. This encounter could trigger a 
‘ivalry that lasts throughout the Age of 
Worms Adventure Path, 

4. Church of St. Cuthbert 
Each of the establishments along the 
Vein's central square trade in the exploi- 
{ation of human vice or false hope, and 
the tower-flanked Church of St. Cuth- 
bert is certainly no exception. Within 
this austere stucco structure, the poor- 
‘estof Diamond Lake's poor huddle in a 
toreh-lit sanctuary listening to the fiery 
‘sermons of Jierian Wierus (LN male 
oman cleric 7), a bombastic orator 
hose populist rants appeal to the best 
firtues and values of the common man 
‘while at the same time preying upon 
their fears and superstitions. Wierus 
endlessly preaches a creed of com- 
mon sense, honesty, and self-sacrifice, 
‘encouraging his faithful to give penance 
tot. Cuthbert by whipping themselves 
fn repetitive acts of self-mortification. 
His growing cult, now some aso strong, 
gives succor to the dregs of Diamond 
Lake society and is seen as a menace 
ty the town's mine managers, govern- 

ous figures. Many 
chim that the flagellants seem to follow 
Wierus as much as they do St. Cuthbert, 
and it is only because the charismatic 
firebrand somehow keeps his followers 
from breaking the law that his sect has 
been allowed to thrive. 
Wierus spends most of his time in 

seclusion, writing sermons and com- 
municating with his god during intense 
-selflagellation sessions. Rarely, he pays: 
personal visit to Jalek’s Flophouse area 
9) to evangelize directly with his flock, 
usually attracting a dozen or more new 
‘converts to his cause each time, Because 
he is so frequently absent, PCs visiting 
the church for healing must deal with a 
secondaryacolyte suchas the scrupulous 
Hameneezer (LG male human cleric 3) 
alhard-vorking cleric who manages the 
day-to-day affairs of the church facil- 
ity and who can nearly always be found 
within. Aer religious ceremonies, 
Hameneezer often soaks the congrega- 
tion’ congealing blood into rags, which 

are later sold as holy relics of the faith. 
‘Hameneezer and an assortment of st- 
level acolytes also offer healing potions 
and spellcasting services to the general 
publicat standard rates. Members of the 
flock receive these boons for half price, 
so Cuthbert’s faithfil constantly drone 
‘onaboutthe value of regularly attending 
church services. 

Wierus performs three sermons a 
‘week; each fills to capacity at least an 
hour before the high priest arrives and 
isa rambunctious affair. Not all devotees 
‘whip themselves into religious fervor, but 
‘enough do that those who abstain mark 
themselves as outsiders. Wierus views 
new arrivals as thrilling challenges, and 
tailors his sermons to First-time visitors, 
urging them to join his growing congre- 
gation and reclaim Diamond Lake under 
the banner of community and strong val- 
tues. "Dark times is coming,"he says, eyes 
afire. “Writhing times, You best be ready 
when the clouds snuffout the sky” 

5 Tidwoad's 
Sooner or later, characters looking to sell 
loot discovered in the Whispering Cairn 
will cross paths with Tidwoad (LE male 
gnome expert 5), a cantankerous jew- 
ler with a meticulously arranged shop 
located on the Vein’s central square, Tid- 
woad'sisas close toa bankasone can find 
in Diamond Lake, and the gnome keeps 
several small vaults in. the crawlspace 
below his workshop. He maintains an 
illusory collection of his finest gems ina 
showroom display case, boasting that his 
establishment is completely theft proof, 
Ashield guardian named Festus helps to 
keep the gnome’s thefi-free streak alive 
‘with powerful stone fists and a constant 
focus on protecting the shop. 

‘Tidwoad hails ftom Grossetgrottel, a 
gnome warren several days to the north- 
‘west. He looks more favorably upon 
gnomes than upon members of other 
races, whom he considers oafish or overly 
delicate, He hosts 146 gnomish lodgers 
in the apartments above his workshop. 
‘These rooms enjoy an exterior staircase 
to the street level, and do not attach to 
the main-floor workshop. 

‘The gnome jeweler charges a 59% 
exchange tax on all gems traded. for 

coins, and will buy non-gem valuables 
at 30-50% their true worth, depending 
upon the persuasiveness of his clients. 
‘Tidwoad frequently paces upon the sur- 
face of his business counter, exclaiming 
that his customer's efforts to geta better 
deal will drive him into.a debtor's prison, 
He reports news of any significant items 
to both Balabar Smenk and Chaum 
Gansworth, who keep the gnome on a 
retainer to look out for possible marks 
with more valuables than good sense. 

6, Sheriff's Office 
‘When a barroom brawl gets out of hand 
or when visitors threaten to upset the 
balance of power in Diamond Lake, 
Governor-Mayor Lanod Neff relies 
upon the discretion and agency of his 
private police force, assembled from a 
collection of corrupt watchmen gath- 
ered during Neff youth asa watch cap- 
tain in the Free City. Nearly all of them 
‘were drummed out of service in the 
‘apital due to some indiscretion, but 
each maintained a hold over municipal 
authorities (often in the form of poten- 
tial blackmail fodder) strong enough 
to ensure that they were not bounced 
from the service entirely, but instead 
reassigned to Diamond Lake. 

Led by a boisterous alcoholic named 
Sheriff Cubbin (NE male human fighter 
5) the six thugs. who comprise the con- 
stabulary see to the general safety of the 
town and ensure that Neff's schemes 
go off without a hitch. They take a keen 
interest in unusval visitors and in the 
dealings of the town’s mine managers, 
Balabar Smenk and Gelch Tilgast in par- 
tictlat. The police don't care one bit about 
crimes committed against the mine man- 
agers’ agents, but decorum insists that 
they persecute overt crimes committed 
against the managers themselves to the 
full extent of the law, 

Should the player characters come 
into conflict with Sheriff Cubbin or 
his right-hand man, Deputy Jamis 
(NE male human fighter 3), they find 
the constables eminently bribable 
and subtly hostile. They like things 
the way they are in Diamond Lake, 
and don’t appreciate anyone upset- 
ting the balance of power unless their 
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actions explicitly benefit the gover- 
nor-mayor. If the PCs kill a consta- 
ble, they must contend with the fury 
of Lanod Neff, who presses Garrison 
Commander Tolliver Trask into help- 
ing him hunt down the criminals, 
Despite his misgivings about Neff 
and his strong dislike for Cubbin's 
cadre, Trask remains an agent of the 
Free City, and reluctantly agrees to 
assist the governor-mayor. Once the 
garrison has turned against them, 
the PGs find life in Diamond Lake 
extremely difficult. 

‘The Sheriff's Office off the Vein's 
central square contains living quar- 
ters for all six constables and a 
twelve-cell jai filled with a motley 
assembly of drunks and mani- 
acs, Picking the sturdy cell door 
locks requires a DC 15 Open 
Lock check. Two deputies (N 
‘male human fighter2) guard the 
cells at all times, and can raise 
an alarm bell that summons two 
more within 1d minutes, 

7. General Store 
Running a successful business 
in Diamond Lake means avoiding 
entanglements with the constantly 
maneuvering mine managers and 
scrupulously avoiding favoritism (real 
or perceived). No merchant better 
understands this reality than Taggin 
(N male human expert 4), the amiable 
master of the town’s largest general 
store, Tables line the walls within, 
stacked high with rope coils, lanterns, 
bottles, gloves, and gear. Wagon wheels 
rest against barrels filled with nails or 
candles. The inventory includes most 
common adventuring gear, and Taggin 
cheerfully offers to special order any- 
thing he does not have in stock from 
the Free City, a process that “usually 
takes about a week." He's even will- 
ing to procure especially rare items 
such as spell components for a 159% 
mark-up on the standard price. If a 
PC ever explains why he needs a spe- 
cific item or makes any comment 
about adventuring or illegal activity, 
the handsome shopkeep holds out his 
hands and politely shakes his head. 
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Balabar 
Smenk 

“Your business is your business,” he 
says with a smile, "Wouldn't be right 
for me to overhear.” Taggin is just shy 
of middle age, but dresses somewhat 
stylishly for his class. He has a handle- 
bar mustache and full, receding blond 
hair, He treats women of any race with 
exceptional politeness. 

8. The Hungry Gar 
Guld Tortikan (NG male human expert 
2), head chef at the Hungry Gar, claims 
to-serve the finest meal on the Vein. He 
is mistaken, 

‘9. Jalek’s Flophouse 
When the lake turned foul, Diamond 
Lake's modest fishing industry fled the 
town, leaving a wake of empty ware- 
‘houses and bankrupted fishers. Some of 
these warehouses became stockades for 

amine managers, packed with raw ore and 
letters of credit from the Free City and 
beyond. Others fell to ruin and became 
infested with squatters and addicts. 
Jalek’s Flophouse, situated on Front Street 
within smelling distance of the lake, is 
the town's most famous warehouse, as it 
houses nearly ahhundred pitiful indigents 
fighting off destitution with a handful 
of copper. A rotting wooden framework 
within supports a lurching, mazelike 
second floor, where every step brings an 
alarming creak and the walls thrum with 
muffled conversation. Lodging is 5 cop- 
pers a night, paid to a massive, helmeted 
mute named Golot (NE half-ore barbar- 
ian 3) The brute pummels those who do 
‘not pay until they flee or die, No one has 
an address at jalek’s—the room you have 
is the room you can keep. Most rooms 
Tack doors let alone locks; but the shifting 
inhabitants and the chaotic layout of the 



‘upper floor makes itone of the best places 
todisappear in all of Diamond Lake. The 
landlord Jalek (NE male halfling rogue 
2) lives in a rooftop apartment and is 
seklom seen. The Cuthbertine flagellant 
fieran Wierus frequently visits the lop- 
house, where he recruits a growing tide 
ofconverts. 

16, Smenk Residence 
Balabar Smenk lives in a sodden old 
mansion a century past its prime. Three 
thugs (N male human warrior 2) patrol 
the streets around his home, warn- 
{ng anyone they see to go away with a 
sneerand the brandishing ofa lead pipe. 
‘Despite these precautions, Smenk’s front 
door is always wide open, fulfilling an 
ld public promise that he would always 
beavailable to his miners. No one dwells 
within the wide halls beyond the front 
door, for three great bestial apes prow! 
the outer corridors; chained to.a rail that 
‘uns through all the rooms, within reach 
ofnearly everywhere. The dire apesattack 
all visitors who do not reek of Smenk’s 
personal cologne, an odious needlefolk 
extract from the distant south. 

1, Deepspike Mine 
When former political allies in the Free 
Gity grew uncomfortable with their rela- 
tionship with Balabar Smenk, they con 
trived to: grant him the near-worthless 
deed to this filing mine, necessitating that 
he eave the capital to personally ste to his 
atfairs, Smenk swiflly squeezed the last ore 
fom the mine and used the profits thus 
generated to launch an extensive black- 
mail operation aimed at consolidating his 
power in Diamond Lake by foreing other 
mine managers out of business and press- 
ing his embarrassed friends in the Free 
Gitys government to re-assign the deeds 
4o the filing operations to him. He now 
uses thisabandoned mine only for storage 
and occasionally to disappear the body of 
shin enemy. {tis protected bya padlock on 
sniron door (Open Lock DC 20} 

12, Garrison 
Centuries ago, long before the founda- 
tion of the Free City, a petty lord com- 
mancled the shores of the lake and the 
nearby iron ore and silver mines from 

a sturdy hilltop keep. Today, the refur- 
bished ruin of that keep serves as home 
tomiore than 60 members ofthe Free City 
Militia soldiers tasked with patrolling the 
northern hills, keeping watch over the liz- 
ardfolk-infésted Mistmarsh to the south, 
and liising with halfling, gnome, and 
<warf communities in the region. 

A third of the soldiers are always out 
on patrol, a wide circuit of nearby road- 
‘ways and wildlands that takes them away 
from Diamond Lake fora week at atime. 
Remaining soldiers drill, maintain the 
garrison, hunt, and familiarize them- 
selves with local terrain. 
‘The bored soldiers present rich mining. 

‘ground fora cadre of clerics and paladins 
of Heironeous, who provide spiritual and 
magical aid to the warriors from a stately 
chapel within the garrison fortress. 

Captain Tolliver Trask (LN male 
human warrior 10), the garrison’s aging 
commander, distinguished himself in 
a recent war and has the respect of his 
charges and of the community at large. 
He cares little about the day-to-day poli- 
tics of Diamond Lake, and encourages 
his men to stay out of local business. 
He sees his job as critical to the defense 
of the Free City. Diamond Lake is just 
something that happens to be near his 
important work. 

‘He supports Goyernor-Mayor Lanod 
Neff out of respect for the political pro- 
cess that pat him in power, if not for the 
man himself, He trusts three advisors 
more closely than any of his other asso- 
ates. The Heironean chief cleric Valkus 
Dun (see below) acts as Trask’s spiritual 
advisor and foil. Trask’s best friend is 
Dietrik Cicaeda (NG male human expert 
4), the middle-aged Chief Cartographer 
of Diamond Lake. Cicaeda is the region's 
sole legal authority regarding issues of 
land ownership, making his journals and 
maps among the town's most valuable 
treasures. He and his work thus enjoy the 
‘official protection of the garrison’s walls 
and soldiery, and remain safely locked 
away from the town's manipulative mine 
managers. Chief Scout Merris Sandovar 
(NG male human ranger 3) lately of the 
Bronzewood Lodge druidic community 
three hours northeast of Diamond Lake, 
rounds out Captain Trask's inner circle. 

‘The complete garrison force consists 
of Go soldiers (24 ast-level warriors, 24 
and-level warriors, and 12 3rd-level war- 
riors). Militia members typically wear 
leather or chainmail armor and carry 
a longsword or shortbow. This force is 
divided into thirds, with each squad led 
by a lieutenant. These individuals have 
the ear of Captain Trask and the admira- 
tion of their charges. They are Dobrun 
‘Trent (LN male halfelf fighter 6), Mik- 
kkela Venderin (N female human fighter 
s}.and Trovest Skant (LN male human 
fighter), who exploits his authority with 
regularity and aplomb. 

‘The Chapel of Heironeous 
Most of the guands and soldiers serving 
in the Diamond Lake garrison honor 
Heironeous as the patron of justice and 
martial prowess. The Invincible One's 
temple is little more than a large high- 
ceilinged chamber within the garrison 
itself, but it boasts the second largest 
congregation in Diamond Lake, as well 
as one of the village's most dynamic per- 
sonalities in the form of its high priest, 
Valkus Dan. 
Dun came to Diamond Lake two 

years ago, after the previous high 
priest vanished under mysterious cir- 
cumstances. Local gossip holds that 
Dun once had great prospects in the 
Free Ciy's immense Sanctum of Hei- 
roneous, but that politics saw him 
exiled to an assignment in squalid 
Diamond Lake. Nevertheless, Dun 
took to his assignment with zeal, and 
the weekly services have taken on an 
activist spirit. While the garrison com- 
mander urges his charges to stay out 
of local affairs, Dun instills in them a 
duty to the villagers and urges them to 
make a difference in the community. 
‘The resulting tension, between the 
garrison commander and Valkus Dun 
as well. as between the Heironean sol- 
diers and the disreputable elements of 
Diamond Lake (which is to say nearly 
all of them), is palpable. 

‘A massive wall fresco of'a mythic bat- 
tle between perfect Heironeous and his 
traitorous half-brother Hextor looms 
over the chapel's bronzewood altar. The 
holy image is lit by dozens of guttering 
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torches at night and by several stained- 
glass windows during the day. Weekly 
services exhibit a great deal of fraternity 
and sober, harmonic hymns. They are 
open to the public (presenting one of 
the rare chances for non-military folk to 
sneak inside the garrison}, but are domi- 
nated by soldiers and guards. 

Valkus Dun (IG male human fighter 
3feleric 7) is a tall, handsome man with 
dark brown hair and long sideburns. 
His strong brow gives him a serious 
look a all times. He's almost never seen 
without his fall plate armor and twin 
swords—one a mighty bastard sword 
(his favorite) and the other a long- 
sword rumored to bear a potent magi- 
cal enchantment, Despite his generally 
serious nature, Dun is quite friendly and 
likable, He and Jieran Wierus, the Cuth- 
bertine prophet, share several opinions 
about improving the city but cant stand 
each other's company. 

Velias Childramun (LG male human 
cleric 4) an aging priest who has lived his 
whole life at Diamond Lake's garrison, 
handles most of the healing needs of the 
complex and sees to the occasional pil: 
igrim seeking the soothing balm of Hei- 
roneous. Childramun makes an effective 
father figure for PC clerics of Heironeous 
or paladins, and will heal such charac- 
ters for free provided he has the spells 
snailable to do so, Friends are, of course, 
‘expected to make a donation to the chapel 
in exchange for healing services 

‘Mélinde LG female human paladin )is 
a charming young warrior priestess who 
hopes one day to run the Diamond Lake 
chapel. She is in no hurry to assume the 
mantle of responsibility, however, and for 
now is content toactas Valkus Dun’s clos- 
est personal advisor. She spends most of 
her time training with the soldiers in the 
garrison's courtyard, and has reputation 
as an excellent swordmistress. Mélinde 
excels at the game of dragonchess, and 
whiles away her free time at Lazare's 
House, where she takes on all challeng- 
ers, She craves excitement, and might 
offerher services oa party of adventurers 
looking for another sword arm or some 
extra healing. The red-headed woman 
‘wears white and blue robes over a slim 
suit of chainmail 
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13, Lakeside Stables 
While the common folk of Diamond Lake 
have plenty of reason to despair of their 
living conditions, they remain several 
times more fortunate than the commu- 
nity’ horses, who predominantly dwell in 
the run-down Lakeside Stables under the 
careful watch of the brutal Lanch Fara- 
day (NE male half-elf ranger 2}, a portly 
ostler prone to distressing mood swings. 
Customers commonly complain of mys- 
terious bruises on their horses, evidence 
of Faraday’s uncontrollable rages. Still, 
the price is right, and the walls around 
back keep the horses relatively safe from 
theft, so n0 one has yet pressed the issue. 
Faraday bribes Sheriff Cubbin generously 
tokeep the law off his back. Stabling fees 
ane 5 sp per day. 

14. The Midnight Salute 
‘This by-the-numbers house of ill repute 
caters to the garrison crowd and anyone 
seeking a less exotic (and less expen 
sive) experience than that offered by the 
Emporium’ legendary Veiled Corridor. Its 
proprietress, the ravishing Purple Prose 
(NE female elf rogue 3) stresses discretion 
and decorum with her workforce, but is 
unaware that one of her best earners, Con- 
stance Grace (CN female human rogue 1) 
is an agent in the pay of Governor-Mayor 
Lanod Neff, who gathers salacious stories 
about local soldiers, visiting dignitaries, 
and even three ofthe powerful mine man- 
agers for potential blackmail fodder. NefT 
{bolishly allowed word of these dossiers to 
surface in an attempt to cow his political 
enemies, but instead the move is in the 
process of backfiring. The lovely Con- 
stance is unlikely to survive the month, 
and neatly all of the mine managers have 
considered a plan to break into Neff's 
estate and make off with the evidence. 
‘These plans uniformly involve contract- 
ing a gang of dispensable agents, giving 
the player characters plenty of opportunity 
to get involved in the action, 

15, The Spinning Giant 
When not drilling, sleeping, or on patrol, 
garrison soldiers flock to this raucous two- 
story tavern to meet with friends, chant 
drinking songs, and drown themselves in 
ale and good cheer. A blue-shingled roof 

tops filthy white plaster walls. A faded 
fresco painted on the building's face 
depicts a dancing imbecilic hill giant in 
4 yellow dress. Patzons must enter and 
exit via a door positioned between the 
giant's legs. This is Failing Felanore, 
dim-witted young giantess captured by 
the garrison militia 4o years ago and 
“granted” to the proprietor of a favor- 
{te watering hole to serve as mascot. The 
attraction worked, drawing visitors from 
as far as the Free City to gawk and stare 
at Felanore’s awkward gyrations.’Though 
Felanore died from an outbreak of the 
Red Death plague nearly 20 years ago, 
the free-standing circular center stage 
on which she once pranced remains the 
‘most prestigious musical venue in town, 
if not nearly the most titillating. 

Garrison soldiers make up most ofthe 
Spinning Giant's regular patrons, with 
a handfil of mine overseers and mer- 
chants rounding out the crowd. Most 
who come here consider themselves 
honorable, and expect similar conduct 
from others. They do not tolerate pick- 
pockets, and respond harshly when con- 
fronted with a crime in progress. They 
hold a similar disdain for Diamond 
Lake's constabulary, and have made it 
known on many occasions that Sheriff 
Cubbin and his boys are not welcome on 
the premises. Nor do they welcome Dia- 
‘mond Lake's poor, including most min 
cers, Regular patrons routinely “suggest” 
that rffrafT instead visit one of Diamond 
Lake's other fine establishments. Sol 
diers act with bravado in these encoun 
ters, knowing that most of the Spinning 
Giant's other customers will have their 
backs should a fight break out. 

16, The Captain's Blade 
‘Tyrol Ebberly (N male human fighter 4 
a severe-looking man who claims to have 
once been a watch captain in the Free 
ity, runs this small shop with efficiency 
He's an absolute fanatic about weapons, 
always showing off his masterwork items 
with enthusiasm. He's also an inveter 
ate gossip, and is likely to mention the 
PCS’ exploits to others in town. He asks 
endless questions about their affairs, try- 
ing to learn more about how they were 
wounded and why they're looking for 



‘money. Ifthey show offany odd artifacts 
he becomes even more excited. 

Ebberly has any melee weapon up to 
900 gp in stock, but must send away for 
‘more expensive ters,a process that takes 
1d3+6 days. He specializes in masterwork 
‘melee weapons, and keeps his surprisingly 
‘wide selection displayed on the walls. He 
does not offer any masterwork ranged 
weapons, and sends anyone looking for 
them to Venelle’s, across town. “Don't for- 
getyourcoin purse," he sniffs indignantly 
“You're sure to need it ther 

Ebberly keeps three silk-wrapped spe- 
cial items hidden under the front coun- 
ter, eagerly showing them off to any cash- 
laden customer. 

Vondoch's Claw (550 gp): A curved 
masterwork dagger with a 200-gp red 
ruby inset into the bottom of the handle. 
Ebberly claims that the dagger was infused 
with the blood of a nalfeshnee demon at 
the time ofits forging. The handles lined 
with black velvet and the blade has a ye 
low tinge to it. It’s nothing more than 
masterwork dagger. 

Ancient Spearhead (1,000 gp: 
This long, iron spearpoint is 
attached to a wooden haft 
that has broken two inches 
below the bottom of the tip. 
The whole thing is about 
Sinches long It doesn't 
look like much, but 
it cuts the finger of 
anyone who touches 
it, Ebberly handles 
it very carefully. Its 
actually a +1 long- 
spear head that must 
be attached to a new 
haft by someone with 
the Craft Magical Arms 
and Armor feattobe used. 
asan effective weapon 

Adventurer's Wand (525 gp): Tyrol 
claims that this wand came from a des- 
perate adventurer who couldn't pay off 
his debts a few years back. He never 
got everything he was owed, because 
the adventurer skipped town—but not 
before giving'Tyrol a deep red wand with 
a darkened, ashy tip. His Bluff check (+2 
bonus) helps him conceal that there is 
‘more to this story than he lets on, but he 

will not speak further om the matter."The 
wand is a wand of burning hands with 35 
charges remaining (caster level 3rd) 

17. Venelle's 
A redolence of fresh pine suffuses this 
handsome establishment, a distinctive 

Allustan 

structure that incorporates intricate 
carved patterns and upright logs. The 
proprietor, a curious woman named 
Venelle (NG female human ranger 3), 
makes masterwork bows and arrows, 
and also deals in other weapons and 
armor imported from the Free City in 
‘exchange for items of her own design. 
‘The shop is a bit chaotic, with various 
items piled on tables. Armor sits loosely 

on too-small dummies. Venelle has a 
touch of elven blood about her, and is 
pleased to entertain guests who appreci- 
ate arrowcraft and elven culture, She has 
friends among the Bronzewood Lodge 
(detailed in DoncEON #125), and greets 
other characters from that nearby com- 
‘munity with smiles and a10% discount. 

Venelle carries most weapons and 
armor priced up to 900 gp, but must 
send away for more expensive items 
{a process that takes 143+8 days). She 
keeps a special case containing four 
magical arrows behind her counter, 
and excitedly offers to show them to 
anyone she suspects can afford them. 

Blue-shafted arrow with sleck point 
(67 gp) + icy burst arow. 

Three arrows with yellow and 
black fletching and symbol of 
Heirnoneous on point (167 gp each: 
41 shock arrow. 

18, Allustan's Residence 
The “smartest man in town,” 

a friendly wizard named 
Allustan (N- human 

male wizard 8), 
dwells within a 
charming red 
and deep blue 
house on one of 
the rare stretches 
of healthy grass 
in all of Diamond 
Lake. A small medi- 
tation garden abuts 

the face of the house, 
MI\B incorporating vertical 

stones and small pools 
of concentric circles. 

‘The fresh paint and well-tended 
yard contrasts sharply with the rest 

of the seedy town, a testament to the 
locals’ respect for (or fear of) a man 
whose prowess is known as far as the 
Free City. 

Allustan grew up in Diamond Lake 
with his brother, Lanod Neff. The sons 
of the town’s powerful and efficient gov- 
emor-mayor, they abused their influ- 
ence and shamed the mine managers 
with social indiscretions. When finally 
they went too far, their father sent them 
both to the Free City, urging Allustan to 
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seek an education and placing Lanod in 
a plum assignment with the city watch. 
Allustan soon found hirnselfin the pres- 
tigious University of Magical Arts, where 
his apt scholarship and bravado caught 
the attention of a powerful master wiz- 
ard named Manzorian, 2 dynamic fig- 
ure who traveled with some of the most 
renowned heroes of the day, 

Manzorian offered to take on Allustan 
ashis apprentice, assuring him a life of 
thrills and discovery. What Allustan got 
‘was a window into a world of manipu- 
lative chessmasters willing to back- 
stab trusted friends to honor abstract 
principles of balance and neutrality. 
‘Though he thrived in the company 
of Manzorian and his ilk, the politics 
proved too much to handle, and he split 
‘with the group more than a decade ago 
aera bitter ethical dispute. He retired 
to Diamond Lake only to find his inept 
brother in charge and facing challenges 
from all sides. So he remains, knowing 
that his presence supports 4 corrupt 
leader but unwilling to leave his family 
to the wolves. The same political dis 
interest that got him into trouble with 
Manzorian keeps him from seeing the 
worst of his brother's offenses. 

Allustan offers his library and con- 
siderable intelligence to the citizens of 
Diamond Lake as a sage, although few 
miners have reason to seek his services. 
Allustan charges standard rate of 20 gp 
per question. He does this more to sate 
his curiosity than for the money: gains 
from his adventuring days easily cover 
his modest lifestyle. 

‘The old tombs in the hills fascinate 
Allustan, and were a primary factor in 
his decision to relocate to his childhood 
home, He hopes to make a long-term 
study of the caims, and plans eventually 
to publish his findings in a small ency- 
clopedia. Any questions the PCs bring to 
him about the Whispering Cairn imme- 
diately pique his interest, and adventus- 
ers who bring regular news of plundered 
tombs and traps avoided find him more 
and more welcoming with each visit. 
After afew days of consulting his books, 

Allustan immediately identifies any ancient 
items or glyphs from the Whispering Gaim 
as artifacts of the Wind Dukes of Aaqa, 3 

powerful pre-historic race of elemental 
beings who are said to have once dominated 
an empire that spanned worlds Eventually, 
these paragons of law clashed against the 
Queen of Chaos, a primordial being of 
the early Abyss In the great final battle on 
the fabled fields of Pesh (thought to be far 
to the north) seven of the most powerfil 
‘Wind Dukes employed a wezpon called the 
Red of Law, that shattered even as it struck 
down Miska the WolfSpider, the Queen's 
demonic consort. The Rod of Law became 
the Red of Seven Ports, one of the most leg- 
cendary artifacts in all of folklore. 
‘With 2 few days of study, Allustan can 

identify each of the glyphs found in the 
Whispering Cairn and can explain the 
significance of key frescoes within the 
tomb. As he learns more of this grow- 
ing mystery, Allustan becomes more 
and more helpful, eventually assisting 
the PGs at no charge simply to learn 
‘more about the caim. The Wind Dukes, 
he claims, were the oldest civilization 
to build tombs in the Cairn Hills. All of 
the other cultures have simply emulated 
their practice, The wealth in an unphin- 
dered Wind Duke cairn, he says with a 
subtle flicker of greed in his eyes, might 
be beyond calculation. 
When the PCs first encounter Allustan, 

the wizard prefers to deal with them while 
walking around his grounds. A large tree 
stump in the front yard serves well as 
an impromptu table where Allustan fre- 
quently deals with patrons, After he has 
gotten to know the party he becomes 
somewhat less guarded in his approach, 
and invites them inside to his study, Hun- 
dreds of books stuff shelves built into 
‘each wall. A dragonchess board sits frozen 
in mid-game on a mahogany table, exactly 
as it was when Allustan's filling out with 
‘Manzorian ended their ongoing long-dis- 
tance contest. Should a PC challenge him, 
Allustan presents his own set of intricately 
carved pieces." Dragonchess,”he explains, 
“isa metaphor for life and the forces that 
squabble for control of the world. Before 
youcan win, you must know that you are 
playing the game a all” 

19. Tilgast Residence 
‘The grandeur of Gelch Tilgast’s styl- 
ish estate far outstrips its owner's 

‘current influence, which has been in free 
fall since Balabar Smenk first infected 
‘Diamond Lake. Tilgast maintains a fam- 
ily of seven fine thoroughbred horses 
within a well-managed stable enclosed 
ina stockade wall. Wealthy visitors and 
a few residents of the town pay 1 gp per 
day to stable a favorite horse within the 
compound, where a clutch of meticulous 
‘grooms tends to the animal's every need. 
One resident of the stables is Usare, a 
fine white stallion owned by the mine 
manager Luzane Parrin, whose mother 
‘was once Tilgast’s greatest rival. Now 
the pair hatch plans in secret to protect 
themselves from Balabar Smenk, 

‘The tendrils of this conspiracy reach 
as faras the neighboring towns of Steam- 
ing Springs and Blackstone, where allied 
mine managers work to thwart Smenk’s 
shipping and supply lines using thugs 
disguised as simple bandits. Yet at home 
Tilgast has failed to attract the sup- 
port of Ellival Moonmeadow, Ragno- 
in Dourstone, or Chaum Gansworth, 
all of whom remember a time when 
Tilgast was king of the hill and lorded 
his power over everyone else. Parrin 
remains his only shield against Smenk, 
and he will sacrifice her ifneed be. He'll 
do anything to preserve his power as 
Jongas he possibly can, even if that time 
can be measured in minutes. 

20. Old Piers 
Indecades past, nobles from the Free City 
flocked to Diamond Lake to sail upon its 
crystal clear waters. Mine tailings, waste 
runoff, and other pollution ended the 
practice almost a century ago, but the 
rotting carcasses of once elaborate piers 
still jut into the lake's murky waters. A 
few masts peak out from the surface, 
tombstones of abandoned fishing ves- 
sels from more recent times, Regular 
fish cannot survive in the tainted waters, 
leaving only dangerous, hardy predators 
like the ravenous, toothy gar that have 
become such a problem in recent years. 
‘Those who venture across Diamond Lake 
do so at their own risk, 

Fora piece ofsilver,a retired marine 
named Durskin (N male human com- 
moner 1) will ferry up to six passen- 
gers across the lake in his sloop, a 



dingy vessel called the Autumn Run- 
ter. The destitute boatman lives on the 
eck of his boat, which smells of urine 
‘and teems with fleas and sea mites. 
“Those seeking a safer passage must 
ely upon the Harkness, ten-man sail- 
boat maintained by the shadowy Cult 
of the Green Lady, who use the ves- 

sel to cross back and forth between 
Diamond Lake and the cairn in which 
their order holds its services to Wee 
Jas, godiless of magic and death. Pas- 
sage on the Harkness costs 3 sp, and 
Passengers must endure bothersome 
sermons on the exquisite beauty of 
death and the arcane prowess of the 
Dark-Byed Lady, In either case.it takes 
about 30 minutes to cross from one 
shore of the lake to the other. 

a1. Able Carter Coaching Inn 
‘The Able Carter Coaching Company 
connects the Free City to its satellite 
towns viaa fleet of horse-drawn coaches. 
and an inn positioned at every leg of 
the journey, Diamond Lake's hostelry 
offers 20 rooms for let ata rate of 1 gp 
perday, Stable services are available for 
a fee of 5 sp per day. Four guards (NG 
male human warrior 1) keep watch on 
the place throughout the day and night, 
and can be hired to ride with a coach for 
an additional 5 gp per day. The follow- 
ing chart shows travel time from Dia- 
mond Lake to other locations important 
in the Age of Worms Adventure Path, 
Journeys listed as “wild” involve at least 
fone night in the wilderness, when the 
‘coach is sitting duck for the numerous 
bandits who infest the hills and vex the 
garrison’s militia. 

Destination Days Direction Wild? 
\Bhckstone 1 East ON 
Blackwall Keep 2 East,South Yes 

‘VEimihire North Ye 
Free City 3 East N 

Characters who begin the campaign 
asnon-natives to Diamond Lake should 
start play as a lodger here, having 
recently arrived in town. Other notable 
guests include Rontabont Mur (CG male 
human rogue 4), a copper miner from 
‘nearby Blackstone who has come totown 

at the invitation of Gelch Tilgast, who 
hopes to embroil him in his political 
alliance. Mur's boorish self-interest and 
whining, critical manner screams for 
attention at the inn’s unremarkable on- 
site tavern, where Mur might come into 
petty conflict with a PC lodger. A perma- 
nent guest named Fester Trollump (N 
male human ranger 2) traps badgers in 
the hills and sells their pelts fora modest 
profit on monthly trips to the Free City. 
‘On rare occasion he traps more exciting 
beasts like grffons or manticores, which 
he personally takes to the Free City for 
sale to his wealthy patron, a menagerie- 
‘owning noble named Heaway. Trol- 
Jump is the only NPC in town willing 
to make a fair offer for the baby owl- 
bear rescued from the Land farmstead 
in “The Whispering Cairn,” but the PCs 
must look for him (Gather Information 
DC 15), as he likes to keep a low profile. 
A rambunctious band of seven halfling, 
tourists from Elmshire—the Curlyfoot 
party—currently dominates one wing of 
theinn. The vacationing merchants con- 
stantly chatter about incredible freaks of 
nature and acts of skill witnessed at the 
Emporium, or the succulent steaks at the 
‘Hungry Gar, or anything else that makes 
them stand out as easy marks for Dia~ 
mond Lake's vigilant opportunists, con 
‘men, and thieves. 

22. Partin Residence 
Luzane Partin inherited her family's 
claim on three mines outside Diamond 
Lake when her mother, the influential 
‘Millicent Parrin, died nineteen years ago 
from a sickness called the Red Death. 
Only 27 at the time, Luzane grew up fast, 
adapting to Diamond Lake polities with 
comfort. Her inexperience got the bet- 
ter of her once Balabar Smenk arrived 
in town, however, and she's been scram- 
bling to protect her assets and holdings 
‘ever since. Over the last few years, she 
has watched as her closest friends, allies 
forged during her mother's time, fell into 
bankruptcy or were killed thanks to the 
machinations of Balabar Smenk, who at 
the same time continued to press her on 
the romantic front. Her allies removed, 
‘Smenk began nibbling at the exposed 
belly of Parrin’s mining operations, 

stealing away a mine and several of her 
best-earning foremen and overseers. In 
desperation, Parrin has initiated an alli- 
ance with GelchTilgastand aromance with 
CChaum Gansworth, hoping either or both 
will protect her holdings and her honor 
(which is questionable at any rate) 

Partin once lived in the home now 
occupied by Balabar Smenk (area 10), 
but was forced to relocate to this shabby 
‘manor about three years ago. She 
employs an old friend of her mother's, an 
aging witch called Amelliante(N female 
human sorcerer 3), to keep watch on the 
house with 2 wand of magic missle at the 
ready. Her paranoia has deeply influ- 
‘enced her staff, which sees a dagger in 
‘every shadow. 

23. Greysmere Covenant 
‘Three prominent representatives of the 
dwarven stronghold of Greysmere, many 
days to the south across the treacherous 
Mistmarsh, live in this sturdy brick and 
timber structure. Greysmere imports 
some of the raw iron ore unearthed by 
local humans, as it bears 2 color prized 
by the most skilled artisans and met- 
alworkers of the dwarven clans. Dulok 
Blitzhame (LN male dwarf expert 5) 
leads the delegation with straight talk 
and cunning pragmatism. Governor- 
‘Mayor Lanod Neff frequently invites 
the dwarves for meals and parlor dis- 
cussions, and Blitzhame in particular 
shares astrong friendship with Ragnolin 
Dourstone (though he knows nothing of | 
his affliction), fom whom he gets most 
of the ore exported to Greysmere. The 
other councilors, Galuth Grobadore (LG 
male dwarf expert 3) and Bitris Rathek 
(LN female dwarf expert 4) spend much 
of their time representing the interests 
‘of Greysmere in neighboring communi- 
ties. The councilors’ busy work requires 
‘cadre of assistants and underlings, pro- 
viding a perfect reason fora dwarf player 
character to be in Diamond Lake. 

24. Gansworth Residence 
In the 14 years since he came to Diamond 
‘Lake, Chaum Gansworth has remained 
in the background, never drawing too 
much attention. to himself! while qui- 
tly amassing 2 fortune from three very 

EE we meen 
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productive mines. ‘The first four years 
were the hardest, for Gelch Tilgast, then 
the most prominent mine managerin the 
town, did everything he could to thwart 
Gansworth’s business. The doddering old 
pillar of the community now needs Gan- 
‘sworth tojoin hisanti-Smenkalliance, but 
the younger mine manager remembers 
his early years in Diamond Lake all too 
bitterly to forgive and forget. He honestly 
doesn't know which side will win in the 
struggle between Tilgast and Smenk, but 
his current thinking isto betray his lover 
Luzane Parrin to Smenk, thus destroying 
‘Tilgast’s strongest local ally, weakening 
him enough for Smenk to finish him off 
But the plan changes every day, as do the 
‘enemies and allies. 

Ganswarth lives in the heart of Dia- 
mond Lake, at the end of a cul-de-sac 
marked bya memorial obelisk dedicated 
to the memory of mine collapse 70 years 
ago that killed more than 360 miners. A 
low wall surrounds most ofthe two-story 
structure, and five loyal sentinels (N male 
Ihuman warrior 2) guard the compound 
atall times. Luzane Parrin spends about 
three nights of every week here: 

25, The Rusty Bucket 
‘This popular restaurant used to special- 
ize in fish, but since the lake went bad 
its been forced to adapt to a land-based 
menu. Within, green stained-glass win- 
dows filter eerie light into the main dining 
room, where the intertwining melodies 
ofa trio of pipers enhances an ethereal 
atmosphere. Guests dine in a lange com= 
‘mon room, with a handful of nicer tables 
situated in a ropedsoff area beside the 
‘main dining hall. The far table, on araised 
platform overlooking the private room, 
is reserved for Chau Gansworth, Dia- 
‘mond Lake's most calculating mine man- 
ager and the owner of the Rusty Bucket. 
Gansworth rigorously pursues a neutral 
stance in all political dealings, afraid to 
‘expose himselfto an enemy's treachery by 
‘making an overt move against one of the 
other mine managers. Asa result,all ofthe 
town’s major political players consider the 
Rusty Bucket neutral ground, 

About the time the player characters 
achieve fourth level, they receive a sum- 
‘mons from Chaum Gansworth to meet 
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hhim at the Rusty Bucket. "The mine man- 
ager confesses to having monitored their 
progress, and gauges their interest in forg- 
ing an alliance. After hearing tales about 
the PCs, Gansworth has decided that they 
might present the edge he needs. Once 
a friendly relationship has been estab- 
lished, Gansworth does everything he can 
to encourage illegal acts against the other 
mine managers, especially Balabar Smenk, 
‘As time goes on, Gansworth attempts to 
use the PCsas hired mustle, even concoct- 
{ng imaginary reasons to set up raids on a 
rival's manor of mining operations. Gan- 
sworth works with the PCs to plan these 
attacks ina secret libraryaccessible through 
the kitchen. He pays well for each job and 
always has something new for the PCs to 
do. Ifthings slow down and the players get 
stuck in a rut, spice up the campaign with 
‘amini-mission of your own design orches- 
trated by Chaum Gansworth and planned 
over dinner at the Rusty Bucket. 

26. Moonmeadow Residence 
Unlike the other mine managers of Dia- 
mond Lake, Ellival Moonmeadow man- 
ages only one mine forthe directors ofthe 
Free City. He has no aspirations beyond 
‘his current holdings,and seems oblivious 
to the machinations of his rivals, which 
he has survived for more than a century, 
‘Moonmeadow owes his longevity toa keen 
intelligence anda reclusiveness that offers 
few chances to become embroiled in local 
affairs. The only thing that brings him 
into the public eye is dragonchess, and. 
even then he plays only with opponents 
capable of challenging his instinctive, 
complex style. The blond, well-dressed 
elf rarely consorts with humans at all, 
preferring the company of six gray elves 
(NG male and female elf fighter 3) who 
also hail from his homeland, the distant 
realm of Gelene, These agents serve as 
Moonmeadow’s confidants and protec 
tors, constantly on the watch for trouble 
even when relaxing, always within arm's 
reach of a weapon. Decades younger than 
their master, these elves mix more read- 
ily with the falk of Diamond Lake, occa 
sionally visiting the Emporium’s opium 
parlor, Lazare's House, or Venelle's. Con- 
Yersation with them leaves one with the 
‘impression that they think they rehereon 

a temporaryassignment; that Moonmead- 
ows silver mining operation is merely a 
pretense for his presence in the region. 
IF that’s true, it's a ruse that’s been going 
on for more than a century, for the elf has 
lived in Diamond Lake longer than any 
current resident. 

Moonmeadow’s sprawling manor sur- 
rounds a central courtyard containing 
meditation garden, an astentation of pea 
cocks, and two green-and-brown-pelted 
cooshees named Kanemar (“Honorable 
Eagle") and Tatae (‘Beloved Fox”), mated 
elven dogs who have accompanied their 
master since his days in Celene. A private 
covered dock leads to a slim boat capable 
of crossing the lake in 20 minutes. Swan 
‘motifs decorate the swift vessel. An elven 
player character might begin play as an 
assistant to one of Moonmeadow’slieuten- 
ants,an out-of the-loop young elf changed 
with the inglorious duty of maintaining 
the swanboat and keeping it scrubbed of 
the lake's odious pollution, 

27. Osgood Smithy 
The distinctive “O” maker's mark of 
Manlin Osgood (N male human expert 
5) is a regional sign of quality power- 
ful enough that lesser blacksmiths in 
neighboring communities often forge it 
to maintain competitive parity. Osgood 
and his team of seven apprentices and 
journeyman smiths specialize in mas 
terwork armor and houschold items like 
canteens, canisters, tools, and the like, 
Osgood isa somewhat coarse, infailingly 
polite middle-aged human with a bald 
head and a walrus-like mustache, He 
always remembers a customer's name, 
and greets frequent patrons with a hearty 
handshake and a slap on the back. 

28. Smelting House 
A century ago, local mine managers 
‘maintained their own smelting houses, 
but constant conflict resulted in-fre- 
quent sabotage that choked the flow of 
resources from Diamond Lake to Free 
City markets. The city directors reluc- 
tantly stepped in, monopolizing the 
smelting trade and basing the tawn's 
only smelting house in a massive for- 
tress-workshop perched on the edge 
of the lake, Runoff slag belched fom 



‘eat sub-surface pipes accounts for the 
‘majority of the pollution that has killed 
‘ff most aquatic life in the region, and 
production these days is more robust 
than it has ever been. Five massive fr- 
races and great chemical vats crowd the 
building's interior, criss-crossed with 

“shallow channels containing molten 
fron, Noxious fumes and scalding heat 
tequire special suits that filter the air 
and protect exposed skin, The rarely 
seen chief smelter, Vulgan Durteh (N 
male human expert a/warrior 2) is one 
tf the richest men in Diamond Lake, but 

~_ewneighbors know anything about him. 
Durtch runs the place with a precision. 
that requires his near-constant supervi- 
sion over a team of two dozen menials 
‘and overseers, but rumors suggest more 
Sinister motives for his seclusion. 

‘A tower on the building's northwest 
commer serves asthe residence and work- 
‘hop of Benazel the Alchemist (NG male 
‘halGelE expert 6/wizard 3), a talkative 
chemist ftom the Free City who oversees 
‘the alchemical rituals and reagents nec- 
‘sary for the smelting process and who 
" makes-a minor fortune selling potions 
fom his first-floor office. An upstairs 
ddoorin Benazel’s tower leads directly into 
the smelting house itself and represents 
the most vulnerable point of entrance 
‘nto the otherwise unassailable fortress. 

429, Diamond Lake Boneyard 
‘The town’s overcrowded cemetery used 
tobea great source of bodies for medical 
‘dents in the Free City and unsceu- 
pulous necromancers, but the Cult of 
the Green Lady has put a stop to that, 
‘Throughout the day, 1d4 green-robed 
acolytes wander the cemetery chant- 
ing songs holy to Wee Jas while tending 
_graves and clearing vines and rnud from 
“Mone markers dating back hundreds of 
Yeats. Gavernor-Mayor Lanod Neff finds 
the cultists distasteful, but appreciates 
their vigilance. With the fanatics watch~ 
‘ingthe boneyard, his boys at the sheriffs 
department can focus on more impor- 
tant things. Tales abound that one cof- 
fin im the boneyard—no one is sure just 
‘which one—contains not a dead body, 
hut dozens and dozens of gold bars. 
‘Ample evidence supports the rumor, but 

anyone who tries to test out the theory 
‘must first deal with the cultists. 

30. Neff Manor 
Governor-Mayor Lanod Neff sprawling 
manor house squats atop the hill over- 
Joking Diamond Lake, a tangle of seaf> 
folding, wires, and workcrews, Protected. 
by a wooden stockade wall, the manor 
houses the political apparatus of the 
‘town, including several meeting rooms, a 
courthouse,and numerous bedchambers 
for visiting dignitaries and (just as fre- 
quently) Lanod Neff's countless cronies 
and concubines. Several chambers within 
the compound are completely empty— 
Neff continues his endless construction. 
projects merely to ensure that the size 
and grandeur of his home outpaces that 
of the mine managers, whose power and 
influence he jealously covets, 

Visitation with the govetnor-mayor is 
by appointment only, with an audience 
sometimes taking 3d6 days to arrange. 
If the PCs cannot convince a minor 
fanctionary that their plea is important 
{requiring a DCs Diplomacy check), the 
request is simply never filed, and the 
orderlies politely tell the PCs to “keep 
checking back" without any intention 
of helping them in the least. Neff is 
Allustan’s brother, s0 ifthe PCs can show 
that the wizard vouches for them (such as 
by presenting a letter to that effect or if 
they are in his company), a meeting can 
‘usually be arranged on the day. 
‘Ne(Fhimself has litte time for strang- 

rs,and listens to the PCs! appeals impa- 
tiently. He conflates the good of the 
people with the good of Lanod Neff with 
alarming certainty, to the point at which 
something that does not threaten him 
directly does not, in his view, threaten 
the community and is hence unworthy 
of swift action, He favors delaying tac- 
tics and excessive information gathering, 
to direct action, Appeals to his vanity or 
sense of self-preservation have the best 
chance of success. 

32. Dourstone Mine 
“This iron ore mine has kept strong for cen= 
turies, predating the formal establishment 
of Diamond Lake as 3 vassal of the Free 
Gity-Ragnolin Dourstone has managed the 

imine since the very beginning, when he 
chose this spot seemingly at rindor. But 
itwas the influence of an enigmatic being 
known as The Faceless One (NE male 
human wizard 6) that guided his hand, for 
Dourstone Mine stands above an ancient 
subterranean cathedral containing magi- 
‘al pool of potent malevolence. The Face~ 
less One and his cohorts in a cult called 
the Ebon ‘Triad have dark designs upon 
this chamber that could spark the Age of 
‘Worms. "The Three Faces of Evi” the sec- 
cond installment of the Adventure Path pits 
your PCs against this apocalyptic cult. 

32. Abandoned Mine 
Wsbeen so long since this mine wasin opera- 
tion that nobody even remembers its name, 

33: Menhirs 
‘This worn old stone ring is often vis- 
ited by residents of the Bronzewood 
Lodge, and is sacred to druids and 
rangers, a relic from a time when the 
laws of the wilderness governed man 
as well as animals. 

34- Od Obervatory 
‘This crumbling abandoned observatory 
once housed an order of monks obsessed 
with the heavenly bodies of the nighttime 
sky. Now it houses a constantly rotating 
‘group of unusual tenants with ties to Bala- 
bar Smenk. The latest such tenant isa vile 
Free City necromancer named Filge (CE 
‘male human wizard 3), who came to town 
to help Balabar Smenk understand secret 
events unfolding below the Dourstone 
‘Mine (area 31} This location is described 
in detail in “The Whispering Cairn.” 

35, Dourstone Residence 
‘This squat, well-protected manor is 
the home of Ragnolin Dourstone, who 
appears to be one of Diamond Lake's 
‘more responsible mine managers but 
in fact jerks to the strings of the Ebon 
‘Triad. His manor holds no evidence of 
the evil being committed in his mine, and 
any open confrontation against him risks 
drawing the ire of the governor-mayor, 
Gelch Tilgast, and Chaum Gansworth at 
the least. Even if presented with evidence 
of Dourstone’s collusion with the cult, 
these community pillars insist that the 
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dwarf must be under some sort of com- 
pulsion (which he is) 

Getting the Players Involved 
Working with your players before the 
‘campaign begins is the best way to ensure 
‘a healthy and long-lasting game. Before 
the first session, ask the players what 
sort of characters they would like to play. 
Stay general, but ty to geta sense of each 
player's preferred race and class, and use 
those details as the basis for weaving the 

characters into Diamond Lake and hence 

into the Age of Worms Adventure Path. 
‘The following suggestions ought to get 
you started, but don't be afraid to go ina 
completely different direction. The best 
choice is the one that makes both you 

and your player happy. 
‘Dwarf No dwarves call Diamond Lake 

‘home, though a few live there. Mast have 
some sort of business with the Greysmere 
Covenant (area 23), perhaps as a guard, 
negotiator, or even magical advisor. 

EAE Right-thinking elves loathe Dia- 
mond Lake, as it represents everything 
elves find churlish and cruel about 

humans. Only Ellival Moonmeadow 
(ares 26) and his deputies—exclusively 
elven—seem to have the stomach for the 

place. A PC elf might serve as a guard 
or confidant of one of these deputies, or 
might be a deputy himself? 

‘Gnome: Gnomes might be lodgers at 
‘Tidwoad's (area 5) or agents of any of the 
‘mine managers. Those with a theatrical 
flair might find steady work with the 
Emporium (area 1}. Most come from the 
nearby warren of Grossetgrottel. 

Halfling: Many halflings in Diamond 
Lake work in the hospitality field, as a 
clerk, cook, or menial of some sort. Oth- 

ers are (relatively) wealthy visitors from 
the halfling community of Elmshire to 
the north. 

HalfEME Half-elves might belong 
to the Bronzewood Lodge community 
(detailed in Dunceow #225), or might 
live among the “civilized” poor of jalek’s 
Flophouse (area 9). They might find 
themselves in the employ of Ellival 
Moonmeadow, but soon become aware 
that the mine manager simply doesn't 
like anyone other than elves, and half 
elves dont quite qualify. 

Half-Ore: Half-ores'increased Strength 
and low Intelligence makes them ideal 
miners or thugs, and Diamond Lake is 
filled to bursting with both. A more origi- 
nal approach might cast a half-ore as a 
roustabout or performer at the Empo- 
‘rium. The garrison does not employ half 
‘ores asia rule, and most soldiers despise 
them thanks toan ongoing war against an 
‘ore nation far to the southwest. 

Human: Humans can fill any role in 
Diamond Lake, from the humble miner 
tothe child of a prominent citizen. Most 
are laborers. 

‘Barbarian: In the secluded valleys of the 

and humans at times seem more like beasts 
than like men. In the vast swamp to the 
south, wiry, feral humans fiercely contest 
small patches of dry land, narrowly hold- 
ingoutagainstizardfolkand more horrible 
denizens of the murky marsh. 

‘Bard: Bards looking for an interesting 
‘way to fit into Diamond Lake need look 
no further than the Emporium. Players 
looking for a slightly less debauched 
hook might make good performers at 
the Spinning Giant (area 15) or another 
‘unnamed venue. 

Cleric: For the easiest fit, encourage 
the players to select Heironeous, St. Cut- 
bert, Obad-Hai, or Wee Jas as their deity, 
which will allow them to interact with 
2 local faith. (Temples to Wee Jas and 
‘Obad-Hai just outside the town proper 
will be covered in DUNGEON #125) IF 
those gods don't appeal to your player, 
consider the character an adjunct cleric 
“loaned” to an allied local temple or a 
one prophet amid the common folk of 
Diamond Lake. 

Druid: Druids fit perfectly into the 
Bronzewood Lodge community (described 
with Diamond Lake's hinterlands in 
Doxceox #125), and might get into the 
‘campaign as representatives of Nogwier. 
the cleric of Obad-Hai who leads that 
community and who sends them into the 
hills chasing stories of unkillable undead 
and unnatural green worms. 

Fighter: Most fighters in Diamond 
Lake are part of the garrison contin- 
gent, but a few work as muscle for the 
‘mine managers. For an interesting spin, 
consider making a PC fighter a dep- 

uty serving under the corrupt Sheriff 
‘Cubbin (ares 8). 

‘Monk: Monks native to the Diamond 
Lake region uniformly come from the Twie 
tight Monastery,an edifice located just out- 
side the town and described in Duxceon 
#15 APC monk might beftiend another 
PC before the campaign begins, making 
him an ideal invite when the other PC. 
learns of the Whispering Cairn. 

Paladin: The Chapel of Heironeous 
(area 22) regularly houses one or two 
young paladins from the Free City, 
who work within the garrison sanetu- 
ary as a lesson in humility on a path 
to bigger and better things within the 
greater church. A paladin beholden 
to St. Cuthbert or Wee Jas would be a 
minor figurehead in the cult, uniformly 
respected by the flock. 

Ranger: Few rangers dwell within 
Diamond Lake, but the druidie commu- 
nity at the Bronzewood Lodge includes 
several who might have reason to regi- 
larly visit Diamond Lake, Other rangers 
‘might come from the wild tribes of the 
Cairn Hills or the Mistmarsh, 

Rogue: Rogues are rightat homenearly 
anywhere in Diamond Lake, but espe- 
Gially in vice dens like the Emporium o 
the Midnight Salute. Each of the mine 
managers sponsors at least one gang of 
toughs, making a rogue PC a great point 
of contact with the town's seedy under 
‘world. For a compelling challenge, make 
the PC a gofér for Balabar Smenk. 
Sorcerer: The Emporium is always on 

the lookout for charismatic exhibitors 
‘with a magical trick up their sleeve—the 
flashier the better. Sorcerers might also 
be affiliated with a street gang that fre- 
quents the Feral Dog or might be in the 
employ of one of the mine managers. 

‘Wizard: Consider apprenticing wizard 
characters to Allustan (area 18), one of the 
central ‘NPGS in the Age of Worms Adven= 
ture Path. Such characters will feel even 
loser to the action of the campaign, and 
‘will serveas excellent interlocutors between 
the party and their arcane patron. 

Next Issue: Diamond Lake's hinterlands, 
encounter tables, setting conversion notes, 
random rumors, and as many stat blocks as 
swe ea fit 
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‘omewhere deep beneath the city 
of Sham, an insane villain plots to 
cast the city of towers into a mas- 
sive lake of fire. In order to save the 

tity the PCs must find the one thing that 
can stop him, an enormous Siberys drag- 
‘onshard hidden somewhere in the jungles 
‘of the lost continent of Xenldrik. 

“Temple of the Scorpion God” is an 
Enexxon adventure designed for four 
aitvlevel characters, scalable for levels 6-9. 
Thisadventure is part two of the three-part 
Shards of Emexxox Campaign Arc, which 
originally appeared as the D&D Open 
adventure at Gen Con Indy 200, While the 
story follows "Crypt of Crimson Stars” from 
DUNGEON 4123, itis also easy to run asa 
stand-alone adventure. 

ADVENTURE 
af BACKGROUND 

Lamishal Armare is the 
last scion of an Aundair- 

ian noble family that was destroyed 

by Brelish troops during the Last 
War. Consumed by a burning desire 
for revenge and presumed dead by 
the governments of both Breland and 
‘Aundair, Lamishal vowed to exact his 
‘vengeance upon the people of Breland 
for the death of his family and the 
destruction of his estate. After years 
of study at the wizard academy at Arca~ 
nix he journed to Sharn and stuck a 
deal with ‘Tophran Damilek, one of 
the largest dragonshard merchants in 
the city. 

Lamishal had uncovered the pos- 
sible locations of several large and 
powerful dragonshards during his 
research at Arcanix. He offered to 
share these locations with Tophran 
who could then use his resources 
to track them down and bring them 
back to Sharn. The two men agreed 
to share any resulting profits equally, 
after a deduction had been made for 
‘Tophran's expenses. 

‘THE STORY SO FAR 
In “Crypt of Crimson Stars,” Tophran 
sent the PCs to a crypt on the Talenta 
Plains in search of the legendary Crim- 
son Dragonshard, a massive Eberron 
dragonshard lost decades ago, ‘The 
party dealt with a fanatic band of hale 
fling nomads that considered the crypt 
holy ground. Once inside they over- 
came ferocious monsters and deadly 
traps before facing the final guardian, 
‘mummy and claming their prize. When. 
they make their triumphant return to 
Sharn, however, they find their employer 
has vanished. 

ADVENTURE SYNOPSIS 
Shortly after their return, an one of 
‘Tophran's agents contacts the PCs. 
‘She explains that since their departure 
‘Tophran has been forced to go into hid 
ing, and his current whereabouts are a 
closely guarded secret. She arranges 2 
clandestine meeting between the party 
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and Tophran at Kav’, a little-known 
restaurant in the Cliftop district of 
Upper Dura. 

‘At the meeting, Tophran explains 
that his business partner Lamishal 
‘Armare has betrayed him and stolen 
several of his most powerful dragon- 
shards. Worse, he believes that this 
‘was not just simple theft. He believes 
Lamishal plans to use the stolen drag- 
onshards to create a portal some- 
where deep beneath Sharn. While 
‘Tophran uses his contacts throughout 
Sharn to discern the location of this 
underground portal, he begs the PCs 
to travel to Xen‘drik and retrieve the 
‘one thing that can stop this dread- 
ful creation: the heart of the scorpion, a 
Siberys dragonshard of legendary size 
and power. 
The PCs travel to Xen'drik and 

explore a lost temple of an ancient 
scorpion god, Inside, they face fear- 
some monstersand deadly traps before 
they reach the final chamber and face 
off against a group of fanatical cult- 
ists inside a room where reality itselT 
breaks down. 

ADVENTURE HOOKS 
“Temple of the Scorpion God begins 
when an agent of Tophran Damilek 
(LN male human aristocrat 2/expert 6) 
contacts the PCs in Shar. If the PCs 
finished “Crypt of Crimson Stars,” they 
have just returned to Sharn, found 
Tophran’s office deserted, and are 
probably wondering about their pay- 
‘ment for returning the dragonshard. If 
you are running “Temple of the Scor- 
pion God"as a stand-alone adventure, 
‘Tophran still sends his agent to contact 
the PCs, in this case because they have 
a reputation for being capable and 
discreet adventurers. 

CHAPTER ONE: 
SHARN, 
‘Tophran Damilek has 
fallen upon hard times, 

just when things seemed to be going 
so well. The teams he dispatched 
across Khorvaire had returned 
with dragonshards of unbelievable 
potency, and business was booming, 

A few weeks ago, however, Lamishal 
began demanding a larger share of 
the profits, and seemed particu 
larly interested in a few of the more 
powerful Eberron and Khyber drag- 
onshards. Concerned that the part- 
nership might break down, Tophran 
decided to sell off the remaining 
dragonshards he had gathered and 
terminate his relationship with 
Lamishal. The day before the drag- 
‘onshard auction was to take place, 
Lamishal struck. 
‘Tophran returned home one night 

and found an assassin waiting for 
him, Fate was kind, and although he 
was wounded, Tophran managed to 
ill the assassin with a quick rapier 
thrust. The damage was done, how- 
ever, as Tophran’s entire stock of drag~ 
onshards had been stolen. Pursued 
by shadowy figures and with no drag- 
onshards for the auction, Tophran 
had no choice but to disappear 
and regroup. 

Now, he gathers his resources for a 
retributive strike. When he learns that 
the PCs have returned to Sharn with 
powerful Eberron dragonshard, he 

dispatches Kistal Ohmfoot (N female 
shifter rogue 4) to contact the PCs and 
arrange a meeting. 

Kistal has been working with 
‘Tophran for years; he uses her to 
deliver his most important and con- 
fidential messages throughout the 
city, When she finds the PCs she 
tells them that she has a message for 
them from Tophran Damilek and 
hands them a small note, After she 
makes her delivery, she doesn't want 
to stick around. If the PCs question 
her she informs them that Tophran 
has gone into hiding and she doesn't 
know where he is staying (which is 
the truth). She is absolutely loyal to 
‘Tophran, and resists giving the PCs 
any more information. 

If you are running “Temple of 
the Scorpion God” as a stand-alone 
adventure, a DC 15 Knowledge 
(local) or Gather Information check 
reveals that Tophran is one of the 
largest dragonshard merchants in 
the city. 

KAvY'S 
Kay's is a little-known restaurant in 
the Clifftop district of Sharn. Its only 
entrance lies ina dead-end back alley, 
and its ownets take care to maintain 
a low profile, The door to the restau- 
rant has faded to dull gray with age. 
‘A wooden sign marked "Kavw's" hangs 
above the door on a rusted metal hook 
that creaks as it sways in the wind. 

The restaurant's Interior presents an 
intimate and cozy atmosphere. im light 
illuminates about twenty diners eating. 
at small tables scattered throughout 
the room. A luxurious carpet covers the 
floor and several fine paintings hang on 
the wails. While most of the diners afe 
engaged in conversation, sound inside 
the restaurant seems muted, granting, 
at least the illusion of privacy. The qulet 
sound of a stringed instrument floats 
‘on the alr, although no one seems:to 
be playing, The food smells absolutely 
delicious. 

‘As soon as the PCs enter, a waiter 
directs them toa corner table in the back 
of the restaurant. Tophran rises to greet 
the PCs as they approach. 

‘The man standing by the table is small, 

thin, and middle-aged, with white hair and 
bushy mustache. His plain hut well-made 
clothes hang loosely on him, His Fae ioks 
tired and worn, but his greeting is ively 
enough 

‘Tophran thanks the PCs for com- 
ing and invites them to sit down. 
If the PCs completed their mis- 
sion in "Crypt of Crimson Stars” he 
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congratulates them on their success, 
and happily hands over the promised 
reward in exchange for the dragon- 
shard. As the meal progresses (the 
food is excellent), he explains that 
his business partner, a man named 
Lamishal, has stolen several of his 
most powerful dragonshards, and 
recently attempted to have him assas- 
sinated. Tophran is concerned that 
lamishal may be up to something 
more devious than theft and mur- 
der. Based on information gathered 
from the corpse of the slain assas- 
sin, Tophran believes that Lamishal 
Intends to move against Sharn itself. 
Many of the shards that he stole were 
powerful relics recently recovered 
from across Khorvaire. While each 
of them commands a great deal of 
power individually, together they 
Tepresent a source of magical energy 
capable of destroying the entire city. 
Tophran has discreetly contacted 
some of his allies in the various 
dragonmarked houses, and they have 
detected a nexus of magical power 
building beneath Sharn. While they 
have been unable to discern the exact 
location of the conflux, they believe 
that ifthe power continues to grow at 
its current rate, a catastrophic release 
of magical energy is inevitable 
within weeks. 
‘Tophran believes that a device capa- 

ble of reversing the power of the other 
Gragonshards exists in the jungles of 
Xen'drik, crafted from a dragonshard 
larger and more powerful than any 
that have been recovered so far. It is 
known as the heart of the scorpion. So 
far, every expedition that has been 
sent to retrieve it has disappeared in 
the mysterious Xen‘drik jungle. This 
time, Tophran bas managed to con- 
vince house Lyrandar to lend him the 
services of one of their airships. He 
plans to use the airship to fly over the 
Jungle directly to the temple, hope- 
fully bypassing whatever destroyed 
the other expeditions, as well as giv- 
ing the PCs a chance to return with 
the dragonshard before it is too late. 

‘Tophran offers the PCs 6,000 gp if 
they return with the heart of the scorpion, 

and he begs them to consider the city’s 
future. Hundreds of thousands of lives: 
are at stake. He also implores them not 
to tell anyone about the impending. 
threat. Even if the PCs were believed, 
the potential panic that it would cause 
would be almost as large a disaster as 
whatever Lamishal is plotting. In fact, 
some shortsighted city officials would 
likely try to arrest anyone who started 
such a rumor, upon the pretext of 
keeping order within the city. 
Tophran is willing to answer ques- 

tions from the PCs to the best of his 
knowledge, Assuming the PCs accept 
the mission, Tophran tells them where 
to meet the airship the next morning. 
He thanks them, but requests that 
they act with all possible haste, or he 
doesn't know what they will find when 
they return. 

‘THE JOURNEY TO XEN'DRIK 
‘The airship captain waits for the PCs the 
next morning, It is a four-day journey 
by airship to the lost temple. The route 
takes the PCs over hundreds of miles 
of ocean before they begin passing over 
‘seemingly endless tropical forest. About 
mid-afternoon on the fourth day, the 
‘captain orders the airship to stop when 
he sees the ruins of a jungle temple pok- 
‘ng through the trees. 

The crew drops anchor, lowers a rope 
ladder, and wishes the PCs luck on their 
expedition. Under no circumstances do 
any of them leave the airship and enter 
the jungle. The captain informs the party 
that the airship will wait for 24 hours 
before it departs, so they had better be 
back by then. Once the PCs are on the 
‘ground, itis half-mile trek through the 
Jungle to the ruins. 

CHAPTER TWO: 
THE TEMPLE 
RUINS 
The heart of the scorpion 

is hidden inside an ancient ruined 
temple constructed by the long-lost, 
giant civilization of Xen‘drik. This 
once-massive complex has been 
falling into ruin for thousands of 
years since that civilization was 
destroyed. The structure originally 

covered several hundred square yards 
and rose an incredible 500 feet above 
the jungle canopy, but is now a mere 
shadow of its former self, The build- 
ing is collapsed and overgrown, but 
one relatively small section around 
the temple's original entry hall 
remains intact. 
Although the giant civilization dis- 

appeared long ago, the temple is not 
uninhabited. Drow, the mysterious 
dark elves of this continent and for- 
mer slaves of the giants, continue to 
‘occupy what is left of the ruin. In a 
darkly ironic turn of events, they have 
captured and enslaved several ettins, 
and with them they defend what they 
now venerate as a holy sanctuary of 
their dark scorpion god. 

‘L WELCOME TO THE JUNGLE (EI. 8) 

An enormous set of stairs rises from 
the jungle floor to a mammath entry 
hall lines! with gargantuan stone pillars 
Alongside these stairs, 2 lang fight of 
steps carved to 3 more manageable size 
limbs ta the massive stone platform. 
Ta the left of the entry hall stand sev- 
eral adobe huts. These huts are jumbled 
Together in 3 structure resembling 3 
beehive; there are at least four vertical 
layers between the great stone platform 
and the crumbling ceiling above it, 
though the upper layers appear decrepit 
and onused. 

The smaller stairs require two 
squares of movement per 5 feet of 
ascent, and allow descent at normal 
speed. The giant-sized stairs cannot 
bbe traversed with normal movement, 
Each stair is 5 feet high. Medium char- 
acters can reach the top of a stair and 
pull themselves up by making a DC 15 
Climb check for each of the five stars. 
Small characters ean climb up with a 
DC 20 Climb check. 

Creatures: The drow emerge from 
their cave-huts as the PCs approach. 
‘Their night-black skin is laced with 
white scars that form striking patterns 
across their faces and chests and down 
their limbs. Tight braids tie back their 
white hair from their faces. They wear 
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light helmets and armor formed from the chitin of some 
‘monstrous scorpion, complete with long, curved tails arcing 
behind their heads. 

In the second round of combat, an additional threat 
emerges from the ground behind the PCs: a bulette. This 
ravenous predator attacks the nearest creature (one of the 
PCs, almost certainly) and fights to the death. 

Drow Fiawrens (6) cr? 
Male drow elf fighter 1 
NE Medium humanoid 
Init 43; Senses darkvision 120 ft; Spot +3, Listen +3 
Languages Common, Drow Sign Language, Elen, Undercommon 
‘ACD, touch 16, lt-footed 16 
‘hp 111 HO) 
Immune sleep 
sR12 
Fort +3, Rof +3, Will +1 (+3 vs spells oF spell-ike abilities, +5. 

enchantment) 
Spd 30. 
Melee short sword +1 (106+1/19-20) 
Ranged Xer‘drik boomerang +5 (1d6+1) 
Base Atk +1; Grp +2 
‘Spell-Like Abilities (CL Ist) 1/day—dancing ight, darkness, 
faerie fre 

Reilities Str 13, Dex 17, Con 12, int 12, Wis 12, Cha 10 
SQ drow traits 
Feats Daylight Adaptation, Weapon Focus (Kenidrk boomerang)? 
Skills Climb +7, Jump +5, Listen +3, Spot +3, Search +3 
Possessions +1 light chitin ormor, 6 Xer’rik boomerangs, short 

sword, potion of shield of faith +3 (consumed) 

Bulette: hp 94; Monster Manual 30, 
‘Tactics: The drow use the platform to give themselves 

cover from the PCs' attacks. Each of the fighters drinks 
his potion of shield of faith +3 on the first round of com- 
bat. The effects of these potions have been incorporated 
into the stat block above, When the PCs reach the steps, 
the archers switch to their swords and move to defend 
the top of the stairs as best they can. ‘They remain on 
the upper level, keeping as far away from the PCs as 
possible. As long as they stand at least 10 feet from the 
edge, they have cover from anyone on a lower level, and 
total cover from anyone within 10 feet of the wall on the 
middle level or within 20 feet of the wall while on the 
ground level. 

2. GREAT HALL (EC. 7) 

[At the top of the stairs, three rows of massive columns like 
huge trees support a lofty ceiling, forming a narrow gallery 
fon the right and a much wider one-on the left. The walls 
bear elaborate carvings of grotesque monsters, giants, and 
dragons, Tapestries hang between the pillars on the far left side 
of the hall, their colors faded with age, though their design 
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seems out of place in this monu 
structure, as i they were later addition 

ad of 
the narrow gallery, 2 colossal stone door 
In.the dark recesses at the far 

stands closed 

‘The ceiling in this room is 40 feet 
high. Two of the tapestries cover open 
archways, leading into areas 3A and 3B. 
‘The third covers a locked iron door lead: 
ing toarea 4. 

‘The massive stone door leading to 
area § is warded by an arcane lock (caster 
levela6).In the center of the door is an 
{ndentation, 1 inch deep and 8 inches 
across, shaped like a seven-pointed 
stat. The key to this magical lock is in 
area 4. 

Making a Strength check to try 
to force open the door to area 5 
causes a sprinkle of light rubble 
to rain down from the ceiling high 
above. This deals no damage, but the 
eighth Strength check causes the 
crumbling ceiling near the door to 
collapse (see Trap below). A DC 20 
Knowledge (architecture and eng 
neering) check allows a character to 
spot the crumbling capitals of the 
nearby pillars and the fractures in 
the ceiling, predicting the likelihood 
of collapse. 
Pounding on the door also attracts the 

attention of the ettins in area 3, drawing 
them out to investigate if they are not 
already slain, 

Trap: The bury zone is a 10-foot radius 
from the center of the door (only in this 
room, not in area 5), and the slide zone 
extends another 10 feet beyond that. 
Characters in the bury zone take 846 
points of damage (Reflex DC 15 half) 
and are buried. Characters in the slide 
zone take 3d6 points of damage (Reflex 
DC as negates), and are buried if they 
fail their Reflex saves. Treat this trap as 
a landslide (see the Duncrox Mastex’s 
Guide page 90). 
Collapsing Ceiling Trap: CR 7; 

mechanical; touch trigger; repair 
reset; collapsing ceiling 846 in the 
bury zone (DC 15 Reflex save half) or 
3d6 in the slide zone (DC 25 Reflex 
save negates); multiple targets (all 
targets in a 20-ft.-radius hemisphere 
centered on the door}; Search DC 20; 
Disable Device DC 30, 

Locked Iron Door: Hardiness 10; hp 
60; Break DC 28; Open Lock DC 30. 

Massive Stone Door Hardness 8; hp 
540% Break DC 38. 

9. THE BRUTE SQUAD (#1. 8) 

This room might seem like the squalid 
home of some te peasant, were it 
not for the 20-foot ceiling and the eno! 
mous scale of the furnishings 

Use the above description for areas 
3A and 3B. Each room has a pile of 
skins in one corner, topped by a dire 
bear pelt, spread to make a reason- 
ably comfortable bed for 2 13-foot-tall 
ettin. Area 3B hasa large table and two 
chairs, and a tapestry hangs from the 
north wall. Area 3A has no extra fur~ 
nishings, but tapestries hanging on 
both the north and south walls. Two 
of these tapestries cover an archway 
connecting the two rooms; the one on 
the north wall of room 3A hangs over 
bare stone. 

Creatures: Two ettins make their 
home in these rooms. They are 
slaves of the drow (which the drow 
consider an amusingly ironic rever- 
sal of their long history of servitude 
to the giants) and they bear their 
masters no great love. However, 
they are charged to help defend this 
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outpostagainst any attack, and they fol- 
lowthose ordersunless presented witha 
viable alternative. 
Entins (2 hp 65: Monster Manual 106. 
‘Tactics: The giants attack any 

intruders they see. They refuse to lis- 
ten to any entreaties for peace; even if 
presented with evidence that the drow 
in this complex have been defeated, 
they fully expect more to show 
up soon. 
If one is attacked, the other comes 

to his aid, either coming through 
the archway connecting their rooms 
or through the main entrance to the 
room—whichever puts him in a more 
advantageous position. 

‘Treasure: The ettins own nothing 
of value, since anything they might 
have acquired has been claimed by 
their drow masters. However, the one 
in room 3A killed a human explorerin 
the junglea few days ago and managed 
to secret away a few trophies: a potion 
of bull’s Strength and a glyphbook, 
both hidden among the skins that 
form the ettin's bed (Search DC 15). A 
slyphbook is a guide to the ancient 
scripts of Xen'drik, which gives a +4 
circumstance bonus on Decipher 
Script checks made to read inscrip- 
tions within Xen‘drik ruins (such as 
those found in encounter 5). 

4. HIDEAWAY (FL 8) 

This narrow room Is cluttered with arcane 
paraphernalia, some of it quite grisly. Ser 
ered hands and heads—most of them 
apparently taken from giants—hang on the 
walls and dangle from the high ceiling. 

Creatures: A drider sorcerer and his 
bbanghest servant dwell within this maca- 
bre chamber. 

Barghest: hp 33; Monster Manual 22. 
Drider: hp 103; Monster Manual 89. 
Spells Known (CL 6th, +5 ranged touch) 
3rd (day) lightning bolt (DC 16) 
‘and (6/day)—bul’s Strength, scorching ray 
ast (7/day}—mage armor, magic missle, 

ray ofenfeclement, shield 
© (6/day)—daze (DC 13), detect magic, 

‘mage hand, mending, prestidigitation, 
ray of fost, resistance 

‘Tactics: Ifthe drider is alerted to the 
presence of the characters before they 
get the door open, he immediately casts 
‘mage armor and shield om himself If he 
still has time, he casts bull’ Strength on 
the barghest. Meanwhile, the barghest 
casts blink on himself 

‘Once the battle begins, the drider 
launches lightning bolts, attempting 
to hit as many PCs as he can. Once 
those are exhausted (or if they prove 
ineffective), he moves to scorching rays 
and magic missiles. The barghest casts 
charm monster on. the first character 
through the door, and then moves 
into melee, 
‘Treasure: The room holds a number 

of valuable items. A large chest in the 
northwest corner of the room holds 
5000 sp. A cache of webbing attached 
to the underside of table in the south- 
‘west comer of the room holds a small 
silver bow! set with bloodstones around 
the rim (200 gp) and a brass seven- 
pointed star, 3 inch thick and $ inches 
across, decorated with amethysts (300 
gp) The star radiates a faint aura of 
abjuration magic, and opens the door 
from area 2to area 5, 

5, KEEPERS OF THE SHARD (HL 8) 

Looking through the huge stone door is 
like peering through 3 portal toan allen 
plane, The solidity of the heavy stone 
walis and floor is replaced by feelings of 
decay and entropy. The floor consists of 
platforms and islands separated by rifts 
filled with roiling, multicolored mist. 
The walls have mostly crumbled away. 
Beyond is not the eapected foliage of 
the jungle, but a warped landscape of 
blasted rock, wreathed by the same 
rainbow mist, The ceiling has mostly 
crumbled away as well, revealing 2 pale 
purple shy. 

‘This room, once the throne room 
of a giant king, still carries the scars 
of its obliteration by quori invaders 
thousands of years ago. The very fab- 
ric of reality in the room is twisted 
by the nightmarish forces of chaos 
and madness. At the far end of the 
room, 4o yards from the door, a huge 

obsidian statue depicts gigantic scor- 
pion holding a massive dragonshard 
in its front pincers. 
The remnants of the room's original 

stone floor form seven islands. Between 
these islands and ledges, chasm drops 
+40 feet into the earth. This chastnis filled 
‘with the fog of madness (see sidebar) 

A izinch-wide invisible bridge of 
force runs along the centerline of the 
room at floor level, from the statue 
to the opposite end of the chamber. 
It takes a DC 12 Balance check to 
walk along the force bridge (or DC 
10 if the character can somehow see 
the bridge). 

(Creatures: This chamber is currently 
guarded by several drow and their 
unusual ally, a young copper dragon 
‘named Kershama. This dragon belongs 
toa draconic society known asthe Cham- 
ber, which exists to study and carry out 
4 mysterious prophecy as old as Eber- 
ron itself. Kershamu fervently believes 
that the prophecy calls for the heart of 
the scorpion to remain in Xen‘drik, and 
thus he has come along with his servant 
‘Durvan to ensure that it does. Kershamu, 
possesses both the passion and the 
recklessness of the young. The Council 
expressly forbade this expedition, but 
he came anyway. Since his arrival, he 
hhas become fairly pragmatic, and was 
not above allying himself with the drow 
when he saw that their goals matched 
his. Neither Kershamu nor the drow 
trust one another, but they are willing 
to work together as long as they share a 
common goal. Durvan is not currently 
with Kershamu, having gone into the 
jungle to forage several hours before. 

Drow Curie crs 
Female drow elf cere 4 (the Mockery) 
INE Medium humanoid 
Init +3; Senses darkvision 120 f; Spot +4, 

LUsten +4 
Languages Common, Drow Sign Language, 

Even, Undercommon 
AE 18, touch 13, fat-footed 15 
hp 25(4 HD) 
Immune sleep 
SRIS 
Fort +5, Ref 6, Will +6 (48 vs. spells oF 

spell-like abilities, 10 vs, enchantment) 



Spd 20. 
Melee dagger +4 (1d4+1/19-20) 
Base Ak +3; Grp +4 
‘Atk Options smite 1/day (+4 attack, +4 dmg) 
“Special Atk command undead (+2, 

24646, 4th), spontaneous casting, 
Arflictspelis) 

Spells Prepared (Cl. 4th, +5 touch) 
and—cure moderate wounds (2), hold 
person (OC 35. invisibility? 

sst—command (DC 1) (2), nfl ight 
wounds? (OC 33), sarctuary (OC 23) 
shield of foith, 

‘o—detect magic(2), cure minor wounds (2), 
resistance 

Spell-Like Abilities (CL 4th) 1/day-—dancing 
ts, darkness, fori fire 

Riles Str13, Dex 16, Con 12, Int 13, Wis 
15,Cha 10 

$89 drow traits, summon familiar 
Feats Daylight Adaptation, Spell Focus 

(enchantment) 
Skills Blu +5, Concentration +8, Diplomacy 

46, Knowledge (religion) +5, Listen +4, 
Search +3, Spot +4 

Possessions +1 scorpion breastplate dagger 

Drow fighter 1 (3} hp 13; See page 70. 
Kershamu, young copper dragon; hp of; 
ALCN; Monster Manual 83. 

Tactics: The drow warriors use their 
boomerangs to harry the PCs from 
4 distance. If forced into melee, they 
attempt to flank whenever possible. If 
they become badly injured, they retreat 
‘so the cleric can heal them. 

‘The drow cleric picks off foes with 
hold person. Any foe on the bridge 
receives a command to “drop” what- 
ever it holds (dropped objects are 
Jost in the chasm), If approached, she 
casts sanctuary to guard herself from 
attacks while she heals herself or a 
nearby ally, 

‘Kershamu fights from a distance for 
as long as possible, using spider climb 
to cling to the walls and ceiling, He 
‘opens combat with his breath weapon, 
and continues to use it as often as 
possible, especially against PCs who 
line themselves up on the bridge. In 
rounds when he cannot use his breath 
weapon, he makes good use of com- 
mand and grease against characters on 
the bridge. 

5A. THE SCORPION THRONE (EL 7) 

What seemed at first ike-an ornamen= 
lal Statue or an, object of warship now, 
appears, on closer inspeétion, to. have 
been designed as an enormous throne 
In the shape of a scorpion. The thron 
back emerges from the scorpion just in 
front of the huge, stingerstopped tail, 
Which arcs up high behind and above the 
thrane. The scorplon's back itself pro- 
vides the seat, while the giant occupant’s 
feet would apparently rest on the great 
front pincers. The heart of the scorpion is 
lutched in the statue's massive front pi 
cers. The draganshard!s crystalline struc- 
ture is almost perfectly transparent, but 
Veins of gold pulsate in its depths. Runes 
from an unknown alphabet are carefully 
inscribed on its facets, More runes are 
engraved.on the floor surrounding the 
shard, farming a circular pattern almost 
5 feet In diameter. A second set of ehar- 
acters has been painted an the floor near 
the circle of nines, This set looks more 

to be from a slightly recent, and seen 
different alphabet, 

‘The older circle of runes is in an 
ancient dialect of Giant, which can't 
be comprehended without translation. 
Luckily, the painted inscription on the 
floor is a partial translation of these 
runes, the result of much work on the 
part of the drow, Though there isn’t 

enough translation to fully understand 
the runes, they can help the attempt. 
‘The drow script can be translated with 
a DC 15 Decipher Script check. Success 
on this check provides a +4 circum- 
stance bonus on the DC 20 Decipher 
Script check necessary to decipher 
the ancient giant runes. The glyph- 
book found in area 4 also gives a +4 
bonus on these checks. A comprehend 
languages spell also works. If trans- 
lated, the runes read: “he Heart is 
the lock on the door to the planes, a 
wall around the world.” This inscrip- 
tion gives a clue to the purpose of the 
dragonshard, as well as providing the 
command phrase necessary to activate 
its power. 

‘The dragonshard has 13 facets, each 
marked with a different rune. These 
are not alphabetic characters and are 
thus not decipherable. If a character 
makes a DC 26 Knowledge (arcana) 
check he recognizes the symbols as 
primitive versions of the symbols still 
used to designate the 13 planes of exis- 
tence that orbit the Material Plane. Any 
character that makes a DC 1s Search or 
Spot check while looking at the shard 
notices that one of the symbols (the 
symbol for the plane of Fernia, known 
as the Sea of Fire) glows with a faint 
red light, 

‘The dragonshard is heavy (nearly 
8 pounds), but easily removed from 
the pincers holding it. Of course, 
touching the dragonshard triggers 
the Trap. 

Trap: The dragonshard’s final 
defense is a trap that has been built 
into the throne, When triggered, 
the scorpion’s tail on the back of 
the throne swings down to sting the 
offending character. 

Scorpion Tail Trap: CR 7; mechani: 
touch trigger, automatic reset; Atk tail +15 
‘melee (2d6+7/18-20 plus poison); poison 
(large scorpion venom, DC 18 Fortitude 
save resists, 1d6 Str/ad6 Str} Search DC 
24; Disable Device DC29. 

6. THE PROTECTOR (EL. 10) 
‘One final challenge awaits the PCs 
before they can escape with the drag- 
onshard. When they leave the throne 
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room, they find a tall man stand- 
ing stiffly near the top of the stairs, a 
greatsword clutched in his hands. His 
eyes seem almost to glow red against. 
his brown skin, Crouched near him is 
a brass-scaled leonine creature with a 
thick mane and draconic wings sprout- 
ing from its shoulders. This is Durvan, 
the servant of Kershamu who accompa- 
nied him to Xen‘drik when he left the 
‘Chamber to guard the dragonshard. 

At the start of this encounter, he is 
unsure what exactly has transpired 
within the room. He saw the airship in 
the distance, and is highly suspicious of 
the PCs, While he personally cares little 
for the fate of the dragonshard, he is 
absolutely loyal to Kershamu. IF he sees 
the PCs carrying the dragonshard, or 
he discovers that they have killed Ker- 
shamu, he attacks immediately. Other- 
wise, it may be possible for the PCs to 
talk their way past him (his starting atti- 
tude is unfriendly). 

‘The red dragon samurai prestige class 
first appeared in the Miniatures Handbook. 
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world” | 

any gateway oF pottal to that 

Durvan RT 
‘Male human fighter 5/red dragon samurai 2 
‘CN Medium humanoid 
Init +2; Senses Spot +1, Listen +1 
Languages Common 
‘AC 17, touch 11, Nat-ooted 16; Dodge, 

Mobility 

By JAMES WYATT AND ANDY COLLINS 

Once per day, if a char 

ind from thar pla 

rteen outer p 
the Ethereal Plane 

pli 
faintly. 

es are pr 
and the Plane of 

hp 57 (7 HO) 
Resist Fire 5 
Fort +9, Ref-+4, Will +7 
‘Spd 30. 
Melee +1 greatsword +11/+6 (246+7/19-20 

plus 106 fire) 
Base Atk +6; Grp +9 

——— 



‘Nk Options Cleave, Power Attack, Spring Attack 
‘Special Ak breath weapon 1/63y (30-A. 

‘cone; 248 fie: Reflex OC 14 half) 
Biles Sir 16, Dex 13, Con 14, int 8, Wis 

12,Cha 10 
Feats Dodge, Iron Wil, Mobility, Power Alta, 

‘Spring Attack, Weapon Focus (greatsword), 
Weapon Specialization (greatsword) 

Sis Climb +4, ump +6, Knowledge 
(reana) +1, Ride +5 

Possessions +1 breastplate, +1 flaming 
greatsword, boots of striding and 
springing 

‘Dragonne: hp 76; Monster Manual 89. 
‘Tactics: Durvan’s dragonne enters 

melee while Durvan himself uses 
Spring Attack to good effect. IFthere are 
any powerful spellcasters, he attempts 
to dispatch them quickly using Power 
Attack, otherwise he flanks whoever is 
‘engaged with his dragonne and Spring 
Attacks away. 

‘Ad-hock Experience Award: If the 
PGs talk their way past Durvan, give 
them experience as if they had defeated 
him in combat. 

CONCLUDING 
THE ADVENTURE 
While the PCs have been 
running around in the 

Jungle, evil has been at work back in 
Sharn."The PCs' return airship jour- 
ney in uneventfal, but upon their 
arrival in Sharn they discover @ 
that Tophran and many of his 
close associates have been bru- 
tally murdered, and:no one seems 
to know who is responsible. Mean- 
while, as the city prepares to cel- 
ebrate its annual midsum- 
mer festival, it remains 
blissfully unaware 
that somewhere 
deep beneath 
the streets 
a mad- 
man is 
about to 
unleash hell. Be sure to 
check out DUNGEON #125 for 
the conclusion to the “Shards 
of Enxaxon” Campaign Arc: 
"Pit of the Fire Lord.” 

When he's not writing D&D books at his day 
job as an RPG designer at Wizards of the 
‘Coast, James Wyatt works on an EBERRON 
novel for Wizards ofthe Coast. When he's not 
doing that, he spends precious ltl time with 
his wife and 8-year-old son. And when he's 
not doing that, he's playing entirely to much 
‘World of Warcraft. Once in a while, he post 
something on his website at aquela.com, 
usually about how busy he is. Only when 
‘all the rest is done does he sleep. Next time 
_you see him, buy him a venti mocha Valencia 
‘at the nearest Starbucks. 

When not planning new fiendish ways 10 
destroy player characters, Andy Collins 
works as an RPG developer for Wizards of 
the Coast. He lives in Washington with his 
wife, RPG designer Gwendolyn EM, Kes- 
trel, and their two noisy half-Slamese cats, 
He also occasionally updates his website, 
andycollins.net, 
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eep under the ruins of Maure 
‘Castle lie the Chambers of Antig- 
ities, a series of vaults designed 

by ancient wizards to store magic items 
even they didntt quite understand. What 
brave heroes dare explore a dungeon 
where the treasure can be (and often is) 
even more dangerous than the creatures 
and traps that guard it? 

‘Chambers of Antiquities" is a D&D 
adventure for four 16th-level charac- 
ters, although several of the encoun- 
ters herein could easily challenge a 
party of four a7th-level characters, 
This adventure is set under the infi 
mous ruins of Maure Castle, a mono- 
lithic edifice of night-black granite 
built by a powerful family of wiz- 
ards. ‘The Maures sealed themselves 
into the dungeons below their castle 
ong ago, and today these dungeons 
have become one of the most infa- 
mous adventuring sites in the land. 

Although estimates have placed the 
number of monster-infested and 
trap-haunted dungeon levels below 
Maure Castle at 18, there may in fact 
be even more 

This adventure presents one of 
those dungeon levels in detail. Known 
as the Chambers of Antiquities, this 
dungeon level is located above "The 
Statuary,” which was itself detailed 
in DUNGEON #112's mega-adventure, 
*Maure Castle.” Characters who have 
adventured through “Maure Castle” 
should be ready to extend their explo- 
ration of the dungeons up from the 
Statuary, but it isn't required that you 
run “Maure Castle” before running 
“Chambers of Antiquities.” These 
vaults and repositories of magic trea- 
sures therein could exist on their own, 
or might be connected to any num- 
ber of other existing dungeons in any 
campaign setting. 

Adventure Background 
‘The primary architect ofthe Maure Castle 
‘dungeons was an enigmatic and mysteri- 
ous figure known only as “Uncle.” Uncle 
created the Chambers of Antiquities as a 
place to store artifacts and other powerfil 
magic items the family obtained or dis- 
covered, During the Maure reign, the fam- 
ily studied the contents as time allowed, 
but due to their many other projects and 
designs, most ofthe items Uncle collected 
went untested. The familys notes, in books 
deposited here in the various libraries 
or in quarters adjacent to the artifact in 
question, can sometimes give clue to the 
item's nature or history. 

Adventure Hooks 
“Chambers af Antiquities" is meant to 
serve as a continuation of a long-run- 
ning "Maure Castle” campaign. After 
the PCs finish exploring the Great Hal 
‘Tomorast's Hold, Kerzit's Fane, and 
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the Statuary (all detailed in issue #12 
of Duxcrox), they can move on to the 
Chambers of Antiquities with ease, fir 
ther exploring the dangerous and won- 
drous legacy left behind by the Maures. 

‘The following adventure hooks pro- 
vide three alternate ways to introduce 
the Chambers to your campaign. 

Stop the Hordlings: Strange 
fiends have been attacking travel- 
ersand menacing explorers near 
Maure Castle. These fiends are 
diverse in shape and abil- 
ity, yet they all seem bent 
on the same goal—kill- 
ing: Planar scholars have 
identified these fiends as 
hordlings, destructive mon- 
sters from the lower planes 
rarely encountered in other 
realms. Divination spells have 
revealed that the dungeons 
below Maure Castle hold the key 
to this problem—specifically. a 
level known as the Chambers of 
Antiquities. The leaders of several 
local cities have pooled their resources 
to offera reward of 25.000 gp (payable 
in a complex collection of coins, gems, 
and jewelry) to any group able to put a 
stop to the hordling menace. 

Solvent Collection: Messalina is a 
powerful wizard who serves as an advi- 
sor to the rulers of the coastal city of 
Hardby (see DuxcEoN #109). Her true 
allegiance, however, is to the even mote 
powerful wizard Rary (see DUNGEON 
#103). Recently, Rary found himself in 
need ofa powerful magical liquid to aid 
in the etching of several adamantine 
gears for a construct he's building. His 
research indicated that a large quantity 
ofjust sucha liquid may be located in the 
Chambers of Antiquites. and contacted 
Messalina with his demands. Messalina 
has heard of the PCs and contacts them 
in turn, offering an obsidian steed figurine 
of wondrous power (donated to her by Rary 
for just this purpose) as a reward if they 
‘ean gather a large sample of the liquid, 
known to alchemists as auriiah. She pro- 
Vides the PCs with a force jag, 2 r-gallon 
container made of pare force that can be 
used to safely contain and transport espe- 
ally volatile or dangerous liquids. She 
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does not reveal that Rary is her patron, 
although a character who can make aDC 
40 Knowledge (local) or bardicknowledge 
check knows of her connection to the 
traitorous wizard. 

Obscure Research: ‘The PCs, or one 
of their patrons, must research a par- 
ticularly obscure topic, such as the tru- 
ename of a minor demon lord. After 
several frustrating days in local librar- 
ies, the only fruit of this research is 
the name of a fantastically rare book: 
the Codex of Dead Names. Unfortu 
nately, the last three known copies 
of this book were destroyed in a fire 
many years ago. Yet copies of the work 
may still exist, for it was penned by 
one Elluvia Maure, one of the scions 
of the Maure family line, The Cham- 
bers of Antiquities are said to contain 
‘a massive library, and if'a copy of this 
obscure book still exists, itis likely to 
bbe found here. 

THE CHAMBERS 
OF ANTIQUITIES 
‘The Chamibers of Antiquities are in good 
repair, since the rooms here were con- 
structed to withstand the test of time. 
Just shy of 1,000 years old, the granite 
and iron-reinforced walls remain solid 
and trae. Unless otherwise noted, ceiling 

height remains a constant 10 feet, and 
doors are of iron. 

Some of the doors in the Chambers 
are solid slabs of granite that display no 
‘obvious opening mechanisims. These 
are known as baton doors, since they 
‘can be opened and closed only by the 

touch of a magical granite baton. 
‘When so triggered, the door 

slides left to allow access 
to the space beyond, If 
the PCs explored the 
Statuary, they may pos- 
‘sess one of these batons 
already {such as the 
‘one found in area 108 
of that level). Another 
granite baton is located 
on this level in area 24, 
Without a granite baton, 

the PCs can open a baton 
door with force or a knock 

spell. Alternately, a charac 
ter who can make a DC 45 

‘Open Lock check can tempo- 
‘arily disable the door, causing 

it to open for one minute before it 
loses automatically. 
tron Door: 2 in. thick: Hardness 10, hp 

60; Break DC 28. 
Baton Door: 6 in. thick: Hardness 8; hp 

120; Break DC 28. 
Magically Treated Reinforced Masonry 

Wall 1 ft. thick; Hardness 16; hp 360; 
Break DC 65; Climb DC 1, 

Maure Symbols (EL 9) 
At several points in the Chambers of 
Antiquities, carefully engraved per- 
manent symbols have been worked 
into the floor. These symbols all look 
alike: a stylized capital M inscribed 
ina circle—the Maure family crest. A 
symbol activates as soon as any crea- 
ture within 60 feet looks at it, reads 
it, touches it, or passes over it. These 
symbols have random effects each time 
they are triggered—roll d% when a 
symbol is triggered. 

2% Roll Symbol effect 
0nas Far 
26-50 Insanity 
5 ‘Stunning 
76-100 Weakness 





Maure Symbol Trap: CR 9: spell; spell 
trigger; automatic reset; spell effect 
(symbol of fear [DC 19}, insanity [DC a2}, 
stunning [DC 20], or weakness [DC 20}, 
zoth-level wizard, spell effect; Search 
C33; Disable Device DC 33. 

1. Southern Entrance 

‘Agigantic chamber stretches to the north 
and out of sight. Here and there, faintly 
flickering torches cast fitful glows about 
the cavernous room, theit illumination 
enough to convey the scale of the cham- 
ber but not reveal the details of what lurks 
within. Numerous large and bulky shapes 
loom in the chamber, including one that 
could be 2 tree mounted on an upraised 
dais in the rooms center. Small mounds 
of debris are scattered on the floor here 
and there: upturned books, piles of rub- 
ble, and tangled, partially destroyed shel- 
tons. A five-foot-diameter round symbol 
is engraved into the black marble floor at 
the top of the stairs—a stylized "M" set 
in 2 circle. 

‘Torchlight from numerous everburn- 
ing torches fills the room with shad- 
ony illumination. The ceiling in this 
vast chamber arcs upward to 2 vaulted 
height of 120 feet above the floor. The 
balcony that circles the room's perimeter 
is twenty feet off the ground. 
‘The symbol on the floor is the Maure 

family crest. Unlike the other Maure sym- 
bols on the floor, this one is no longer 
active, having been disarmed some time 
ago by a rogue who was quickly ruined a 
few moments later by the Seven-Headed 
Juggernaut. The skeletons scattered 
throughout the area are the remains of 
other adventurers or hordlings that have 
fallen to the Seven-Headed Juggernaut. 
‘Most have parts missing: none have any 
valuable gear om them. 

2, Inlaid Names 

“The black marble floor here is inscribed with 
ten twisted runes formed from inlaid ster 
“and writen ina tangled, hatefulookng script 
arrayed inva gentleare Beyond the arcof runes, 
twin row of pllars marches north toward the 
large uprased platform in the rooms center 

‘These nunes are the names of the ten 
‘Maure scions, Written in Abyssal, they 
read from left to right: Afelbain, Veorus, 
Elluvia, Bersteck, Hollowix, Zenebar, 
Sowac, Anachesh, Fenel, and Aspong. 

9. Guardian of Antiquity (EL 18) 

A large stone octagonal dais rises five feet 
‘out of the floor here, with four two-and- 

a-halffoot risers surrounding it. A gar- 
gantuan statue of a seven-headed hydra 
‘crouches on the dais, its pose one of watch- 
ful wrath, Flickering lights from the sur- 
rounding torches gloomily illuminate the 
‘statue, which seems to be made of Iron. 

A functional Maure symbol trap is 
located at the four compass points 
around the dais, 

(Creature: The hydra statue is im fact a 
dangerous construct. Called the Seven- 
Headed Juggernaut, this destructive crea 
ture represents one of Uncle's greatest dis- 
coveries, Whatbetter guardian than this he 
thought, to guard the Maure experiments 
and studies? And guard it does 

‘The Juggernaut keeps a watchful eye 
and ear on the central vault. Certain 
actions cause it to activate. A character 
attempting to climb up onto the dais 
wakens it, as does anyone who tries to 
enter any of the bookstacks (area 4) 
‘Any attempt to open the doors into the 
central vault (areas 1-8) also triggers its 
awakening, Finally, any attempt to harm 
it with weapons of spells causes it to 
awaken and defend itself, 
Seven-Headed Juggernaut: hp 307; see 

Appendix 2. 
‘Tactics: The juggernaut pursues inter- 

Jopers incessantly, but it won't breakdown 
walls orcorridors todo sa. tnstead,t stands 
‘vigil atthe location the intruders fled from 
for up to 48 hours before it begins patrol- 
ing the immense inner chamber. Once 
activated, the Juggernaut remains so for 
43 days, after which time it returns to its 
‘dormant state here at area 3. 

4. Bookstacks 
Each of these locations contain numer- 
‘ous bookcases made ofa strange dull- 
‘gray fire-resistant metal comparable in 
quality to magically reinforced steel 

‘When the juggernaut activates, folding 
metal sheets drop down over the fronts 
of these shelves, protecting the scrolls 
and books from danger. These lids also 
close if any spells with the fire descrip- 
tor are cast within 10 feet of these magl- 
cal containments. This magical mecha- 
nism is timed, and the lids open 8 hours 
later unless fire is still in the area sur- 
rounding the cases, 
Bookcases: Hardness 16;hp 80 (immune to 
fire} Open Lock DC 4o Break DC. 
‘Treasure: Each of the area 4 locations 

contains 500 gp worth of rare books, 
‘A character who uses these books for 
research gains a +1 cireumstance bonus 
‘on any Knowledge check. 

§. Pool of Afterthoughts 

‘pool of bright blue water shimmers here. 
The pool itself is ringed by @ low rim of 
strange yellow marble that glows with an 
almost indiscernible yellow radiance. 

This pool is one of the few magi- 
cal objects stored in the Chambers of 
Antiquities that was actually built by 
the Maures rather than found else- 
where and brought back. A living 
creature that enters the pool imme~ 
diately becomes ethereal, along with 
any equipment he carries—this effect 
works for any one creature only once 
per day. The creature remains ethereal 
as long as he remains in the pool; ifhe 
moves distance on the Ethereal Plane 
that would place him outside of the 
pool on the Material Plane, he imme- 
diately returns to a solid state, 

‘While ethereal within the pool, thoughts 
and memories become crystal clear and. 
organized. A creature that spends even. 
cone round in this state is affected by a 
restoration spell; a creature that spends 
fight hours in the pool is affected by a 
_greater restoration spell. Additionally, the 
time required to prepare spells is halved. 
‘while in the pool, and creatures need only 
rest for four hours in order to regain the 
‘capacity to prepare spells (properties that 
become evident with a DC20 Knowledge 
farcana] check). Spontaneous spellcasters 
like sorcerers or bards do not gain this 
benefit from the pool. 



Unfortunately, rest within the pool 
does not come without peril. A crea~ 
ture that spends more than an hour in 
the pool becomes strangely comfort- 

__ableand relaxed, and finds it dificult 
toleave, He must make a DC 15 Will 
saye to Teave the pool's area of effect 
voluntarily. Failure indicates that the 
character actively resists attempts to 
force him to leave. A new Will save can 
be made once each hour, with the DC 
increasing by 1 each hour. A PC who 
tolls a natural 1 on this save is instan- 
taneously and utterly absorbed into 
the “consciousness” of the pool. Such 
a character is gone forever, and can 
only be brought back to existence with 
miracle or wish. 

6, Warning Pillars 

These ten-foot-high rune-covered 
black marble pillars are arrayed before 
a small stone monolith, The monolith 
Is connected by a five-foot-wide arm 
of stone to a large pyramid of stone 
directly behind it, A single metal door 
{s set into the base of the monolith, 
although the door has no handle or 
bbvious hinge 

‘The runes on the pillars are written 
in Draconic, and give a warning that 
beyond them lies unstable magic. The 
oor is areane Locked at caster level 20th, 
but if unlocked can be opened by simply 
pressing on the center of the door's face. 
Doing so causes the metal door to sink 
into the ground for one round, after 
which it rises back up and the arcane 
lock reactivates. 

‘Close investigation of the monolith 
and pyramid exteriors reveals that the 
stone is covered with thousands upon 
thousands of tiny runes in Draconic. A 
DC yo Knowledge (arcana) check iden- 
tifles the symbols as archaic magical 
‘runes associated with potent abjura- 
tion magic, The stone radiates strong 
abjuration magic. These stone walls 
are in fact infused with antimagic, and 
wwere designed to contain the unstable 
magical effects within (area 7). The 
walls are immune to all supernatural 
effects and spells. 

7, Room of Randomness 

The monolith and attached pyramid are 
hollow, but the chamber within them is 
absolutely empty and dark. 

Another set of bookshelves ance stood 
here, until the day one of the lesser 
Maures accidentally triggered a potent 
magical attifict he was studying. This 
artifact, the Horn of Change, vanished 
to parts unknown along with its fool- 
hhardy user. What remained was a region 
of dangerously unstable magic. The 
other Maures quickly determined that 
this strange disruption of reality could 
change the nature of anything exposed to 
it. The manifestation was too unique to 
think about destroying, so they decided 
to enclose the strange region within a 
wall of antimagic-enhanced stone to pre- 
vent any sudden surges of magic from 
impacting their other holdings, leaving 
locked door for Uncle to use if he wanted 
to study the field's effects. 

‘Any creature that steps into the pyra- 
midal interior of this area is exposed to 
the unstable magic within. Roll d% and 
consult the following table to determine 
how the magic affects the creature. The 
effects of this random magic persist for 
xdzo rounds, and continue to affect the 
character even if he leaves the room. A 
new effect cannot alter a character until 
the previous effect passes. These effects 
function at caster level 20th, 

4% Roll Result 

26-50 Delusion. 

76-100 Temporal distortion 

Brittleness: Viction suffers a -6 penalty 
on all Fortitude saves, and all strikes 
by bludgeoning attacks deal maximum 
damage to him, The character's body 
Ddegins to fall apart, and he suffers an 
automatic 1d8 points of damage per 
‘ound that the effect persists. 

Delusion: The character becomes con- 
_fused for the duration of the effect. 

Distance Distortion; Roll d20. On a roll 
of s-20, that character's speed is halved 
and the range for all ranged attacks is 

halved, Ona roll of 11-20, that character's 
‘speed and range with all ranged attacks 
is doubled. 

Temporal Distortion: Roll 1d20, Time 
is contracted (character is hasted) on a 
roll of s-10 or lengthened (character is 
slowed) on a roll of 1-20. 

8. Lone Structure 

‘This wrought stone building has a granite 
door with no latch, keyhole, or handle. 

‘The entrance to this small building, 
isa baton door. The room beyond the 
door contains many shelves. Hundreds 
of scrolls sit on these shelves, but are 
ina state of severe decrepitude and 
are useless. 

9. Robe Storage 
Both the outer and inner doors that 
{grant access to this room are granite 
baton doors. The room itself'isa maze of 
folding dressing screens, many of which 
have fallen over. A set of freestanding 
aarmoires against the walls are filled with. 
‘numerous well-made robes bearing the 
Maure family crest. 

‘Treasure: There are 35 Maure robes 
that can be found here, Each is about 
as well made as a courtiers outfit, and 
could fetch as much as 50 gp froma col- 
Jector. Although be can still trigger them 
norroally, a person wearing one of these 
robes is completely protected from the 
effects of the various Maure symbol traps, 
“The robes themselves are not magical. 

Inside one armoire, a successful DC 5 
Search check reveals a false back. If this 
is pulled aside,a narrow, lead-lined cavity 
is revealed. In here hangs a particularly 
elegant robe emblazoned with the symbol 
‘of Wee Jas and countless rubies. This isa 
potent item known as the niby robe ofpell- 
‘warding, and is detailed in Appendix 1. 

10, Shoe Storage 
Both the outer and inner doors that 
grant access to this room are granite 
baton doors. ‘The room itself contains 
numerous padded chairs. The walls are 
lined with shelves, each of which bears 
‘several sets of well-made shoes, sandals, 
and boots. 



‘Treasure: A total of 94 pairs of footwear 
can be found on these shelves. Although 
they represent a wide range of styles 
and sizes, they al bear the Maure family 
symbol prominently. Each pair is worth 
10 gp. A creature wearing any of these 
shoes, sandals, or boots cannot trigger 
any of the Maure symbol traps in the 
main room, but he can still be affected 
by active symbols triggered by others. 
‘One of these pairs of shoes is even more 

exquisitely made than the others. A suc- 
cessful DG a0 Appraise chieck identifies 
these shoes as being made of behir hide 
and padded with velvet and silk Although 
they appear to be worth 2.000 gp for their 
‘workmanshipalone,theyarein fict worth 
much more since they are shoes of farstrid- 
ing (see Appendix 1) cloaked by a perma- 
nent Nystul’s magic aura to make them 
appear nonmagical. 

U1. Entry Foyer 

A blue, green, and gold tapestry hangs 
‘on the western wall. Embroidered on it in 
huge letters writer in the common tongue 
is the following phrase: “Speak my Name 
and Enter” 

This riddle is actually quite easy, as 
its “name” is in fact “tapestry” Failure to 
speak this password within one round of 
a creature entering the room causes the 
Seven- Headed Juggernaut to immediately 
activate and attack anyone in this area. If 
it finds no one, it guards the eastern exit 
and waits for an intruder to appear. 

12, Study 

This room was obviously once used as 
a study area, Several bookcases, chairs 
and tables are apparent. Upon one table 
sits a bullseye lantern, old papers, and 
Quill pens. The rest of the furnishings are 
coated with dust. 

‘The bullseye lantern contains a 
permanent daylight spell (caster level 
16th) that can be suppressed by the 
lantern’s shutter. The papers are old 
and decrepitand fall apart upon being 
touched. The aged quill pens are aged, 
splintered and useless. 

1D, Brightly Lit Room (EL 17) 

‘The wall, ceiling, and floor ofthis room are 
polished to a mirror-like sheen. A exystal~ 
Tine chandelier hanging from the center 
‘of the room gleams with a dazzling bril- 
fiance, and the surrounding walls magnify 
the light toa painful degree. 

‘This room isa guard post, built to dis- 
orient intruders who aren't expecting such 
brilliance andl to give the guardian within 
a significant advantage over them, 

Each round, a character in this room 
must make a DC 15 Fortitude save or 
become dazzled for 1 round. After 
spending one minute in the room, a 
creature becomes accustomed to the 
bright light and need make no further 
saving throws unless he leaves the room 
and re-enters ata later time. The chan- 
delier is made of crystal and enhanced 
by several permanent daylight spells 
(caster level 16th), 

(Creature: The room's guardian is a 
particularly massive and cantankerous 
helleat named Miarial, bound to this 
area by one of the Maure scions to be the 
chamber's perpetual guardian. Miarial 
spends most of her time fondly remiem- 
bering her prior life in Hell, prowling 
the ragged slopes of Avernus, chasing 
and tormenting infernal petitioners, 
and in general enjoying her devilish life. 
Ironically, this room has since grown to 
bbe her own personal hell. 

Munnar cry 
Female advanced hellcat (Monster Manual 

sa) 
LE Huge outsider (evil, extraplanar, lawful) 
Init +8; Senses darkvsion 60 f, scent; 

‘Spot 429, Listen +33, 
ba Celestia, Draconic, infernal 
4E22,touch 12, fat-footed 18 
‘hp 276 26 HD): DR 5/go0d 
Resist fre 10; 5R 19 
Fort +21, Ref +20, Will +16 
Spd 408. 
‘Melee 2 claws 433 (346¢11) and 
Bite +28 (44845) 

Space 15 ft; Reach 10 A. 
Base Atk +24; Grp +43, 
‘Atk Options improved grab 
‘Special Atk pounce, rake 14845 

Wilties Str 32, Dex19, Con 24, 1 10, Wis 
14, Cha 10 

‘SQ invisible in light; telepathy 100 ft. 
Feats Combat Reflexes, Dodge, Improved 

Initiative, Improved Natural Attack (claws, 
bite), Lightning Reflexes, Mobility, Spring. 
Attack, Track 

‘Skills Balance +31, Climb +38, Hide 423, 
Jump +42, Listen +33, Move Silently #35, 
Spot +29, Swim +38 

‘Tactics: Miarial is invisible near the 
western side of this room, and reacts to 
intruders with horrible glee and delight. 
She pounces upon the first person she 
sees and fights to the death, hoping on 
some level to be defeated so she can 
‘escape the prison her life has become. 

14. Library 

This chamber i fitted with thick carpeting, 
pleasant lighting from hundreds of ficker- 
ing candles, and several large stuffed chats 
and small tables Every available inch of val 
space has been converted into bookshelves, 
and every avalableinch of shelf space is heawy 
with stacks of books, scrolls, and papers. 

‘The candles all burn with tiny continual 
flames. This chamber was one of Veonis 
‘Maure's favorite places to relax, and the 
‘ast majority of the books and scrolls on 
the shelves were his. This is a duplicate 
repository for Vex’s mercantile dealingsas 
well as records on assassinations, espio- 
‘nage, and briberies be was involved with It 
‘was lst updated nearly yoo years ago and 
contains mich information on the familys 
many worldly projects, which seemingly 
stretched across the globe to influence 
leaders and people in high position every 
where. The many thousands of sheaves of 
paper, mostly brittle with age, and accom: 
panying ledgers and notebooks contain 
information that can only be extracted 
afler months of careful handling, 
Given enough time, two things of par- 

ticular note can be uncovered, 

+ Anote from one of Vex’s operatives in 
the Duchy of Umst:"Master—The duke, 
somy informants claim, has great fear of 
the House and regales the nobles in pri- 
‘ate to let Maure be. Your insights into 



the matter of their lassitude are correct. 
‘The Duchy will be no problems unless 
the current duke dies, and I have seen 
twit that he remains secretly guarded by 
the servant you assigned to my keeping 
so that does not transpire. —}" 
A copy of a note sent to Uncle: “Why 
must we placate Rauxes? 1 derive no 
‘great favors from that court, and as far 
a family matters we are aeons beyond 
theirs in arcana. Their quest. unlike 
‘ours, is lashed to the road to madness 
and nin. Pethaps this Xaene, who you 
{foresee coming from another dimension 
soon, should be eliminated in advance 
lest he find the pattern and counterfeit 
‘our claims. I would gladly travel the Cur- 
rent to complete the deed. —Vex” 

‘These notes each have a cumulative 5% 
chance of being found per 30 minutes of 
searching the room's contents. 

15, Spell Chiseting Chamber 
‘The door to this room is a granite 
baton door. 

This vast room is curiously empty. The 
only pieces of furniture within are a rick- 
ty stool and a large table piled with what 
appears to be the implements of a jeweler. 
‘A shimmering globe of force surrounds 
the entire table. 

‘The table itself is surrounded by two 
globes. The inner globe is a sphere of 
force that can be destroyed as if it were 
4 wall of force. Yet before magic can be 
tused against this force sphere, the outer 
sphere must first be dealt with—a spher- 
ical field of antimagic. Both effects func- 
tion at caster level 20th, 

‘Treasure: The device on the table is a 
potent minor artifact called a spell chisel 
(bee Appendix 1 for details). The treatise 
‘on the table catalogs the spell chisel's uses 
and functions, but requires eight hours 
of reading and a successfll DC 30 Knowl- 
‘edge (arcana) check to comprehend, 

16. Furniture Room (EL 16) 

The walls ofthis room are filled and stacked 
With tables, chairs and desks likea storage area 
jammed tothe hit. The furnitures stacked to 

about seven feet in height, and 
the celling arches up to a height. 
‘of twenty feet. Large tarps and thick 
sheets have been draped over much of 
the furniture, 

Creatures: A group of six spittle- 
‘maw hordlings have taken shelter in 
this room, 
Spittlemaw Hordlings (6) hp 126 each; 

see Appendix 2 
‘Tactics:‘The spttlemaw hordlings hide 

among the furniture ifthey have a chance, 
so they can attack with surprise once the 
PCs enter, As with inost hordlings, the 
spittlemaws fight tothe death. 

17. Study 

This room may have once been a study, but 
most of its furniture and trappings seem to 
bbe missing; all that remains isa small table 
‘and chair and afew empty cabinets near the 
‘west wal. Set upon the table is a small box. 

‘The small boris empty and enhanced 
‘with a minor magical effect—any paper 
‘goods placed inside are preserved and do 
not age with time. A slight magic item, 
it's worth 750 gp asa curiosity. 

18. Tapestry Room 

This room contains two immense tapes 
tries—one on the west wall and one on the 
‘east. Both of them hang near bookstands, 
though the western stand is the only one 
‘of the two containing a book. 

‘The western tapestry is a representa- 
tion of an eight-pointed star Itis golden 
and shines with an immense light. The 
tome on the stand is a dusty, leather 
bound. book with no title, The book is 
almost entirely blank. The only words 
within are written on the inside leaf: 
“Think upon the Current.” 

‘The eastern tapestry shows a massive 
jungle replete with strange trees and for- 
‘ign flowering plants. A stim ochre river 
‘cuts through the terrain in the distance, 
and two-headed avians with long, curved 
beaks roost in the background foliage. The 
tapestryhasa title sewn in red thread near 
its top: “The Land that Zomph Made.” 

The secret door to the north can be 
found with a DC 35 Search check. 
‘Treasure: Fach ofthe tapestries weighs: 

250 pounds is worth 5,000 gp. 

19, Ellisvia’s Secret Study (EL 17) 

Intricate tapestries cover the walls of this 
large room, depicting scenes of demons 
tormenting humanoid victims amid 
twisted cityscapes. A tall bookshelf con 
taining many large volumes stands in the 
northeast corner of the room, and 2 full 
length rug depicting a complex repeating 
pattern of tigers covers the floor. Several 
statues of erotic and disturbing subjects 
stand against the walls or behind the many 
‘couches and divans in the room. Two large 
‘candelabra, a pair of immense foot chests, 
and several large chairs and tables are posi- 
tioned about the room in odd places, as if 
recently moved, yet the thick, undisturbed 
ddust indicates that that is not the case, 

‘This large chamber was used in ages 
past by Elluvia Maure, who kept it as 
a combination study, library, and per- 
sonal retreat from the often unwanted 
attentions of her kin. Uncle set this 
room aside for her and allowed her to 
outfit and ward it as she saw fit, and in 
return she used this very chamber for a 
fair amount ofher plotting and complex 
‘machinations for wresting control ofthe 
Maure family from his clutches. 

Elluvia's paranoia can still be observed, 
‘since this entire room is essentially an 
ambush waiting to happen. The only *safe" 
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area in this chamber is a 5-foot square of 
floor immediately north of the secret door. 
Stepping into the room beyond this space, 
or attempting to manipulate or damage 
any ofthe room's contents, triggers fan~ 
tastic uprising of guardians, 

Creatures: Many of the furniture pieces 
in this room are actually animated objects. 
In all, two Medium statues, a Large table, 
two Large statues, and one Large couch 
spring to life to rush the intruders. Once 
they animate, these objects shimmer with 
tiny flickers of black energy—this energy 
isa manifestation of the undead spirit that 
animates the objec, and until an animated 
object is destroyed it remains litle more 
than an unsettling effect. Turn undead and 
rebuke undead attempts do not affect these 
undead animating spirits until the spirit 
is released. When an object is destroyed, 
it crumbles apart to unleash the spirit—a 
dread wraith. The wraith continues to fight 
the PCs until its itself destroyed. 

As the animated objects (and wraiths) 
fight the PCs in melee, the threads of the 
tiger-themed rug writhe and animate. One 
round after the animated objects attack, 
these threads writhe up out of the rugand 
transform into stx female rakshasas, bound 
into the rug as the primary guardians of 
the room by Elluvia long ago. 
‘Medium animated stone statues 2} hp 31 

cach; Hardness 8; Monster Manual 13. 
Large animated table: hp 52; Hardness 5; 

Monster Manual 14. 
Large animated stone statues (2): hp sz 

each; Hardness 8; Monster Manual 14. 
Large animated couch: hp 52; Monster 

Manual 
Dread wraiths (6: hp 104 each; Monster 

Manual 258. 
Rakshasas (6): hp 104 each; Monster 

Manuat 258. 
‘Tactics: While the animated objects 

and dread wraiths occupy the PCs in 
rele, the rakshasas take turns casting 
spells on themselves and the PCs. Each 
round, two of the rakshasas cast offen- 
sive spells at the PCs while the remain- 
ing ones cast defensive spells. 

‘Treasure: A tapestry in the far north- 
‘west comer near a bookcase represents 
three balots looking directly out at the 
viewer. Each has a different fiery symbol 
glowing on his flaming brow: a blood 

red hobgoblin skull, six crossed black 
arrows, and a mauve vampire-bat’s head. 
“The tapestry weighs 300 pounds and is 
‘worth 1500 gp, 

Assccond tapestry in the far northeast 
corner near asecond bookcase isa slight 
piece that depicts three immense tow- 
cersablaze against a background of brim- 
stone, lavaand fire. Itweighs 300 pounds 
and is also worth 1500 gp. 

‘The northwest bookcase contains a pair 
‘of magic treasures: a tome of leadership and 
Anfluence +2, anda. manual of quickness of 
action 42. The shelf under these books 
hhides a secret panel that can be found 
With a DC 30 Search cheek. Beyond, in a 
lead-lined compartment, is a folded-up 
robe of transmutation (see Appendix 1). 

20, Preparation Room 

‘This room contains four armor racks, each 
holding 2 golden culrass. 

‘Treasure: These four magical cui- 
asses re made of strange flaky metal. 
Closer inspection reveals they appear to 
be reshaping and reforming their own 
metal surfaces, constantly writhing and 
changing as they rebuilds themselves. 
If donned, these cuirasses function 

as masterwork breastplates that provide 
2 +no bonus on all saving throws made 
to resist transformation in area 21. The 
cuirasses are worth 1,000 gp each due to 
their curious and unique nature. 

21. Room of Changes 

The walls, ceiling, and floor of this empty 
room all posses a variegated color pattern, as. 
ia mad painter had been loosed herein. 

When entered, the magic in this room 
immediately begins to affect changes in 
living beings—mutating them, causing 
memory lapses, degenerating or regen- 
erating tissue, changing alignment, and 
otherwise transforming life. A successfal 
dispel magie(against caster level 20th) sup- 
presses the room's magic for 1d4 rounds. 

Each round, living creatures in this room 
snust make a DC18 Fortitude save. Success 
indicates the character resists the change 
forthat round. A character cannot choose to 

‘voluntarily fil this saving throw:"The effects 
ofthis magic persist for2g hours Aslongas 
these effects are in place, the character can- 
not be further transformed by this magi, 
‘The effects of thisroom are supernatural in 
nature, and cannot be dispelled. Determine 
the exact typeof change that occurs foreach 
character randomly. 
‘1-25 Piysicat Roll d6.On an odd num 

bred result, the character's body warps 
and deforms, incuring a ~4 penalty on al 
Strength, Dexterity,and Constitution-based 
shill checks. On an even-numbered resi, 
the character's body grows stronger, health: 
Jer, and more agile, and he gains a.44 cr 
‘curnstance bonus on all Strength, Dexterity, 
and Constitution-based skill checks. 

26-50: Mental: Roll 1d6. On an odd 
numbered result, the character's mind 
warpsand deforms, incuring a perialty 
on all Intelligence, Wisdom, and Cha 
risma-based skill checks. On an even: 
numbered result, the character's mind 
becomes more efficient and organized, 
and he gains a +4 circumstance bonus on 
all Intelligence, Wisdom, and Charisma- 
based skill checks. 
‘51-75: Hementat: Roll 1d6, On an odd 

result, the characteris immediately con- 
sumed by blast of elemental magic and 
is killed (and remains dead after the 34 
hours pass although he may be restored 
to life normally), On an even result the 
character gains immunity to all forms of 
‘energy damage. 

76-100: Spiritua:"The character's per 
sonality changes slightly. Roll on table q~ 
24 0n page 128 of the DUNGEON Mastats 
Guide to determine how the character's 
personality changes. If the change indi- 
‘ates a physical feature, the characteris 
convinced this feature exists even though 
it does not. 

22. Mineral Storage. 

This room contains several boxes and crates. 

‘Treasure: Two boxes contain chemicals 
and minerals in small bottles. third box. 
bas six inner compartments containing 
the following metals in powdered form:ia 
‘ounces gold (worth 50 gp),20 ounces silver 
(worths gp}.38 ounces bronze (worth 1 gp) 
14 ounces brass (worth x gp), 20 ounces tin 
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(Worth gp). ands ounces platinum (worth 
20 gp} The vial of powdered tin has a 
small secret panel beneath it Search DC 
3o) that hides a ring oftelekenisis. 

23, Imported Goods Storage 

This room contains several large boxes and 
‘one small chest. 

‘Treasure: The boxes are empty. The 
chest contains a small cache of 100 pp of 
strange mint. These platinum pieces are 
rate collector pieces imported from the 
distant west, and their value is doubled if 
theyare sold to a collector of rare coins. 

24. Clothing Storage 

This room contains numerous stacks of 
large chests and freestanding armoires. 

‘These chests and armoires contain old, 
dirty, and often burnt clothing (labora- 
tory clothes). 

‘Asuccessfil DC 35 Search checkuncovers 
small chest in the northeast corner of the 
oom that contains a granite baton worth 
5p and an emerald baton worth 500 gp. 
These batons can open some of the doors 
here, and can deactivate some ofthe trapped 
{guardian shields found on the Statuary level 
of Maure Castle (ee Dunczow #312) 

25, Alchemical Laboratory 

This chamber is a tangle of shattered and 
ined alchemical equipment. 

Greature: All of the once valuable 
equipment in here has been broken 
quite recently by an enraged skullreaver 
hotdling, The outsider was nearly killed 
bythe Seven-Headed Juggernaut a day ago, 
and only barely managed to escape to this 
oom. It has since spent the last several 
hhours crushing and pulverizing everything 
inthe room, and welcomes the chance to 
‘vent ts fary on things that bleed. 
Skallreaver hordling: hp 225; see Appendix 2 

26. Conference Hall 

A massive oaken table surrounded by 
chairs dominates this large room. Each of 

the chairs has 2 large"M” inscribed on the 
oversized back. 

‘The Maures often held meetings 
‘with important visitors in this hall. The 
symbols on the chairs are identical in 
appearance to the trapped symbols in 
the central vault, but these symbols are 
not magical 

27. Guardians of the Ring (EL 18) 

A set of five expertly rendered statues of 
what appear to be humans dressed in 
armor with a dragon motif stand guard ina 
circular array around a short pedestal in the 
center of this room. Atop the pedes- 
tal rests a glass case that contains 2 
sparkling ring. 

Rarely, allies of the Maure family 
contracted out space in the Chambers 
of Antiquities to 
store their own 
potent magic. 
‘This room is one 
such vault,arepos- 
itory of a potent 
ring from the 
legendary land 
of tynn, some 
where across 
the eastern 
‘oceaniand many 
thousands of miles 
away. fabled land to 
many, it is nimored 
that Lord Robilar, 2 
master of dragons in 
his own right, traveled 
there and consorted 
with the rulers of the 
land at which timethey 
‘granted himan honorary 
status in their onder due 
to his intimate knowledge 
of dragons. 

(Creatures: The five stat- 
tes standing vigil around 
the pedestal are in fact five 
fighters from the sacred 
order of Dragonmasters of 
Lynn, each under the effects 
of a permanent statue spell 
(caster level 17th). "They 

remain eternally vigilant, and do not age 
as long as they remain in statue form. 
When they see intruders enter the 

room they prepare actions to revert to 
flesh and attack anyone who tries to get 
to the ring they guard unless they are 
commanded to stand down bya Dragon- 
priest of Lynn. Unfortunately, iis likely 
that none of the PCs are of this order. 

“These stalwarts are large humans in 
comnately crafted plate armor. Each set 
of armor is lacquered and filigreed with 
goldorsilverand studded with gems that 
depict dragons in special and extraordi- 
nary ways suchas circling the length and 

breadth of the suit 
like'a body-length 
tattoo. The armor 
isas mucha status 
symbol as it is 

protection, 



Dragonmasters begin training from 
birth,and are weaned from the strongest 
fighters and highest nobility of Lynn. 
‘They are trained ata remote mountain- 
ous retreat, secret to all save those ofthe 
order. Every day they are fed poisons 
in miniscule amounts to heighten their 
resistances to the many poisonous crea- 
tures that they deal with (drakes, wyrms, 
serpents and the like) and are said to 
have staring contests with the more 
intelligent dragons, wherein they gain 
insight into the beguiling natures of 
these creatures—thus their resistances 
to mind influencing spells and powers. 

DeAGOMMAsTER OF LYNN (5) cans 
‘Male human fighter 12 
CN Medium humanoid 
Init +5; Senses Spot +4, Listen +4 
Languages Draconic, yn 
C25, touch 11, Nat-footed 24 
hp 102 (12 HO) 
Immune mind-afecting 
Fort +11 (p15 against poison), Ref 65, Will 
Spd 20°. 
Melee +2 dragon bane bostard sword 
+420/+15/+10 (110410) 
Base Atk +12; Grp 16 
‘Atk Options Power Attack 
Abilities Str 18, Dex 12, Con 16, int 12, 

Wis 14, Cha 13 
$Q command reptiles, extraordinary leaper 
Feats Alertness, Exotic Weapon Proficiency 

(bastard sword), Greater Weapon 
Focus (bastard sword), Greater Weapon 
Specialization bastard sword, Improved 
Critical (bastard sword, Improved 
Initative, Mounted Combat, Power Attack, 
Quick Draw, Ride-By Attack, Skil Focus 
(Gump), Weapon Focus (bastard sword), 
Weapon Specialization (bastard sword) 

Skils Climb #13, Diplomacy +1 (+5 against 
dragons), Handle Animal +16, Jump +26, 
Ride +16 

Possessions +2 dragon bane bastard sword, 
‘mate +2 ful plate ormer,+2 hea see! shield 

‘Command Reptiles (Su) A Dragonmaster 
‘of Lynn can control reptilian creatures of 
4 Hit Dice or less by speaking to them. 
This effect is usable at will and otherwise 
duplicates the dominate enimals spell (save 
DC 17}. The save DC is Charisma-based. 

Extraordinary Leaper(Ex} A Oragonraster of 
Lynn gains.a 410 ada Bonus on Jump checks 

Note: Que to their additional abilities, 2 
dragonmaster's CRs 1 higher than normal. 

‘Treasure: Each set of armor worn by a 
dragonmaster is worth 10,000 gp more 
than standard value, for 2 total of 15,650 
8p per suit. 
‘The glass case is unlocked, since lock- 

{ng the case impinges on the honor of 
the dragonmasters, inferring that they 
are inadequate to the job of guarding the 
treasure within. It contains 2 dragon ring 
(see Appendix 3} 

28. Unlocking Mechanism 

‘This empty curved alcove ends in a large or- 
cular door of granite. The doors face bears 
2 single large rune—a vertical line crossed 
by three shorter horizontal lines through it 
center section, Smalier runes run around the 
‘drcummference of the door, and seem to form 
two different sentences. 

‘A successful DG 20 Decipher Script 
check identifies the central rune as one 
that indicates great and deadly danger."The 
sentences on the door’ circumference are 
written in Abyssal. The top one reads: “in 
‘ase of emergency, use the granite baton to 
‘open this door. Move the contents toa safe 
place?"The bottom one reads: "Lady Arod- 
nap rests within.” This second engraving 
seems to be much older than the upper 
‘one or the central rune, 

‘A granite baton touched to the door 
‘causes it to slide open loudly. The door 
remains open for one minute before 
sliding shut. Without the baton, the door 
can be opened with a knock spell. 
Granite Door: 12 in. thick: Hardness 8; 
hp 120; Open Lock DC 45; Wrench 
Open DG 25; Break DC35- 

29, Arodnap's Crypt (EL 20) 

“This large cavern has had some stonework 
done to even out the floor, but the walls and 
cling remain rough and natural. Tiny motes 
‘of light drift and dance on the brisk breezes 
that fill the unnaturally cold air in the room, 
ilursinating a field of twisted and ruined 
‘bodies on the floor—bodies of horribly mis- 
shapen and malformed fiends. To the north, 
before a twenty-foottong section of worked 

- 
stone wall, sits a large golden sar- 
cophagus Aboulder the size ofa dwarf 
rests on top, and some sort of short 
message has been carved into its surface, 
The stone wall beyond the sarcophagus is 
decorated with a detailed fresco showing an 
ancientcity, obviously natof this realm. The 
many towers and spires seer to be made 
of a reflective metal which shines in the sun= 
Night. Two suns are visible: one close at hand, 
hovering lke a large reddish-orange face on. 
the horizon, another faint yellow and smaller, 
appearing farther away in the sky. Many peo= 
ple robed in white walk amongst the shadows 
and beneath the eaves ofthe building, and 
allappearto be wearing glovesand head- 
pieces of some silver material, Beyond the 
City stretches an empty desert. 

One of the most dangerous artifacts 
kept in this dungeon level was a sim- 
ple-looking box Uncle discovered while 
‘exploring the mysterious Lost City of the 
Elders, Preliminary examination revealed 
that the box bore an unusually powerfl 
<conjuration aura, Near the box he also 
iscovered a cleverly-sealed sarcophagus, 
sarcophagus that seemed linked in some 
‘way to the plain wooden box. Intrigued, 
Uncle brought both back to his newly-cre= 
ated Chambers of Antiquities. 

Eventually, he found a way to open the 
sarcophagus and found it to contain an 
ancient mummy cleric of Wee Jas named. 
Arodnap. From conversations with her, 
Uncle learned that she had once tried to 
‘opena portal to Pandesmos the first realm. 
‘of Pandemonium, against Wee Jas's wishes. 
‘The resulting portal unleashed a wave of 
twisted and horrid fiends upon the Lost 
Gity of the Elders—hordlings. Having 
brought imminent doom upon the City, 
she made immediate restitution by calling 
upon the gods to curse her for her mistake 
ifthey would only save the city. Wee Jastook 
pity on herand closed the portal by sealing 
it in a plain wooden box of divine make, 
but could not forgive Arodnap for her 
insubordination. Nor could the goddess of 
vanity and magic bring herself to destroy 
what she was forced to admit wasa mighty 
‘work of magic indeed. So Wee Jas opted to 
transform Arodnap into a hideous undead 
creature, stealing from her beauty and 
freedom, and bound her to the box as its 
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eternal guardian. 
Arodnap’s sole purpose 
ows toawaken whenever 
the box is opened, gather 

the hordlings that spew from 
vithin.and return them to Pandemonium 
before closing the box again. 
This large cavern is where Uncle 

‘hose to hide Arodnap and her danger- 
ous box. The sarcophagus face bears 
relief work of many emotions: smiles, 
frowns, screams, and tears dominate. 
‘The boulder atop Arodnap's sarcopha- 
gus was placed there by a particularly 
bright hordling some time ago who 
tealized that what lurked within was a 
{errible dangerto himselfand his kin. It 

even took 
the time to 

carve the phrase 
“Danger! Do not remove!” in 
Abyssal on the boulder's face. 
As long as the boulder sits 
atop her sarcophagus, Arodnap 
cannot emerge to control the 
hordlings that escape from the 
box in area 30. 

‘ADC 20 Search check 
of the sarcophagus reveals 

that itis ofa singularly 
curious manufacture,in 
thatithas been designed 

sothattcan only be opened from within. A 
DCas Listen check is good enough toallow 
a character to hear frtive scratchings and 
fiamblings inside. The sarcophagus itselfis 
a minorattifact, designed to protect its con- 
tents through the ages. Itcannot be opened 
tunless it is rendered nonmagical with an 
effect like Mordenkainen's disjunction, an act 
that incurs the wrath of Wee Jas. Unfortu 
nately, these same wards prevent Arodnap 
from using her own magic to escape, now 
that the boulder locks her inside, 
Boulder: 4 feet thick, 2,500 pounds; 

Hardness 8;hp 720, 
Creature: Before the PCs havea chance 

to look this room over, they/ll need to 
deal with the small throng of hordlings 
that have built up in this room over the 

last few days. None of the hordlings has 
been brave enough yet to try removing. 
the rock on the sarcophagus—the fact 
that its warning is given in Abyssal is 
enough to give them pause. When new 
hordlings appear in the area, they invari- 
ably clash with those already here. The 
bodies strewn along the floor are the 
results of these battles—twisted, ruined, 
and dismembered hordlings ofall shapes 
and sizes. Currently,a group of fourallied 
dread gnasher hordlings dwell here. They 
attack anyone who enters the room. 

‘Arodnap has known of the presence of 
hordlings in the area for the past several 
months, and is aware of the fact that her 
box is “leaking” Unfortunately, the boul- 
der atop her sarcophagus prevents her 
from escaping to deal with the problem. If 
the PCs remove the boulder, she immedi- 
ately opens the lid and emerges. Arodnap 
is horrifying in appearance—a once beau- 
tifil woman now leathery and dessicated, 
‘wrapped in linen strips like a mummy. Her 
hair is long and red, and writhes likea nest 
of snakes. She reacts with surprise when 
she realizes that the PCs are not hordlings 
and takes no actions on the first round 
after she emerges from her sarcophagus 
asa result. Ifthe PCs can resist the urge to 
attack, she speaks to them as detailed on 
the next page in Development. Otherwise, 
consult Tactics to see how she deals with 
the PCs in combat. 
Dread Gnasher Hordlings (4): hp 133; see 
Appendix 2. 

‘AnooNar crag 
Female human undead cleric 

(Wee Jas) 15 
LN Medium undead 
Int +3; Senses datision 60 fi; Spot 8, Listen 

8 
Languages Ancient Common, Infernal, 
Undereomman 

E24, ouch 14, fat Footed 22 
bhp 97 (15 HD}: OR S/— 
R25 
Fort +9, Ref +7, Will +17 
Spd 30. 
Melee +1 axiomatic chaotic outsider bane 

Ahopesh +19/+14/+9 (148+8/18-20) and 
Hair-+13 touch (grapple and paralysis) 

Space 5 f.; Reach 5 (20 with hair) 
Base Atk +11; Grp +18 
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‘Ak Options Combat Expertise, Improved 
Tip, improves grab (ir) 

Specia Ak command undead (+8, 246421, 
1th), constrict 16647, death touch 1/day 
15d6, numbing hair, reduction touch, 
consume, spontaneous esting (nflet 
spell) 

Cleric Spells Prepared (CL 15th, +18 melee 
touch, #13 ranged touch) 
8th—protection from spells, shield of 

Jaw (OC 26), summan monster Vil 
‘b—destrcton (OC 23), dictum, spel! 

turing, summon monster Vil 
th—ontimagic eld’, ontife shel, lode 
barrier (OC 24), erm (OC 24), summon 
monster VI 

sth—lspel choos (OC 23}, lore strike (OC 
23) grtater command (OC 29, say ving? 
(0C:23), summon monster V true seing 

«th—ar wal, dass! (OC 22, reter magic 
sseapon, imbue with spel abity’, poen 
{(0C 23} mon Monster V,tongues 

yd—bestow cue(OC 2} inden deaf 
(OC) Apel magi, mage cle against 
chaos, moge vestment, protection from 
energy, summon monster, wind wal 

_andbulssrengih, death indP (OC 20) 
test energy (2) shater(OC 20), serce(OC 
20), spintual weapon, summon monster I 

sst—hare(DC 19) cane feo? (OC 9), 
command (OC 5), detect chos, divine fv, 
dam (OC 19) sanctuary shied of fat 

odetet magie(2), guidance, mending, 
‘od mogic resistance 

1D: Domain spell. Domains: Death, Magic. 
Wilties Sir24, Dex 14, Con — int 

Wis 26, ha 22 
SQ undead traits, use magic tems 28 7th- 

level wizard 
Feats Augment Summoning, Combat 

Expertise, Exotic Weapon (thopesh), 
Improved Disarm, improved Trip, Skill 
Focus (Knowledge [the planes), Spell 
Focus (eonjuration) 

Skills Concentration +18, Craft sculpture) 
422, Diplomacy +24, Knowledge (arcana) 
422, Knowledge (eligion) +22, Knowledge 
(the planes) +25, Splira 624. 

Possessions 1 axiomatic chactle outsider 
bone bhopes, rng of protection +2, 
mule of displacement (2s minor doak of 
<aplocerent, five 500 gp diamonds. one 
1,000 gp diamond. 

Improved Grab (Ex): To use this ability, 
Arodnap must hit with her animated hat 

If she establishes 2 hold she can constrict, 
for 146+7 damage. 

‘Numbing Hair (Su Anyone hit by Arodnap's 
animated hair must make a OC 23 
Fortitude save or be paralyzed for one 
hour. The save DC is Charisma-based. 

Reduction Touch (Sus standard action, 
‘Arodnap can make 3 melee touch attack 
‘aginst any ving creature. The touched 
‘creature most make 2 DC23 Fortide sive 
‘or itimmediately shrinks down to Fine 
size for one minute, Adjust the creature 
Strength, Deseity Constitution, natural 
armor bonus (if any) and its Armor Class and 
attack rolls 38 indleated on Table 4-2 on page 
291 ofthe Monster Manvdl.Ifshe successfby 
reduces a creature, Arodnap can immediately 
make a grapple check to establish ahold 
‘onthe shrunken creature remember that 
Fine targets suffer 3-16 penalty on grapple 
‘checks, n addition to penalties for ther 
reduced Strength score). 

‘Consume (Su): Asa standard action, Arodnap 
‘an swallow any Fine creature she has 
‘roppled. This places the creature in 
suspended animation equivalent to temporal 
stasis for as lang as it temains within her 
body. A swallowed creature that has been 
reduce in sie by Arodnap's reduction 
‘touch remains reduced until released—the 
<luration is put on pause during this time. 
‘Arodnap can disgorge any consumed 
‘creature asa standard action, whereupon 
“any remaining duration on their reduced 
state begins where it ef off. f she bs 
stain, all dsgorged creatures within her 
appear at ful size in an adjoining square. 
‘Acreature that remains consumed for 24 
hours is digested, ard thus slain. Only tre 
tesurection, mace oF wish can restore a 
‘creature sain in this manner. There sho 
limit to how many creatures she can swallow. 

‘Tactics: If attacked by non-chaotic 
‘outsiders, Arodnap prefers to use sum 
‘monied monsters to fight her battles while 
she hangs back and uses spells to defend 
herself. If forced into melee, she prefers 
‘using her khopesh to make trip attacks. 
She prefers to target chaotic outsiders (in, 
particular, hordlings)ifat all possible, 

Development: Arodnap’s soul has long 
been claimed by Wee Jas: Her only desire 
today is to see to the destruction of cha- 
otic outsiders and the protection of her 

box. Her initial attitude is unfriendly, 
but if the PCs can make her friendly 
shell be willing to talk to them at length 
Just what she knows is up to you, but her 
knowledge of the Maures and the Lost 
City of the Elders makes her an informa 
tive conversationalistat the least, 

Ifthe PCs have come to investigate the 
source of the hordlings, she confirms that 
they are “leaking” from the box in area 30. 
‘She knows that destroying the box only 
unleashes the portal within, and refuses 
to let anyone take such actions, attacking 
if necessary to prevent such a door. By 
removing the boulder from her sarcophagus, 
though. the PCs have effectively defeated the 
hordling menace, since Arodnap can now 
resume her task of consuming hordlings 
and returning them to the box. 
If the idea of moving the box to another, 

more secure location is suggested, Arodnap, 
remains doubtful. This location is as about. 
as secure as secure gets, she believes, and 
unless her attitude has been made helpfil, 
she brooks no talk of such a plan. In fact, 
there are two safer places in the Chambers 
‘of Antiquities to store the box—the endless 
hate (area33)and Zomph's menagerie (area 
38) Ifthe PCs suggest either option, theyll, 
{peta +4 bomus on Diplomacy or Intimidate 
checks made to secure her aid. 

30. Arodnap’s Box (EL 18) 

‘The cave narrows toa ten-foot-wide natural 
archway here. Ancient runes written in the 
common tongue have been carved into the 
‘overhang, They read, “DANGER! Off Lim 
Its except by Uncle's permission!” A small 
stand mest to the archway holds a thin led 
ier. a vial of ink, and 2 large mauve quilh 
The large cave beyond seems to be empty, 
bbut the wind within seems abit more forces 
Fults low, mournful drone fills the area 
with 2 sense of brooding mens 

A wall of force once blocked this arch= 
way, To gain entry to the room beyond, 
one had to sign the ledger with the magic 
ink and strange mauve quill—doing s0 
automaticly alerted Uncle to the request _ 
and he could choose to lower the ayill of 

force. Many years ago, though, a pair of 
‘adventuring wizards found this area and 
destroyed the wall of force. They opened 

; 
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the box within and were soon worse than 
dead—Arodnap closed the box, but was 
unable to restore the wall of force. 

A look through the rotting ledger out- 
side the door indicates that only one per- 
son dared entry here. It reads: “Day of the 
Rotten Corpse—I enter at midnight of the 
fall moon witha fall complement of magi- 
‘al protections, including insight from the 
Pool of ARerthoughts. (signed) Afelbain.” 
The ledger, ink, and quill emit faint evo- 

cation magic. I the PCs sign the ledger, the 
repercussions are left to you. Uncle may 
still be listening, wherever he might be. 

Ifthe PCs enter the room beyond, read 
them the following: 

This large cave is empty, save fora single, 
unremarkable two-foot-square wooden 
bos. The wind blowing through the cave is 
almost gale-force. 

‘The winds in this room are strong (see 
page 95 of the DuNcoN MasreR's Guide) 
and blow in a clockwise vortex around 
the chamber's perimiter. 

‘The box is a magical artifact created by 
‘Wee Jas to contain a rift to the Windswept 
Depths of Pandemonium. As long as the 
box remains closed, itis safe. Those who 
open the bax expose themselves to hor- 
tific peril So potent was this rift that even 
2 container fonged by 2 goddess has begun 
to failthe box looks rickety and fragile, 
and blasts of pandemoniac wind constantly 
spew from between its filing slits. Every 
‘once in a while, a hordling—or something 
‘worse—slips through as well. The box 
‘weighs only 10 pounds when elosed.and can 
be transported with ease. Although the box 
{s leaking_it is nearly impossible to destroy 
(asi isa major artifact). Likewise, it cannot 
accidentally “fill open’; its lid can only be 
Tifted as an intentional standard action. 
Ifthe creature opening the boris an out- 

sider with the chaotic subtype itis imme- 
diately pulled into the box and cast into a 
random cavern in Pandemonium (no save). 
For all other creatures, the consequences 
for opening the box are more dire. 

‘When opened, the winds in the room 
‘immediately die down. The person respon- 

sible for opening the box hears sof, femi- 
nine whisper in his ear and catches a whiff 
of roses and faint patrescence—“If the 
Master of this ancient box is nearby, youd 
best summon her now"A successfil DC20 
Knowledge (religion) check identifies this 
‘omen asa sending from Wee Jas. 

Inside the box roils a single sphere of 
prismatic energy. Any creature who looks 
upon the sphere must make a DC2s Will 
save to resist reaching in and touiching it, 
Physical contact with the sphere imme- 
diately plane shifts the character to Pande- 
monium. At this point, the box can still 
bbe closed with a standard action. On the 
next round, things explode into chaos 

The room fills with discordant and 
blaring sounds, like thousands of noises 
made by inharmonious singers and 
musicians, and the box lights up from 
the inside, pouring forth a jarring com- 
bination of dazzling and overwhelming 
colors. Then there is silence for a split 
second and this scene repeats itself, but 
accompanying the noise and lights this time 
are ghostly figures that appear ffom the box 
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and swirl around the room, mouths agape, 
‘The soundsappearto be issuing from them, 
but this cannot be certain. They circuit the 
room chaotically, spreading their noise, 
and then with a blast of noxious light and 
soul-blighting stench they flow inward and 
transform into a pandemonium beast. 

‘As soon as the beast appears, the wind 
force in the cave increases to windstorm 
strength. Medium creatures must make 
a DC 18 Fortitude save each round or be 
knocked down, while Small or smaller 
creatures are blown away to be dashed 
against the walls of the room. 

Once the box is open,a DC3o Strength 
check is required to close itagain—thisis 
a full-round action that provokes attacks 
of opportunity. Arodnap can close the 
box with a single touch asa free action— 
she is not affected by the winds, and is 
never attacked by creatures called from 
the box unless she attacks them first. 

Creature: The huge chaos beast 
unleashed by the act of opening the 
bor is far larger than most of its kind, 
and possesses a unique ability to drive 
creatures insane with its eacophonous 
wailing, It focuses its attacks solely on 
the creature that opened the box, if itis 
still present, attacking other targets only 
when this creature is dead or gone, The 
beast pursues its prey relentlessly, 

Each round the box remains open, there's 
a curmllative% chance that 1d hordlings 
clamber through. Once hordlings appear, 
the chance for more to appear drops back 
down to 5% the next round, building up at 
59 per round until another group arrives, 
and another, and another. Ifleft open, the 
box can tindo entire worlds, 

PANDEMONIUM BEAST cry 
CN Huge outsider (chaotic, extrplanar) 
Init +3; Senses darkvision 60 ft; Spot +29, 

Listen +29 
‘Aura insanity (OC 22) 
Languages none 
‘AC, touch 9, fa Footed 21; Dodge, Mobility 
bhp 31225 HD) 
Immune critical hits, transformation 
S30 
Fort +22, Ref + 
Spd 20 
‘Melee 2 claws +36 (1d8+13 plus corporeal 

instability) 

ns 

Space 15 ft; Reach 15 A 
Base Atk +25; Grp +46 
Special tk cacophony (DC 22), corporeal 

instability (OC 22) 
Beilties Sir 36, Dex 12, Con 26, Int 8, Wis 

12,Cha 0 
Feats Ablity Focus (corporeal Instability) 

Ability Focus (cacophony), Dodge, Improved 
Initiative, Improved Natural Armor (3), 
Improved Natural Attack (law), Mobility 

Skills Balance +3, limb +41, Escape Arist 
429, Hide +21, Jump +37, Listen +29, Spot 
429, Tumble +29 

{Cacophony (Su} Al creatures within 30 feet 
‘ofa pandemonium beast must make a 
DC 22Willsave each round orbe driven 
permanently insane (s the spel ofthe same 
name) Thisisa sonic, mind-affecting ability. 

‘Corporeal Instability (Su} Ths ability 
functions in the same manner as the 
chaos beast’s corporeal instability special 
attack (Monster Manuol page 33), save that 
it's2 DC. 22 Fortitude save to resist the 
attack or for the vitim to regain his own 
shape once the effet isin play, 

31. Ruined Exit 
‘Characters who can see the ceiling about 
00 feet above may make a DG 20 Spot 
check to notice a twenty-foot-diameter 
shaft leading up from this point. This shaft 
hhasmetal-lined walls fitted with numerous 
runners and grooves. Thirty feet up from 
the shaft entrance is a tangled, twisted 
‘mass of metal. At one point, a mechanical 
spiral stairway could extend down from 
this shaft to the Chambers of Antiquities 
‘below, but the machinery failed long ago 
and now clogs the only way upward to the 
‘Old Dungeon above this level. 

32, Bookcases 
‘The northwest bookcase contains a clue 
for passing the pentagram trap at area 33. 
It takes a DC a5 Search check to find this 
scrap, thotigh the PCs may not know what 
itis until they encounter the pentagram. 
‘The scrap is found in an old book on 
crystals, Written on it is a strange, short 
list lef behind by one of the Maures who 
could never remember how to deactivate 
the trap and, against Uncle's wishes, wrote 
the steps down and stashed the cheat- 
sheet here in a boring book he figured no 
‘one would ever open, 
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33. Pentagram (EL 8 and 17) 

A large pentagram is engraved into the 
floor here. A.gem is inset into each of the 
pentagram stars five points. The passage 
north continues past this point. On the 
east and west wals ae 3 total of four clear 
crystal halfspheres (two per wall). They are 
approximately two feet around and appear 
to be solidly embedded into each wal. 

‘Trap: This area bears a dangerous 
trap—the eternal chute. The key to 
‘bypassing this trap and safely reaching 
the northern vaults is hidden in area 32, 
Without this clue, the PCs can possibly 
receive similar clues by casting spells like 
divination or commune. A DG 25 Search 
check of the center of the pentagram dis 
covers residue of dried blood mixed with 
salt smeared in the center of the star. 

In order to deactivate the trap, a pet- 
son must take the following five stepsin 
the proper order (starting with the least 
‘expensive gem and working up to the 
most expensive one). 

1 (malachite); Stand on the northern 
point of the pentagram, inflict atleast 
one point of damage to himself and 
allow the blood to drip into the center 
ofthe pentagram, 

2 (bloodstone}: Stand on the southwest 
point and cast a handful of salt onto 
the blood at the pentagram’s center. 

3 (amethyst): Stand on the western 
point, and then jump over the middle 
of the pentagram to land on the east- 
ern point (it's a DC 20 Jump check 
to cover a distance of 10 feet from a 
standing start—the Maures- would 
typically cast a jump spel to aid with 
this step of the ritual). 

4 (aquamarine): Stand on the eastern 
point and heal all the damage you 
inflicted on yourself on step 1 above. 



55 (emerald): Stand on the southeast point, 
reach down and scoop up the blood and 
saltmisture in the center,and then smear 
the four globes o the east and west of the 
‘pentagram with the mixture. 

If the formula is completed success- 
fully: the globes to the north of the pen- 
tagram shed a blue light and the endless 
chute trap is deactivated for 24 hours. 
‘The PCs may now pass safely along the 
passage to the north. 
If the formula is botched, the northern 

lobes turn bright red as soon as-anything, 
passes between them. ‘These globes can 
detect things passing between them as if 
they had Spot +30 and true seeing active. As 
they turn red, a number of tiny motes of 
ted light equal to the number of intruders 
the globes detected rise up from the center 
ofthe pentagram and fly toward the intrad- 
exsone mote per target.to make a +35 touch 
attack. Each mote has a fly speed of 100 ft. 
(perfec) and is immune tall forms of dam- 
age. Asuccessfl targeted dispel magicagainst 
‘aster level 20th destroys a mote. The motes 
are incorporeal,and can pass through solid 
‘objects to chase thei targets. They persist in 
their chase until they are destroyed by dispel 
‘magic or successflly hit their target. 

‘creature touched byamote sinstantly 
transported into an extra-dimensional 
space similar to that created by a maze 
spell, no save, The attacking mote van- 
Ishes once it makes a successful attack, 

‘The extri-dimensional space is little 
more than a 2¢-foot-tadius vertical shaft 
with no top and no bottom. There is no 
light in the shaft, and the walls are com- 
pletely smooth and black, and cannot be 
climbed without magic. Those trapped 
inthe chute find thernselves falling end- 
Jessly, forever. The chute is closed space 
that loops back on itself—characters 
effectively fll for goo feet before reaching, 
their starting point and then continuing 
to fill. Likewise, creatures that fly can fly 
up for goo feet before returning to their 
starting point. The sha itself seems com- 
pletely straight, and since there's no cle 
as to the nature of this warping of reality, 
to most victims the shaft simply seems to 
be infinitely long, Ifa character lowers a 
Jong enough rope, the end of the rope will, 
eventually reach him from above. Like- 
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wise, a character who can see at least 960 
feet can also see himself, goo feet above 
and 900 feet below. Since the Maures 
left, no one has “cleaned out" the endless 
chute, and no fewer than 37 dead bodies 
and their associated gear now tumble 
‘ternally through this pit. Ofthese bodies, 
one was a human fighter, one a halfling 
rogue,and onea half-ore barbarian. These 
poor souls all eventually died of thirst. 
‘The other 34 bodies are all hordlings who 
died at the hands of the other creatures 
trapped herein. 

Escape from the trap is relatively sim- 
ple, if the right magic is available. The 
chute is in an extra-dimensional space, 
so any teleportation effect that allows 
planar travel allows escape. Plane shift, 
gate, holy word, astral projection, ethereal 
‘jaunt, shadow walk, mirace, and wish are 
all viable methods of escaping the chute, 
‘but teleport cannot cross planar botndar- 
iesand thus does not offer escape. 
Nothing exists beyond the confines 

of the shaft, so it's impossible to physi- 
cally “ig! your way out. If planar travel 
isn't available, those trapped within are 
trapped forever. 
Creatures: Over the last several months, 

a lange number of hordlings have fallen 
victim to this trap ater being chased 
down the hall by the Seven-Headed Jug- 
gernaut. Naturally, those hordings eapa- 
ble of flight have adapted the best to their 
new home, and a pair of vulturewretch 
hordlings now dwell here."They dontt get 
along well, except when new creatures 
appearin the chute and give them some- 
thing fian to torment and attack. 
‘Volturewretch hordlings (ap 184 each; 

see Appendix 2, 
‘Trap: This complex trap can be 

defeated with Disable Device. The trap 
itself can be located from an examina- 
tion of the pentagram. Attempting to pry 
any of the gems out of the pentagram 
triggers the trap as well. 
Endless Chute: CR 9; magic device: visual 

trigger (Spot 430, true seeing automatic 
reset; Atk+25 touch (see above} Search 
DC 36; Disable Device DC36. 
‘Treasure: The gemstones in the penta- 

gram are all valuable. The northern point 
is amalachite (10 gp) The eastern point is 
an aquamarine (g00 gp), The southeastern 

one is an emerald (1,000 gp). The south- 
western one is a bloodstone (50 gp) The 
‘western one is an amethyst (100 gp). 
‘The gear ofthe three dead adventurersis 

still here, cither still worn or tumbling end- 
lessly down the shaft. It consists of the fol- 
lowing: 4360 gp.293 pp.3700 gp in assorted. 
‘gems and jewelry, a + light pick, a potion of 
bull's Strength, an ol of bess weapon, a suit oF 
‘lick sale mail,a darkwood buckler, a suit 
‘of + studded leather armor;a +1 greasword, a 
+2 keen greataxe, a ring of improved jumping, 
and an amulet of health +2. 

Development: Placing Arodnap's Box 
inside the endless chute isa highly effec- 
tive way of containing the danger it rep- 
resents, especially ifthe box is left in the 
chute and the trap is then deactivated, 
destroying the only way in, 

34. West Vault Corridor 
This corridor provides access to the 
western inner vaults of the Chambers of 
‘Antiquities. The doors to the west and 
south hereare both baton doors. 

35. Zomph's Menagerie (EL 16) 

‘The floor ofthis very large room is obscured 
by a good-sized pool of grayish liquid. On a 
stone slab near the pool center sts strange 
green cube, bout a foot square on each face. 
The rooms filed witha heavy acrid smell and. 
agraypaloc lots in their tis quite obvious 
thatthe pool has an acidic quality to it. 

‘The pool was fashioned to keep all but 
those with the ability to fly away from the 
box: Wading into itis foolish, as the pool 
is flesh-eating acid, Contact with the acid 
deals 1d6 acid damage per round, except 
in the case oftotal immersion, which deals 
10d6 acid damage per round. In addition, 
the fiimes emitted by the acid are poison. 
‘Those who come within 5 feet of the acid 
lake's surface must make a DC 13 Forti- 
tude save or take 1 point of Constitution, 
damage. All such creatures must make a 
second save 1minute later ortake another 
adg points of Constitution damage. 

‘The small island in the acid lake's center 
contains a sinall cube carved from green 
‘wood. This cube is a powerfil magic trap, 
Al sixsides are decorated with carvings that 
depict a series of jungle-choked corridors 



and rooms like a map of some larger area. 
‘The top and bottom both depict a tangled 
maze of passages, while on each of the four 
sides,a circular chamber is situated in the 

ter of that face's maze. Looking upon it 
tsa strange reaction from the cube—it 

pulsates nd the static sceneryseems to. come 
alive with indistinct beings moving along the 
corridorsand crossing the rooms almost ike 
shadows seen from the corner of the eye. 

‘The cube itselfis a physical representa 
tion of a powerful magical effect similar 
to that generated by a maze spell. If any 
creature touches the cube, it and all crea- 
hres within a 10-foot-radius must make 2 
DC 22 Will save (the creature touching the 
cube takes a4 penalty on this save) Failure 
indicates that the creature is transported 
into an extra-dimensional maze. Unlike 
the spell ofthe same name, though, a suc- 
cessfill DC 20 Intelligence check simply 
allows a character to find his way to one 
of the maze’s four central chambers. A 
group of people must nominate one per- 
son to make the Intelligence check if the 
others choose to follow rather than find 
their own way through the maze. Each 
of these Intelligence checks indicates 10 
minutes of exploring the maze. Plane shift 
and other spells that allow planar travel 
allow a creature to escape the maze, but 
‘otherwise, the only way to escape is by 
defeating one of the guardians of the 
four inner chambers. 

‘The walls of this maze appear as 
impenetrable jungle foliage, and the roof 
asa dense canopy of trees that only allows 
shadowy light through. Each passageway 
{so feet wide and 10 feet tall. The central 
roomsareall 60 feetin diameter, and have 
immense canopies ofbranches and leaves 
that arch to a vaulted height of 6o feet. 
‘Creatures: When someone stumbles into 

a central chamber, roll ads to determine 
‘what manner of guardians dwell within. 

48% Roll Guardian 
ae 

26-50 3 death slaadi: hp 142 each; 

76-100 1 mature adult blue dragon: hp 
276; Monster Manual 73, 
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Once a room's guardians have been 
slain, all characters in the room at the 
time gain anew DC 22 Will save. Suc- 
cess places them back in area 35 of the 
Chambers of Antiquities, in the same 
spot they were in when they entered the 
‘cube. Failure sends the PCs back to the 
depths of the maze and forces them to 
start the entire process over again. 

Monsters slain are repopulated a 
round after they are defeated, 50 it's pos 
sible for characters to end up fighting 
the same groups of monsters over and 
over again. 
‘Treasure: Although Zomph’s Menagerie 

is fairly small, its weight is equal to that 
of ll the jungle mazes within its extradi- 

‘mensional space; in other words, it is 
immovable. The method by which the 
Menagerie came to be here in the first 
plceisknown only to Uncle,asisits pur- 
pose (which may be nothing more than a 
prison and execution chamber). 

Development: Placing Arodnap's Bax 
inside the maze within Zomph’s Menagerie 
is an effective way to contain the threat 
the box and its hordlings present. 

36, Bookcases 

The walls of this uneven hallway each have 
‘wide inset shelves that contain many over 
sized books. 

Treasure: ‘The books kept here are 
volumes on the study of elementals. 
“There are 24 books in all: each weighs 10 
pounds and is worth so gp. 

A successful DC 20 Search check 
uncovers a strip of parchment used asa 
bookmark ina book about water cleren- 
tals. A single word has been circled on 
the facing page: “aurijiah’. In the margin, 
someone with a shaky hand has written, 
“The founts are curious for their blend- 
ing abilities. Perhaps new concoctions 
can be made ftom these.” 

37. Water Door (EL 11) 

‘An archway of coral stones tothe westis filled 
with a vertical wallofchurming water Beyond 
the freakish wall of water is what appears to 
bes large room, although itis difficult tell 
ifthe entire room is flooded or if the water 

fills only the archway itself 

Creature: ‘The wall of water in 
the archway isin factan elder water 
elemental who was bound into this 
archway by Uncle to serve eternally 
as 2 guardian. It guards the entry- 
‘way to the room in fact actingas the 
door to it, to speak. ‘The elemen- 
tal is furious for having been left 
here so long, and attempts to bar- 
gain with the PCs for its release, 

When it notices anyone 
approaching, large face forms in 
the water and addresses the PCs in 

‘Aquan, “You may pass if you cast magics 
upon me which allow me to depart this 
realm. I shall not defy you unless you try 
to make entry to that which lies beyond. 
while I am still bound here on your dry 
little world.” 

‘An antimagic field or Mordenkainen’s dis 
junction can release the elemental fromn the 
binding spell, but dispel magic dismissal, ban 
{shment, ora similar effect won't work. 

However, ifthe elemental senses that 
the PCs have any item (such as the ele- 
‘mental slaying arrows from area 40) inimi- 
cal to water elementals, it immediately 
attacks. It also attacks if the PCs try to 
move through it into area 38. 
Elder Water Elemental: hp 228; Monster 

‘Manual 100. 

38. Watery Columns 

This large room is filled with the sound 
of cascading water, no doubt issuing from 



the four twenty-foot-high pillars of frothing. 
water that chuirn through holes in the cell- 
ing into holes in the floor. Amazingly, no 
water spatters out of the pillars and onto 
the surrounding floor. 

These four columns siphon water in 
from different regions of the Elemental 
Plane of Water, channeling it through sta- 
tionary portals in the ceiling to drop into 
‘opposing portals back to the Elemental 
Plane of Water in the floor. These portals 
are designed to allow only nonliving (but 
‘nonetheless magical) waterto pass through 
them, more to prevent any undesirable 
monsters from getting into the room than 
to prevent those from within exiting. 

‘The nature of the four pillars, start- 
ing with the northern one and counting 
south, are as follows: 

1) This filmy water is briny and cold, 
although not cold enough to cause 
damage. Using water from this column, 
as the base ingredient when using the 
Brew Potion feat increases the duration 
of the final potion created by 50%. 

2) This water is icy blue.’The area around 
the two portalsis crusted with ice. The 
‘water itself is supernaturally cold. A 
splash from the water deals 146 cold 
damage; creatures standing in the col- 
umn take 10d6 cold damage per round 
(Reflex DC 20 half). Using water from 
this column as additional raw materi- 
als over the cost of the base amount 
Tequired when creating any magic 
item that utilizes spells with the cold 
descriptor reduces the final XP cost of 
creating that magic item by 25%. 

3) Asplash from this bubbling and steam- 
fing water deals 1d6 fire damage; crea- 
tures standing in the column take 1046 
fire damage per round (Reflex DC 20 
half), Using water from this column as 
Additional raw materials over the cost of 
the base amount required when creating 
ny magic item that utilizes spells with 
the fire descriptor reduces the final XP 
‘cost of ereating that magic item by 259%, 

4) This water looks crystal-clear and pure, 
‘but is in fact a horrendously powerful 
supernatural acid known as aurilah, A 
splash from the water deals 1d6 acid dama- 
age; creatures standing inthe column take 

2046 acid damage per round (Reflex DC 
ao half), Using water from this cohsmnas 
additional raw materials over the cost of 
the base amount required when creating 
any magic item that utilizes spells with 
the acid descriptor reduces the final XP 
‘cost of creating that magic item by 2596. 
‘Unfortunately, this water can eat through. 
virtually any substance, ahough after a 
dose deals its damage it grows inert (and 
becomes useless as a weapon or item 
component) ‘The only way to transport 
this fluid is ina container made of force 
energy, such as the force jug given to the 
PCs ifthey were hired by Raryagents to 
collect « dose of this liquid. 

39, West Vault Corridor 
“This corridor provides access to the west- 
en inner vaults of the chambers ofantig- 
uities: The doors to the west and south 
here are both granite baton doors. 

40, Stone Slab Room (EE 17) 

This immense room contains six stone ped- 
estas. Atop the firs sits a strange rod com- 
prised of several dtferent types of metal. The 
second holds an odd lump offirmestone. The 
third has eight bluearrows, balanced on their 
‘rocks na cone shape with theirheads touch- 
ing, The next holds 2 two-foot-tall golden 
statuette ofa dragon. The fith holds a similar 
statue, but made of some sort of black mate- 
‘ial. The final pedestal holds aone-foot-high 
old and green statuette of a coiled snake 
‘witha beautiful wonan’ face fora head, 

Creatares: ‘Three permanently invis- 
‘ble nalfeshnee demons prowl this toom, 
‘botind hereas guardians by the Maures The 
demons are filled with rage and immedi- 
ately attack anyone who enters this room. 
Invisible nalfeshnee demons (3): hp 175, 

each; Monster Manual 45 
‘Treasure: The six items in this room 

are all unique and valuable. 
Rod of Seven Metals This rod is a curi- 

ous work of metalcraft, combining gold, 
silver, iron, nickel, tin, brass,and copper. 
‘The Maures were studying it toascertain 
the process by which the metals were 
flsed. Market Value 1,000 pp. 

Odd Lump of Limestone: When placed in 
poisorious liquid, this kimp of magical stone 

takes the poison harmlessas ifit had been 
subjected to a neutralize poison spell. When 
pressed against poisoned wound thestone 
removes the dose of poison introdiced into 
the victims body by that wound only. This 
stone can detoxify liquid or wounds up to 
three times a day. Caster Level sth; Market 
Value 18,000 gp. 

Arrows: These eight arrows are all 
_greater elemental slaying arrows. 

Gold Dragon Statuette: This gold-plated 
hollow iron statue weighs 200 Ibs, Once 
pet day,a creature touching the statuette 
can generate a Widened prayer at caster 
level 11th. Market Value 20,000 gp. 

Black Dragon Statuette: This statue is 
made of ebon wood and weighs 100 Ibs. 
Once per day, a creature touching the 
statuette can gain the benefits of protec 
tion from eneray (ac) at caster level 1oth. 
Market Value 16,000 gp. 

Naga Statuette‘This cursed statuette is 
made of gold and jade. Any person who 
touches the 4co pound statuette must 
sake a DC 15 Will save, or all snake-ike 
and worrn-like creatures gain a +2 bonus 
‘on attack rolls and weapon damage rolls 
made against the character, ‘This effect 
resists dispel magic but can be removed bya 
successful break enchantment or remove cust. 
Otherwise, the effect is permanent. Caster 
Level 20th, Market Value 20,000 gp. 

41, Study Area. 

This room was obviously once used as a 
work/study area. Upon one table is an open 
book. The entire scene is covered with layers 
of dust. 

‘The book is written in a magical cipher 
similarto that used to record spells There 
are no actual spells recorded in the book, 
but read magic is required to understand 
the strange runes. The book is catalog 
of entries that have to do with a complex 
electrical formula involving such things 
a “arcing the breaths of blue dragons 
to propel opening a gate"—most of itis 
in fact gibberish, and a successful DC 20 
Knowledge (arcana) check confirms that 
the theories in the book are bunk. 

‘An odd entry on the third page in 
Common stands out: “I have yet to 
deduce which one is lying.” 

Ss en os 



CHAMBERS OF ANTIQUITIES 

42, Dragon Heads (EL 18) 

‘This domed chamber contains a strange, 
triangular stone obelisk at its center. Curi- 
ous circular markings and deep gouges 
mar the stone's surface. The room's walls 
are covered with lively and colorful murals 
of dragons dueling in the skies. Beyond the 
slab of stone, a shimmering wall of energy 
blocks access into a smaller vault. A door 
of the same shimmering energy Is set into 
this wall. An immense pile of glittering 
treasure gleams in the room beyond. 

‘This chamber was used as a vault 
entrance and guardroom for area 43, 
the primary treasury of the Chambers 
of Antiquities. During the height of the 
Maure reign, Uncle made sure to keep this 
treasury well-stocked, 50 those members 
of the family who had legitimate projects 
here always had a ready source of cash on 
hand when they needed it to fund their 
research. Yet Uncle was no fool. He knew 
that such a large stash of treasure needed 
to be guarded, yet in a way that getting to 
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the money would be easy for those who 
knew the secrets of the room. The strange 
diamond slab of stone and the room's three 
guardians are the result ofthis research. 

‘The vault itselfis completely contained 
inside walls of force. Even the door in the 
wall is made of force. An inspection of 
the force door itself reveals that it isn’t 
even a functional door, it has no hinges 
or handle, and seems in fact to be more 
like a carving ofa door than adoor itself, 
‘The proper method of opening this door 
involves the diamond-shaped monolith, 
and the key to its operation is known to 
the rooms three guardians 

‘The walls of force blocking area 43 func- 
tion at caster level 2oth, but if the PCs 
try to take them down with disintegrate 
or similar attacks, the room's guardians 
immediately attack, 

Creatures: The three insane unique 
‘undead creatures in this room were cre- 
ated by Afelbain Maure at Uncle's request 
to serve as guardians. Each of these men= 
aces consists of a severed dragon's head 
that has been animated with necromantic 

clectrical energies. Afelbain selected each 
of the “donor” dragons personally, pick- 
{ng them based on the strength of their 
personalities and the faults of their egos 
"The dragons were all adults in life and all 
succumbed to Afelbain’s false promises of 
eternal life in exchange fora few short years 
of service to the Maure family. OF course, 
when Afelbain finshed with them, all that 
remained were their heads and a fanatical 
devotion to the Maure cause. Aelbain tried 
tocreatea fourth undead dragon head, but 
by this point word had spread and he was 
ambushed by a group of a dozen blues, 
Uncle was almost disappointed enough to 
not pay for Afelbain's resurrection, 

When the PCs arrive in this area, the 
three undead dragon heads floating in the 
air near the stone slab all begin speaking in 
‘Common, ’The dragon heads are disconcert- 
ingly polite and welcoming in their greet 
ings to the PCs. Although the heads look 
nearly identical, they al have distinct per- 
sonalities. The first is robust but cautious 
in his approach. The second is curious and 
friendly, and asks ots of questions about the 



Gs and their gear. The third is doubtful, 
‘easily the least gregarious of the three, and 
spends most ofthe encounter watching and 
silently appraising the PCs. 

In order to open the “door” into area 
43,2 bolt of lightning must be directed 
ateach of the thee faces ofthe obelisk in 
the room’ center. The dragon heads were 
taught by Uncle which of the Maures were 
{obe given permission to enter the vault, 
and for them, the heads would quickly 
comply with lightning tn theory the beads 
‘would attack anyone else who tried to get 
into the treasury, but time has worn on 
their already shaky sanities and egos The 
dragon heads are now starved for atten- 
tion, and the PCs might beable to not only 
get them to explain how the room works, 
but may even open the door for them—if 
they play their cards right. 
Each ofthe dragons claims tobe the one 

‘nonevil, good head and thatthe others are 
fnying to trick the characters. Of course, all 
three heads are evil, but if confronted with 
this, the heads argue that the other two 
heads have magically obscured the “good 
Dead" alignment with vile magic. As the 
Ps speak to them, the heads try to win 
theie favor with any number of lies. 

+ "I-can help you to gain that treasure 
behind us! Just command me—the 
word is ‘Mestorix!" Come whisper it in 
‘my ear so the others do not hear it!” 
“Don't trust those other two, they're 
evil, I'm the true helper here.” 

+ “vefinally found someone who cares! God 
‘bless the Grandéither of Silver Dragons!” 

+ “They killed the last person who helped 
them. Itwasawfal! Burnt toacinder!Took 
the mages weeks to clean up the mess” 

+ "Stop talking with those other heads! 
Do you want to die?” 

+ “Ifyou command him to help, hell kil 
us all! Command me instead!” 

In order to win the id of the dragon 
heads, the PCs must adjust their attitudes 
with Diplomacy checks. Since they're 
undead, they're immune to fear, so Intimi- 
date won't work on them. Each dragon 
‘head starts the encounter with an attitude 
score of 10. In order to win a dragon's aid, 
its attitude score must be at least a qo. A 
dragon head with anattitude score less than. 

‘ogrows enraged and attacks: Dragon heads 
with an attitude value above o do not join 
{in on thisattac, but they do cheer the PCs 
‘on with ries of excitement. 

‘A successful DC 20 Diplomacy check 
increases the target dragon’ attitude rat- 
ing by 20 points, but makes the other 
dragons angry and jealous and reduces 
their attitude ratings by 5 points. Ifthe 
DC.20 Diplomacy check fails, reduce all 
ofthe dragons’ attitude scores by 5- 

‘Once all of the surviving heads have 
attitude scores of at least go, they grow 
silent and helpful, and explain to the 
PCs that in order to open the door to 
the vault, a bolt of lightning must strike 
cach face of the stone monolith simul- 
taneously. Ifall three dragon heads are 
still fanctional, they do so at once. Ifone 
cortwo ofthe heads have been destroyed, 
the remaining heads somehow manage 
to shrug (even without shoulders) and 
‘observe that unless one of the PCs can 
make lightning, there's just no way to get 
{nto the vault. Any spell with the eleetric= 
ity descriptor is good enough to count as 
a lightning bott in this situation. 
Remaining dragon heads immediately 

attack the PCs if they try to get into the 
vault by other means, even if their atti- 
tude scores are at go oF higher, 

‘Mao Deacon HeAs (3) cris 
LE Medium undead (earth) 
Init +4; Senses blindsense 60, darkvsion 

120 superior low-light vision, Spot 
422, Listen 922 

Common, Draconic 
‘AE 30, touch 10, fat-Footed 30 
np 241 21 HO), DR S/magic 
Immune electricity 
R21 
Fort +14, Ref +14, Wil +12 
Spd fy 60. 
‘Melee Bite +29/19-20 (348412 plus 6d6 

lectriity plus insanity) 
Base Atk +21; Grp +29 
‘Ak Options Power Attack 
‘Special Atk breath weapon, insaity 
Spell-Like Abilities (CL éth) 

3/day—creote/destray water, venioquism 
Bilties 127, Dex 10, Con —, Int 18, Wis 

6,cha2 
‘SQ sound imitation, undead tris, uoholy 

toughness 

Feats Ability Focus (breath weapon), Great 
Foettude, Improved Crit! (bite improved 
Initiative, Improved Natura Attack (bite), 
{ron Wil, Lightning Reflexes, Power Attack 

Skills Bluff +29, Diplomacy 47, Escape Arist 
424, Hide +24, intimidate +31, Knowledge 
(arcana) +27, Listen 422, Search +27, 
Spelirat +29, Spot +22 

Breath Weapon (Su}: Once every 144 
rounds; 100-8. line, damage 1448 
electricity, Reflex DC 25. The save DC is 
‘Chanisma-based, 
Insanity (Sul A creature that takes damage 

from a mad dragon head's bite attack is 
infused with madness. The creature takes 
146 points of Wisdom drain, and must 
then make 3 DC 25 Will save or be diven 
Insane (as if by the insanity spel). The save 
Cis Charisma-based. 

Sound Imitation (Ex): A mad dragon head 
‘ean mimic any voice or sound it has 
heard. Listeners must succeed on DC 25 
Will saves to detec the ruse. 

Unholy Toughness (Ex): mad dragon head 
‘ins. a bonus to its ht points equa tits 
Charisma modifier x its Hit Dice. 

49. Treasure Room 

The treasure heaped in this room is stag- 
ering. Mounds of coins 2s high asan ogre, 
chests the sie of coffin filed with pems and 
Jewelry, glowing swords heaped on suits of 
mithril armor, amulets, rings, staves, wands, 
and potions fill the room. Who knows what 
else could be buried out of sight? 

‘The walls, loor,and ceiling of this room 
are protected by mulls of force. Addition- 
ally, the chamber itself is warded by a per- 
manent dimensional lock spell. These spell 
effects function at caster level 20th. 
‘Treasure: Unfortunately, this horde of 

treasure is indeed too good to be trie. In 
the days before the magical cataclysm that 
ruined the Maure family, Elluvia Maure 
made a bold move. She knew that the 
family was doomed, in part because her 
machinations had set up Uncle fora fall— 
sshe knew that in a few days her demonic 
patron Malcanthet would get a chance to 
ambush and kill the hated Maure scion. 
While Uncle's attentions were elsewhere, 
Elluvia stole into this chamber. She was 
one of the Maures recognized by the mad 
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dragon heads, and had no trouble getting 
into this room, looting the place into her 
portable hole and then casting a permanent 
image ofall the treastie to make it seem 
as if the place had not been robbed. She 
hoped to gain atleast afew days’ head start 
on her escape if things went poorly, but if 
things went well, she left behind a calling. 
card to torment and mock Uncle. 

Ifthe ilusion is dispelled or disbelieved 
{DC24 caster evel38} the room isrevealed 
tobe empty, save fora single bookssitting 
on the floor. This is a copy of the Codex 
of Dead Names, Elluvia has inscribed a 
short message on the book's inside cover: 
“Uncle—Take this as a reminder to never 
underestimate the fairer sex. Read and 
learn, —Elluvia" This magical tome is 
detailed in Appendix, 

(Ofcourse; the magical catastrophe that 
struck the Mantes only a few days later 
‘was even more potent than Elluvia had 
anticipated, forshe had not been the only 
‘Maure with treachery in her heart. Uncle 
never had the pleasure of discovering her 
theft, and she never made it out of the 
dungeons, What might have happened to 
them are secrets held by the unexplored 
regions beneath Mautre Castle, 

CONCLUDING 
THE ADVENTURE 
Depending on which adventure hook 
you used to get the PCs into the Gham 
bers of Antiquities, any one ofthe follow 
ing situations comprises a success; 

«Ifthe characters release Arodnap from 
her sarcophagus, she can cope with any 
future outpouring of hordlings from the 
‘box. Award the PCs GR 14 story award 
for their troubles. If, on the other hand 
the PCs manage to hide Arodnap's Box 
in an extradimensional space such a5 
the endless chute ot Zomph Menage 
award them instead a CR 16 story award 
for the more permanent solution. 

‘+ Ifthe PCs were sent to gather a sample of 
‘aurijiah orto find the Codex of Dead Names, 
they find success in either area 37 or area 
«p.Avard them a Rg storyaward once 
they return to their employer with the 
prize intact. Their success may prompt 
their employer to send then back to the 
Chambers of Antiquities in search of 

any one of the other potent magic items 
reputed to be hidden within, 

OF course, if you simply use this adven- 
tureas a dungeon to explore, the PCs may 
depart without recourse once they feel 
that they've had enough ofthe dangerous 
Chambers of Antiquities. Their experi- 
ences and treasures should be great, and 
their insights into the Maure Family will, 
have grown. There is more yet to come, 
‘but thatis for another day! 

APPENDIX 1: 
NEW MAGIC ITEMS: 

Codex of Dead Names 
(Minor Artifact) 
‘Written by Elluvia Maure, this dense tome 
contains cramped but gracefil handwritten 
‘pages that comprise a lenigthy treatise on 
thehistory, physical descriptions, and cause 
‘of death of five hundred unique demons. 
‘Many of these demons had, in some way, 
crossed Elluvia’s patron Malcanthet—those 
who weren't slain by Elluvia were most 
often slain by Maleanthet herself 
‘The following spells are recorded in the 

Codex of Dead Names: alert bei, banish- 
‘ment, binding call dretch hone’ disissa, gate, 
greater planar binding lesser planar binding pla- 
‘nar binding, plane shif and trap the soul Spells 
marked withan asterisk re from the Book of 
‘VileDarkness.A wizard can lear these spells, 
in the same way she can learn spells from 
another wizard’s spellbook. In addition, a 
character who spends Bhours studying one 
ofthese spells and makes successful Spell- 
craft check (DG = 10 plus the level of the 
spell) gains the ability to use that spell once 
per day as a spell-like ability for as long-as 
she retains possession of this copy of the 
(Cedex. character can gain only one ofthese 
spelllike abilities, but may switch spells by 
following the proceedure outlined above. IF 
anyone else claims ownership of the Codex 
(this includes anyone who uses the Cadexto 
Jearn a spell or spel-ike ability this spell- 
like ability is ost. 

Strong conjuration (chaos, evil CL 
18th; 8 1b, 

Dragon Eye Ring 
‘These rings are badges of honor to the 
Dragonmasters of Lynn, though a few 

‘ings have male their way to Eastern Oerik 
‘Their manufacture is held as a secret by 
the artificers ofthat secretive order, Each 
appearsasagolden band inset witha gem- 
stone carved in the likeness of « dragon 
head as seen from a side-view and whose 
one eye is intent irpon the viewer. 

‘Once per day, the wearer can activate 
see invisibility —this effect lasts for two 
hours once activated. The wearer also 
gains a Ho competence bonus on Listen 
and Spot checks, Finally, the wearer and 
all allies in a 30-ft. radius gain a 420 ft, 
enhanceinent bonus to fly speeds. 
Strong abjuration; CLaath; Forge Ring, 

sec invisibility, fly, resistance, resist energy, 
Price ssic00 gp. 

Robe of Transmutation 
‘This finely made green silk robe has a 
pattern of purple star bursts upon it. 
‘When worn the robe confers the follow- 
ing powers: 
+ The robe increases the Difficulty Class 

forall saving throws against spells that 
change a target's shape (such as balefl 
polymorph, flesh to stone, or polymorpe 
‘any object) cast by the wearer by +1. 

+ Immunity to baleful polymorph, poly- 
morph any object, and any other spell 
‘or supernatural effect that changes the 
wearer's form against her will 

+ Polymorph x/day. 
+ Balefl polymorph s/day. 
+ Prime Teansformation: Once per day, this 

supernatural power allows the wearer to 
transform herself into any creature that 
sheconsumesa tiny piece of This trans- 
formation is treated like shapechange,save 
that only one form can be assumed. 

‘The powers granted by a robe of ransmu= 
tation remain available to the wearer even. 

when she assumes a new form and the robe 

isabsorbed into the wearer's new form, 

Strong transmutation; CL 17th; Crafi 
Wonsdrous Item bale polymorph pment 
shapechange; Price 140,000 gp; Weight Ib. 

Ruby Robe of Spellwarding 
‘Sacred to the faith of Wee Jas, this robe of 
sparkling red looks even more impressive 
under close examination, when it becomes 
apparent that the “fabric” i's made of is 
in fact powdered rubies that cling to each 
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other in soft, smooth sheets When donned, 
a ruby robe of spellwarding grants a +4 resis- 
tance bonus om all saving throws. In addi- 
tion it functions asa rng of counterspels save 
thatit can hold (and thus counter) a single 
spell of ast through oth level. 
Strong abjuration; CLa7th; Craft Won- 

ous Item, imbue with spell ability, resis- 
tance; Price 40,000 gp; Weight Ib. 

Shoes of Farstriding 
‘The church of Fharlanghn holds these 
shoes in particularly high regard, although 
they are also popularamong many adven- 
turing circles. They increase the wearer's 
tase land speed by 10 feet. In addition to 
this ability (considered an enhancement 
bomus), these boots grant the wearer a 
+4 bonus on checks made to resist being 
bull-rushed, tripped, or otherwise moved 
against his will. Finally, they grant a +2 
enhancement bonus to Constitution. 

Moderate transmutation; CL oth; 
Craft Wondrous Item, bear's endurance, 
longstrider; Price 10,000 gp: Weight 1 Ib. 

Spell Chisel (Minor Artifact) 
This platinum contraption seems some- 
thing like a hand-held drill with inter- 
changeable bits. Each bit looks different, 
with a head more like that of a chisel 
than a drill. This potent device allows 
a spellcaster to implant 2 spell into. an 
object, transforming that object into a 
magical item of sorts. 
Inorder to implant spell into.anitem, 

the item must be worth at least 1,000 gp 

per level of the spell to be implanted, 
and must not bea magic item itself. The 
user then attaches the appropriate bit 
to the spell chisel’s head (see below) and 
spends one day per level of the spell to 
be implanted. If the spell requires an 
‘expensive material component or an XP 
component, that cost is paid at this time 
by the user ofthe spell cise. At the end of 
this time, the spell embedded in the item 
can beaccessed and castasifit were being 
cast from a scroll. A single item can only 
contain one chiseled spell ata time. 

‘When asspellis chiseled onto an objec, 
the user must make a Spelicraft check to 
determine success. The DC is 20 + the 
level of the spell being chiseled. The DM. 
makes this roll in secret—failure indi- 
cates that the resulting spell malfunctions 
when itis cast. Roll on the following table 
to determine how the spell misfires. 

4% roll Result 
01-30 Spell effect at half strength. 
31-60 Spell does not work 
6-75 Thespell has a reverse effect upon: 

the intended tarpet (90%) or affects 
the wicker instead Go) 

76-90. Spell functions, but at half min- 
imum possible power. Saving 
{rows against the spell suffer a 
4 penalty to their save DCs. 

‘51-168 Spell fails the tem becomes 
ronsnagical. 

‘The varions bits that come with a spell 
chisel allow different levels of spells to be 

imbued. A spell chisel can always imbue 1st, 
and-, and 3rd-level spells using the mithril 
head that remains attached at all times. In 
order to chisel 4th- or sth-level spells, the 
‘user must implement a diamond-tipped 
head. Sixth-level spells require an ada- 
mantine bead, Higher-level spells require 
correspondingly fantastic materials—to 
inscribe 7th-level spell requires abit made 
of shadow. An Sth-level spell requires a bit 
‘made of elemental paticles of ar earth, fre, 
and water, and agth-Level spell requires abit 
‘made of pure magical energy. When a spell 
chisel found, itis typically accompanied by 
only d3 additional heads of various materi- 
als. spell chisel bit functions only ten times 
before it shatters and must be replaced 

Although a spell chisel itself is a minor 
artifact its chisel heads are standard magic 
items and can be created by a spelleaster 
with the Craft Wondrous Item feat who 
meets the bits other prerequisites. 

Items bearing tncast spells are worth 
the same as a scroll of the same name 
plus the base cost ofthe item. 

Spell Chisel Strong universal; CL 20 
Weight 61b. 

Spell Chisel Bit: Strong transmutation; 
CL variable; Graft Wondrous Item, creator 
‘must be abletto cast spells of the spell level 
to be chiseled; Price 12,500 gp (diamond 
bit) 18,000 gp (adamantine bit), 24,500 gp 
(shadow bit), 32,000 gp (elemental bit), 
40,500 gp (magic energy bit) 

APPENDIX 2: 
NEW MONSTERS 

Hordling 
Medium Outsider 

(Chaotic, Extraplanar, Evil) 
Hit Dice: 6d8+12 (hp 39) 
Initiative: +6 
Speed: 30 f 
Armor Class: 19 (+2 Dex, +7 natural), 

touch 12, flat-footed 19 
Base Attack/Grapple: +6/+8 
Attacke Claw 48 melee (1d6+2) 
Fall Attack: 2 claws-+8 melee (1d6+2) 
Space/Reach: 5 ft/s f, 
Special Attacks: Hordling abilities 
Special Qualities: Hordling abilities, 
damage reduction sjlawful, darkvi- 
sion 60 ft,,immune to mind-affecting 
effects, spell resistance 16 
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Saves: Fort +9, Ref +9, Will +3 
Abilities: St 24, Dex 14, Con 14, Int 8, Wis 

8,Cha8 
Skill: Climb +11, Hide +11, Jump 422,Lis- 

ten 48, Move Silently +1, Spot +8 
Feats: Great Fortitude, Improved Initia- 

tive, Lightning Reflexes 
Environment: Gray Waste of Hades, Tar- 

terian Depths of Carceri, Windswept 
Depths of Pandemonium, of the Infi- 
nite Layers of the Abyss 

Organization: Solitary, pair, band (3-12), 
or horde (13+) 

Challenge Rating: s 
‘Treasure: Standard 
Alignment: Always chaotic evil 
‘Advancement: 7+ HD (Medium) 
Level Adjustment: — 

“The hordlings are fiends of varied form, 
power, and appearance. They have in 
common hideousness and hatefulness, 
and roam the reaches of the fiend- 
ish planes, preying upon all things, 

including one another. The strong slay 
and devour the weak. They sometimes 
serve under strong leaders like night 
hags or yugoloths, but are in general 
untrustworthy, rebellious, and quar- 
relsome. Three types of hordlings are 
known to exist—the sinister and mor- 
bid soldiers of the Gray Waste of Hades, 
the brutish and violent thogs of the 
Tarterian Depths of Carceri, and the 
insane and murderous lunatics of the 
Windswept Depths of Pandemonium, 
All three types can be encountered with 
some frequency on certain layers of the 
Abyss as well. To a non-hordling, the 
differences between these three types 
are indistinguishable, and they certainly 
have no tangible effect on their game 
statistics, yet hordlings immediately 
recognize hordlings from other planes, 
and itis for these fellow fiends that their 
deepest hatreds are reserved. 
A few rare artifacts, such as Arodnap's 

Bax and the ruinous Bringer of Doom are 

linked to the hordlings and can transport 
them in large numbers to other planes. 

Hordlings speak Abyssal 

Combat 
Hordlings are combat brutes. They often. 
have special attacks and defenses that 
augment their skills in a battle, but no 
hordling has innate spell-like abilities. 
‘This immediately sets them apart from 
‘most other fiends like demons and devils. 
A specific hordling's combat tactics must 
of course be dictated by the nature of its 
attacks, but in general, these creatures 
prefer to charge directly into melee and 
tear into their victims. 

Hordling Appearance 
All hordlings look different: When you 
create a new hordling, roll on the fol- 
lowing tables to determine the fiend’s 
appearance. Feel free to change, add, or 
delete choices from the following tables 
as you see fit. 

Sse sacs sors 



1 Wedge-shaped 
arconieal 
4 Discoid 
4 Spherical 
5 Cubical 
6) Ovoid 

[Head Adornment | 
1 Bald 
aMane 
5 Frills 
4 Lumps 
5 Feathers 
6 Horns 
Overall Vis 
1 Gibbering, drooling 

"a Glaring, menacing 
3. Twitching, crawling 

“a Wrinkled, seamed 
5 Hanging flaccid 
6 Rotting, tatered 

SSS! 
1 Large, pointed 
2° Small, pointed 
4, Large, drooping 
Large, finlike 
5, Normal, human 
None 
Note: 25% chance to have 4 ears rather 
than a 

1 Dull black 

5 Blank White 
Gr¥ellow 

aS) 
1 Huge, protruding 
2) Small, stalked 
3 Large, multifaceted 
4 Small, sunken 

5; Large, round 
6 Small, lite 

"Note: 10% chance to have 1, 60% chance 
to have 2, 20% chance to have 3, 10% 
chance to have 4 

1 Wide, protruding 
2 Slits only 
Hanging snout or trunk 
4 Long, pointed 5 Large, many-warted 

6 None 

1 Tusked 
oa Many stall fangs: 

3, Long canines 
4 Beak 
5, Crushing teeth 
6 Saw-toothed 

3 Short, thick 
2 Short, thin 
3, Long, thick 

1 Long, prehensile 
2°Short 
3 Long 
4# Long and clubbed 
5 Forked 

iret =e il 
1 Long prehensile toes 
2 Full hoofed 
3 Splay hoofed 

3. Orange-yellow 
4 Olive-green 
5, Blue-purple 
6 Gray-white 

5, Slimy and dripping 
6 

Hordling Abilities 
All hordlings have a number of hordling 
abilities equal to half their Hit Hice(mini- 
‘mum of one}. Thus, the standard six Hit 
Die hordling has three abilities. When 
determining abilities, simply roll d% and 
consultthe following table, Most hordling 
abilities do not stack, so ifyou roll adupli- 
cate that doesn't stack with itself simply 
re-roll until you get one that works. 

2 Short. thick, 

*Can only be used to fly ifthe hordling 
has enhanced mobility (fight) 

4 Tong muscular 
5 Long multijointed 
6 Snake-like lower body 
‘Note: 20% chance to have 3 or 4 legs. 

1 Large, thickefingered Gawd 

8% Roll Ability 
‘or-03 Additional arms 
04-08 Armored 
(09-20. Biteattack 
ni-2g Breath weapon 
35-35 Clutching grip 
29-35 Energy resistance 
3640. Flippers 
1-35 Functional Wings 
'46-50 “Elite hordling™ 
51-35 Enhanced senses 
56-58 Gaze attack 
59-65 Gore attack 
66-68 Increased size” 
69-72 Quick healer 
776 Quickness* 
77-80 Ranged attack 
81-88 attack: 
8-92 Sonie aura 
-100 Tail attack, 
*This ability may be rolled more than once, 

Additonal arms: The hondling gainsan adi- 
tional arm, along with one more claw attack 
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Armored:"The hordling’s natural armor 
bonus improves by an amount equal to 
halfits Hit Dice 

Bite attack: The hordling gains a bite 
attack asa secondary attack that does 148 
points of damage on a hit, 

Breath weapon; The hordling gains a.15- 
foot cone-shaped breath weapon, usable 
once a minute. The DC to save against fs 
10 + half the hordling’s HD + its Consti- 
tution modifier, A character who fails a 
Fortitude save against the breath weapon 
becomes nauseated for 16 rounds and 
takes 1d6 points of Strength damage. 

(Cuiching grip: The hordling gains the 
Improved Grab ability with one of its nat- 
ural attacks, and can constrict for damage 
‘equal to ts claw damage with that attack. 

Elite hordling: One of the hordling’s 
ability scores, determined randomly, 
gains a +4 bonus. 

Energy resistance ‘The hordling gains 
nergy resistance 10 agai 

ity fire, or Sonic). Each time this ability 
rerolled,itapplies toa new type of energy. 

Enhanced senses: The hordling gains 
low-light vision and scent, 

Punetional Wings:'The hordling gains a 
fly speed equal to twice its land speed. It 
has average maneuverability. 

Flippers: The hordling gains a swim 
speed equal to its land speed, and can 
breathe water, 
Gaze attack The hordling’s gaze attack has 

range of 10 feet, which can be resisted with 
Fortitude save against a DC of 10+ halfthe 
hordling's HD + its Constitution modifier. 
Failure to resist this gaze attack causes the 
victim tobe stunned for round, 

Gore attack The hordling gains a gore 
attack asa secondary attack that does 1d8 
points of damage on a hi 

Increased sze'The honing size increases 
to Large. It gainsall he benefits and penalties 
associated with this size change as detailed on 
‘page 261 of the Monster Manual Increase the 
Hordling’s CR by . Each time this ability is 
rerolled the hordling increases by one more 
size category and its CR increases by +, 
(Quit hale: The honing gins fst healings 
Quickness: The hordling’s land speed 

increases by +10 feet. 
Ranged attack: "The hordling can spit a 

lob, bolt; or beam of energy (determine 

type randomly) from its maw once every 
adqrounds.Itmakesa ranged touch attack 
tohit, dealing 1d6 damage per a HD ona 
hit. The range for this attack i 6o feet. 

Reach attack; ‘The hordling’s claw 
attacks gain a +5 ft bonus to their reach, 
Sonic aura'The hordling is surrounded by 

a field of sonic enerpy toa radius of 5 feet. 
‘This sonic energy is unsettling and distract. 
‘ng, creatures within the radius must makea 
‘DG ap Concentration check to cast spells or 
use spell-like abilities In addition, a creature 
that filsa Fortitude save against DCof 10 + 
hualfthe hondling’s HD + its Charisma modi- 
fier becomes frightened for 4 rounds This 
‘sasonic mind-affecting ear effec. 

Tail ottack: ‘The hordling gains a tail 
attack aia secondary attack that does 146 
points of damage on a hit, 

Advanded Hordlings 
In addition to increases in base attack 
bonus, saving throw bonus, skill points, 
feats,andability score increases,ahordling 
fans the following increases as well 

+ Increase the hordling’s natural armor 
‘bonus by +2 for each additional odd- 
numbered Hit Die gained, 

+ The hordling gains an additional 
hordling ability for each additional 
everiniumbered Hit Die gained 

+ In addition to the standard ability 
score increases a hordling gets every 
4 Hit Dice, it gains a 42 bonus to its 
Strength every even-numbered Hit 
Die,and a 42 bonus to its Constitution 
every odd-numbered Hit Die. 

+ Ahordling’s spell resistance is equal to 
10 +its Hit Dice. 

+ Ahordling with at least 12 Hit Dice 
gains damage reduction roflawful. A 
hordling with a east 18 Hit Dice gains 
damage reduction asflawful. 

+ Increase the hordling’s CR by +1 for 
each Hit Die gained. 

Sample Hordlings 
These four hordlings ate provided as 
sample advanced hordlings to use in 
“Chambers of Antiquities.” You can recy= 
cle their base statistics as needed, chang- 
ing their appearance each time you recy- 
cle them in order to preserve the strange 
and chaotic appearance of these fiends, 

SprrTuemaw cru 
‘Advanced hordling 
CE Medium outsider (chai, extraplanar, evi) 
Init +6; Senses darkvision 60 fe; 

Spot +8, Usten +8 
Languages Abyssal 

touch 
bhp 126 (12 HD} OR 1o/lawful 
Immune mind-affecting 
Resist electricity 10; SR 22, 
Fort +16, Ref'+12, Will 49 
Spd 40. swim 407. 
Melee 2 claws +17 (1d645) and Bite 412, 

(1d8+a) 
Ranged Acid glob +14 touch (6d6 acid, once 

every 144 rounds) 
Base Atk +12; Grp +17 
‘Special Ak gaze attack (Fort DC 22 or 

stunned 1 round) 
Biles St-20, Dex 18, Con 22, Int 

8,cha8 
5Q water breathin 
Feats Ability Focus (gaze attach), Great 

Fortitude, Improved initiative, van Wil, 
Lightning Reflexes 

‘kl limb +20, Hide +17, Jump +24, Listen 
+14, Move Silently +17, Spot +14, Swim +13. 

DatAD Gnasnen crn 
‘Advaneed hordling 
‘CE Medium outsider chaotig etraplana ev) 
Init 47; Senses darkvsion 60, owlight 

Vision, seent Spot +16, Listen +16 
Languages Abyssal 

bhp 133 (14 HO; fast healing $: DR 2Ojlaful 
Immune mind-affecting 
SR24 
Fort +14, Ref +14, Will +8 
Spd 30 
Melee 2 claws +20 (1d646) and Bite-+15 

(24643 plus improved grab and constrict) 
Ranged Electricity bolt+16 touch (746 

electricity once every 104 rounds) 
‘Space 5 fi; Reach 5 fi. (10 ft. with claws) 
Base Atk +14; Grp +20 
Atk Options Improved grab (bite), constrict 

14646 
Abilities Str22, Dex 16, Con 20, int 8, Wis 

8, Cha B 
Feats Dodge, Improved initiative, 

Improved Natural Attack (bite), 
Lightning Reflexes, Mobility 

‘Skills Climb +23, Hide +20, Jump +23, Listen 
+16, Move Silently 420, Spot +26, 

“00 soc syncs 
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Vouruneweerch cris 
‘Advanced hordling 
CE Medium outsider (chaotic, extraplanar, evil) 
Init +9; Senses darkvision 69. low-light 

Vision, scent; Spot +18, Listen +18, 
Abyssal 

E22, touch 15, fat footed 27 
bp 184 (16 HO} OR 2OViawful 
Immune mind-affesting 
Resist fire 10, sonic 10; SR26 
Fort +19, Ref +17, Will +9 
‘Spa-40 Rt, fy 80 Ft (average) 
Melee 2 wing buffets +23 (1d8+7) and Bite 

+18(148+3) 
Base Atk +16; Grp 018 
Special Atk Breath weapon (15 8. cone, 

minute, Fort C20 or 146 Strength 
damage and nauseated for 146 rounds) 

‘Bilis 5tr24, Dex 21, Con 29, 1nt 8, Ws8, Cha 
Feats Flyby Attack, Great Fortitude, Hover, 

‘Improved initiative, improved Natural 
‘tack (wing buffet}, Lightning Reflexes, 

‘Skills Climb +21, Hide+24, Jump +25, Usten 
+18, Move Silently +24, Spot +18 

Skuuaeeay cry 
Advanced hordling 
CE Medium outsider (chaotic extraplanar ew) 
Init +6; Senses darkvision 60 A. low-light 

sion, scent; Spot +20, Listen +20 
Languages Abyssal 
‘C40, touch 12, fattooted 38 
hp 225 (18 HO} fast healing 5; OR 15jlawful 
Immune mind-afecting 
Resist fire 10; SR 28 
Fort s21, Ref +15, Will +10 
Spda0f. 
‘Melee 2 claws +29(1d8+11/19-20) and Bite 
427 (L885) and Gore +27 (14865) 

Ranged Fiery ay +20 touch (946 fire once 
every 1d4 rounds) 

Base Ath +18; Grp +29 
‘Special Atk Gave attack (Fort OC 21 oF 

stunned 1 round) 
ties Str33, Dex 14, Con 76 int WB Cha 
Feats Great Fortitude, Improved Bull Rush, 

Improved Critic! (law), Improved 
Initiative, Improved Natural Attack claw), 
Lightning Refleses, Power Attack 

Skills Climb +32, Hide +23, Jump +32, Listen 
+420, Move Silently +23, Spot +20 

Seven-Headed Juggernaut 
Gargantuan Constract, 
Hit Dice: 45410460 (hp 307) 

Initiative: +2 
Speed:z0 ft. 
‘Armor Class: 34(-4 size, +2 Dex, 434 natu 

ral), touch § flat-footed 32 
Base Attak/Grapple 133/56 
Attack Bite +8 melee (ad8+22/18-20/x3) 
Fall Attack Bite +8 melee (2d8422/18-20)xa) 
‘Space/Reach: 20 ft.,/20 ft. 
‘Special Attacks: Auginented critical breath 
‘weapons trample 246722 plus 4d6 fire 

Special Qualities: Construct traits, dam- 
age reduction 15/magit adamantine, 
darkyision 60 f., heat, immunity to 
‘magic, low-light vision 

Saves: Fort +9, Ref +9, Will +4 
Abilities: Str go, Dex 14, Con —, Int — 

Wis a1, Cha 1 
Environment: Any 
‘Organization: Solitary 
Challenge Rating: 18 
‘Treasure: None 
Alignment: Always neutral 
Advancement: 46-60 HD (Gargantuan) 

60-435 HD (Colossal) 
Level Adjustment: — 
This massive construct of iron resembles an 

‘enormous reptile with seven great serpentine 
‘necks cach ending in a tribe reptilian head, 

“The seven-headed juggemaut is a horren- 
ously potent and dangerous construct, 
‘quite possibly the only one of its kind in 
‘existence. Where the Maures found the 
severcheaded juggernaut, how they man- 
aged to transport it back tothe Chambers of 
Antiquities, and how they reprogramed it to 
serve asa guandian there is one ofthe great 
mysteries of Maure Cate, 

‘Combat 
‘When active, the seven-headed juggernaut typ- 
ically charges into melee, beginning combat 
witha trample attack I can actually only bite 
‘with one ofits heads bt the other six can gen 
‘erate devastating breath weapon attacks each 
‘once per round. The sever-headed juggernaut 
uses these weapons against ranged foes, 

‘Augmented Criticals (Ex} The seven- 
‘headed juggernaut’ bite threatens crit- 
ical hit on a roll of 18-20 and infliets <3 
damage on a confirmed critical hit. 

Breath Weapons (Su): Six of the jug- 
sgemaut’s heads can employ breath weap- 
‘ons—each head may use its breath weapon. 
once per round. The save DCs forall breath 

weapons are Constitution-based. The 
breath weapons have the following effects: 

+ Fire gout: 3o-foot cone, damage Sd10 
fire, Reflex DC 32 half 

+ Cold beam: go-foot line, damage Sdio 
cold, Reflex DC 32 half'A creature that fils 
to save also takes 1d6 points of Dexterity 
damage a his body becomes numb. 

+ Poison spray: 20-foot cone, damage 
1d6 Constitution and 146 Strength, 
Fortitude DC 32 negates. 

+ ‘Slowing gas:20-foot by 20-foot cube, slowed 
for acy rounds, Fortitude DC 32 negates. 

+ Lightning cage: One creature within 60 
fect must make a DC 32 Reflex save o 
bbe caught in an electrified forecage, The 
lightning cage inflicts 246 electricity 
damage on its prisoner each round, and 
a Tike amount to anyone who touches it 
‘The cage persists for ad6 rounds and can 
be destroyed asifit were a wall offre. 

+ Shimmering ight Thisyo-foot cone of ight 
acts. as.an area dispel version of greater dis- 
palling that fimctions at caster level 2cth 

‘Trample (Ex): Reflex half DC 47, The 
save DC is Strength-based. The addi- 
tional fire damage is from contact with 
the creature's superheated underbelly 

Heat (Su: When active, the juggernaut’s 
underbelly glons a cherry red as it gives off 
tremendous heat Anyereature that attacks the 
juggernaut with natural weapons, unarmed 
strikes, or light weapons has a 50% chance of 
taking 46 fire armage from the heat 

Immunity to Magic (Ex): The seven- 
headed juggernaut is immune to any 
spell or spell-like ability that allows spell 
resistance. In addition, certain spells and 
effects function differently against the 
creature, as noted below. 

Cold spells that target the juggernaut 
deal no damage, but they do slow it and 
suppress its heat for a numberof rounds 
‘equal to the level ofthe spel. 
"The juggernaut is affected normally by 

rust altacks, such as that ofa rust mon- 
ster ora rusting graspspell. 

Robert J. Kuntz was the co-DM of Gary 
Gygax’ original Geeritawx campaign. His 
credits indude Deities & Demigods, Mor- 
denkainen’s Fantastic Adventure, and 
Dunceon 212 “Maure Castle” 
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DUNGEONCRAI 

MANAG 
THE FLO OF 
IMFORTATIO®N 
PLOTTING THE CAMPAIGN (PART 4) 

@ BY MONTE COOK 
|S BY KYLE HUNTER, 

‘uve developed a great 
campaign. The setting is 

fall of intrigue, secrets, won- 
der, magic, and fascinating NPCs. The 
course of the campaign is all planned 
out, with adventures, revelations, sur- 
prises and interesting twists and turns. 
‘You're very happy with it al 

But as you gaze over your notes and 
plans you begin to wonder: how do you 
{getall this info into the hands (and more 
importantly, the minds) of the players? 
How much do you give them at once? 

YOU ARE THE PLAYERS’ 
EYES AND EARS 
‘You've probably heard it said before—your 
{job as DM is to provide the players with, 
‘what they see and hear. Normally, people 
think about this in terms of describing 
a dungcon room or forest glade, But its 
‘more than that. The DM is the conduit of 
all information that flows from the cam- 
‘algn world to the players. 
The players can't know anything 

unless you tell them. And in that same 
vein, if you give the players some bit of 
knowledge, they know it—you can't take 
it back. That means that managing the 
flow of information, providing enough 
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but never too much, is one of the most 
important jobsaDM has. Arguably, good 
information management can make all 
the difference between a great campaign 
and a mediocre one. And it can certainly 
Prevent a disastrous one. 

HOW MUCH IS ENOUGH? 
First and foremost, remember that your 
players are never going to be able to react 
toyour world like real people if you havent 
made it a real place for them. Provide 
them with vivid descriptions of places and 
things, particularly at the beginning of the 
‘campaign, to seta picture in their mind. 
Besides just the basic details of their sur~ 

roundings (both immediate and beyond), 
players need you to convey to them what's 
‘going on in a manner that gives them 
something to act upon. Ifthe PCs wander 
about town and then sunset comes and 
‘everyone is attacked by vampires that’s an 
interesting surprise—but don't expect the 
players to be ready for it. However, if you 
‘el them that the townsfolk seem skittish 
and pale, and that their wariness grows 
‘more severe as time passes (and night 
approaches}, that's something the players 
‘an absorb and act upon. And when they 
‘try to question someone and that person 

ne 
rrins off, revealing bite marks on their 
neck, suddenly the PCs have a chance to 
figure out what's going on. 

Inother words, you can have the great- 
est plot for an adventure in the world, 
but ifit’s all going on behind the scenes, 
the PCs are never going to understand 
‘or appreciate what's happening. Unless 
things are incredibly straightforward— 
the adventure deals with clearing out 
a cave of bugbears, and that’s really all 
theres toit—you need to figure out how 
to feed the players the details they need 
to figure things out, at least by the end. 
Tn.a complex game, this usually involves 

giving them details, or just fragments of 
details one ata time. Say that ultimately you 
‘want your campaign to be about the nefari- 
‘ous plot ofalich to rise out ofhis tomb and 
Jay waste to the kingdom. You determine 
that a given NPC that the PCs will eventu- 
ally meet knows a few basic fats regarding 
this, but nothing else. Another NPC that 
they'll encounter later knows a few other 
things A few more details can be found in 
«an old book in a ruined tower. And so on. 
The information you dole out becomes a 
‘map of the campaign. Even if the PCs goal 
isnt to find these nuggets of information, 
you still plant them in their way as they go 



oon theiradventures so that eventually they 
discover the ultimate secrets that will lead 
them to the end of the campaign, and sud- 
denly everything that's come before all ties 
together. The clues might nateven seem to 
be connected at first They might not get the 
information “in order.” For example, they 
might learn of an ancient ritual that can 
lay waste to a kingdom. Later, they learn 
thatthe old lich still stirsin his tomb, Later 
stil, they learn that the lich swore to use the 
ritual. Only at the end do they learn where 
thetomb is. Or maybe they learn where the 
tomb is first, and discover the details of the 
ritual Last. t's relly up to you. 

AAs you dole out bits of knowledge, the 
PCs must assemble them together and 
make sense out of them. Remember that 
most players are not TV detectives oF 
‘master sleuths. Figuring out puzzles and 
mysteries is hard, Err on the side of giving, 
itall away I's better for the PCs to figure 
things out too soon (and feel smart) than 
forthem to take forever, getting frustrated 
and probably even bored, 

HOW MUCH 15 TOO MUCH? 
‘There are two cases when you can give 
the PCs too much information. The first 
is the counter of the previous point. IF 
you give away the solution to the mystery 
too easily, the PCs can get bored from the 
lack of challenge, or even frustrated that 
you're not giving them a chance to fig- 
ture it out for themselves, Ifthe scenario 
is a murder mystery and the PCs spot 
the chamberlain slouching away from 
the scene with a bloody dagger, that's 
probably too much information (unless 
of course it's a red herring). Alot of this 
has to do with timing, The chamberlain's 
‘bloody dagger might be the perfect clue 
for the PCs to see, but not right away. 
First, give them a reason to suspect the 
chamberlain. Then, after much inves 
tigation, they finally convinee a young 
scullery maid to tell them that she saw 
the chamberlain with his blood-covered 
dagger right after the murder. 

‘The second case where you can give too 
much information is simply called infor- 
‘mation overload. If you suddenly give your 
players the low-down on the polities and lst 
five hundred years ofhistory ofthe kingdom. 
they've just ridden into, with the names of 

the last sixteen generations of kings all the 
‘vars they've engaged in, and every signifi- 
cant event that’s occurred since events were 
recorded there, and only then begin explain- 
inghow thisreltesto the adventareat hand, 
they're not going to remember much of it. 
{t's too much, and it’s all at once. Even if 
you've taken the time to detail the royal 
genealogy, is it ever going to be important. 
forthe players to know any of it? 

“There are only two kinds of information 
to ver provide to players: 

4. Details that add to the picture they 
have in their minds while they sit 
around the table. (This isn't limited to 
sensory information—sometimes sto- 
ries fall of flavor or setting details that 
convey a mood or an idea go as far of 
farther to establish the fantasy realm 
in the players' mind than simple visual 
descriptions) 

2 Details that help them figure out what's 
going on,’This might be as straightfor- 
ward as, “there are three orcs charging 
withaxes”Itcan alsobe slowly doled out 
clues asto who the orcs are really work- 
ing for, and why. Basically, i's anything 
that has to do with the actual adven- 
ture, whether regarding the immediate 
encounter o¢ the long-term plot. 

‘Anything that doesn't fall into one of 
these two categories is needless informa- 
tional clutter. Rarely—svery rarely—"clut- 
ter” can be good to throw the players off 
the trail in a mystery scenario, but you 
hhave to make sure that they're not thrown 
off for good. Confusing the PCs is only a 
Rood idea once in.a great while, 

CONVEYING INFORMATION 
It’s worth considering how to convey 
important information to the PCs. There 
are four main methods for the DM to 
impart knowledge to the players. 

a. DM Exposition: This normally comes 
at the beginning of the campaign, when 
the DM spends a great deal of time giv- 
ing the basic overview of the setting and 
the set-up situation so that the game 
‘canstart and the players havea sense of 

Show Don't Tel 
Well, Go Ahead and Tell Too 

place and time. Good DMs often write 
up the basic details of the setting and 
the campaign for the players to read 
ahead of time (which we will discuss 
in depth in an upcoming issue). This 
is where the DM says, “Halflings come 
from this region and hate the goblins 
that live in the nearby hills, but trade 
withthe humans in the nearby city state, 
ruled by a queen of incredible beauty 
and extremely unnatural age.” 

‘This doessit always have to come just 
at the beginning of the campaign, how- 
ever. There's no severed tie between the 
[DM and the players once the campaign 
starts. For example, if the players hear 
the name of an ancient dwarven citadel 
‘mentioned, it's perfectly fine for the DM. 
to turn to the player of the dwarf char- 
acter and tell him directly information 
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that he knows about the place, learned 
just by growing up dwarf. 

You should even feel free to bend, 
break or jgnore the rules to provide 
‘such information, Say the PCs enter a 
wooden palisade made of an interest- 
ing type of wood that is particularly 
resistant to fire. Even though one 
might make a Knowledge (nature) 
check to identify the wood as such, the 
DM could also just turn to the player 
With an elf character, or one playing a 
ranger or druid, and tell him that the 
‘woods he grew up in hada great deal 
of this kind of wood and then explain 
its properties. 

‘This is a tricky issue, however. On 
the one hand, you don't want fo slow 
down the game asking if anyone's got 
‘Knowledge (nature) just for some sitn- 
ple fact that might not even be impor- 
tant. Plus, the player running an elfor 
ranger will fel validated that the fla- 
vor behind their choice of race or class 
isn’t being ignored. On the other hand, 
a character that spent his skill points in 
Knowledge (nature) will feel rewarded 
for doing so if you eall for the check. 
‘The best solution is to achieve a happy 
‘medium, usually reserving the checks 
{or issues of import, or player-initiated 
‘concerns Player:"What kind of wood is 
that?” DM: "Make a check” 

. NPC Interaction: Overall, this may be 
the most interesting and rewarding 
‘way to provide the players with infor- 
sation. Talking with NPCs, whether it 
bea friendly conversation, an interroga- 
tion, or a speak with dead spell provides 
the DM with so much opportunity for 
development. Now, thisisttyou talking, 
it's the NPC. NPCs can lie. They can be 
incorrect. They can be biased, or have a 
skewed perspective. ‘Their information 
‘might be spotty. This makes handing 
out knowledge very interesting for both 
yout and the players. Always give the PCs, 
at some point, some insight into the 
NPC they're talking with, so they know 
if they can be trusted, Dont ever make 
it seem like an NPC is speaking with 
the voice ofthe DM. That's metagaming 
and throws off player expectations for 
Future NPC interactions. 

} ues: found mapina treasure hoard. 
‘Amessage on the body of a defeated foe. 
‘These are heavy-handed but sometimes 
interesting ways to dole out secrets. A 
secret in an ancient tome feels like 
something no one else knows, for 
‘example, giving ita quality the words of 
an NPC cannot have. When possible. if 
the PCs find an old map,or a scribbled 
note, draw an old map or write out a 
scribbled note for them ahead of time, 
and hand it to them during the game. 
‘These “props” are easy to make, but add 
alot of flair to.a session, 

‘4 Research/Gather Information/Spells/ 
‘tc: Sometimes information is learned 
through use of the game's mechanics 
‘There's nothing wrong with that, but 
it fy perhaps the least dynamic way of 
handling it. The real advantage it has 
i that it's usually player-initiated. You 
dont tell the PCs to cast commune. They 
decide that Thats also, ofcourse, its big- 
est drawback—you have to be able to 
think on your feet when thishappens. Its 
best if you know what kinds of things— 
from Gather Information or Knowledge 
skills to divination spells—your players 
can do and try to be ready. Ifyou know, 
for example, that the players are going, 
to be hanging around town for a week 
While the wizard seribes scrolls, you can 
expect that the rogue will be tavern-hop- 
ping and using his Gather Information 
killin which he's devoted a lot of ranks. 
If you know the PCs are going to find 
thernselves in areal quandary a certain 
point, be ready for the PCs to cast com 
‘muon or legend lore if you know they can. 

PLAYER MEMORY 
“There is perhaps no greater reward in 
‘being a DM than when you mention the 
name of an ancient civilization during a 
session and one of the players pipes up 
with his knowledge of those people and 
the powerful artifacts they left behind 
Ihidden in ruins along the coast, which is 
haunted by ghouls and harried by tribes. 
of hobgoblins Suddenly, i's not all made 
up silliness but a quasi-real place that the 
players can tall about like it has real sub- 
‘stance. In other words the players remem 
ber some of the details they've learned in 

previous sessions and apply it to some- 
thing going on right now (like real people 
doin the real world every day) 

Still just as often, perhaps even more 
often (depending on your group, and 
how well you've done your job) you men- 
tion the name of the ancient civilization, 
whose ruins occupy that dangerous 
coastal region of your campaign world 
and the players reward you with blank 
stares. They don't remember that it's 
‘come up before, or at best they remem= 
‘ber the name but none of the details. 

Don't be too discouraged. Remember 
that you play for a few hours oncea week, 
and the players all have rea lives that take 
up the remaining 6 days and 20 hours of 
that week, filled with all sorts of details 
they have to remember, movies and ‘TV 
shows they watch, books they read, and 
so on. We're bombarded by details all the 
time, Always remember that even though. 

itall happened just last month to the char 
acters that game session might have been 
six months agoin the real world, and time 
erodes memory. 

Inthe end, dont get mad when your play> 
‘ers don't remember every little detail you 
provide about the game worl, even if you 
da, No matter how hard you try—exceptin 
the rarest of exceptional cireumstances— 
you're always going to be more invested in. 
your creation than someone else, Assume: 
that their memories need a little jogging 
‘now and again, or even every time. Then 
you'll be pleasantly rewarded when they do 
remember, And whatever you do, reward 
the player who does remember something 
about the campaign. Tel them, in front of 
the entire group, how smart they are for 
rememberingand how cool you think tis. 
Maybe even give them a small experience 
point reward if you like. Nothing encour 
ages like encouragement. 

Next Time: Tying together the ideas in 
this issue as well a some in those previ- 
‘ous, next time 'l present a fully leshed- 
‘out example ofa campaign ovine, with 
specific ideas of how to manage the 
information presented within it. 

‘Monte Cook is the author of the Duxazon 
Masten’s Guide. Check out his publishing 
company, Malhavoc Press, at montecook.com, 
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SMELLS 
OF THE C 
G@ BY ALEC AUSTIN 
[(S BY KYLE HUNTER, 

TIG DUNGEON JULY 2005 

Jong with sightand sound, , = 
ofthe primary ways char- 

acters experience the world. While most 
PCs lack the scent ability, this does not 
‘mean you should ignore a powerful tool 
for characterizing a city, neighborhood, 
orNPC. 

FIRST IMPRESSIONS 
As they approach a city, characters often 
smell it before they get a clear look at 
it, The air around a seaside city is filled 
with the briny scent of the ocean, while 
a desert city smells of baked stone and 
sand. A fishing village built on mud- 
flats may well reek of fish guts and rot- 
ting vegetation, while a town’s tannery 
stinks of pollution and chemicals from 
miles away. A city’s level of sanitation, 

the habits ofits people, and its environs 
all influence what the PCs’ first whiff of 
its air tells them about it; for example, a 
bloody and barbarous goblin city built 
atop windy bluffis less likely to reek of 
filth and old blood than one built in the 
depths of a stifling cavern. 

PUBLIC SANITATION 
Most medieval European cities had 
streets that were little better than open 
sewers, as their citizens emptied their 
chamberpots out of their windows. In 
contrast, many Roman cities had aque- 
ducts, sewers, and running water. The 
presence of magic in the D&D game 
allows for an even wider array of public 
sanitation options. A city whose streets 
are swept by skeletons and zombies may 
smell faintly of decay and rotting flesh, 



while one that feeds its rubbish to a cap- 
tive fire elemental may well choke on its 
‘own smoke when the wind blows the 
‘wrong way. 
‘A city’s size is another major influ- 

ence on how polluted its atmosphere 
becomes. While a hamlet of people 
burning coal and firewood may pro- 
duce only 4 little smoke, the chim- 
neys of a city of thousands belch forth 
clouds of smoke and ashes A metrop- 
olis (like London in the 19th century) 
may produce so much smoke that its 
sky becomes permanently overcast 
and impenetrable clouds of fog and 
soot constantly descend «pon it. These 
problems may bealleviated through the 
‘widespread use of household magic or 
air elementals summoned to help keep 
the smoke at bay. 

PEOPLE 
‘The personal sanitation of a city’s 
people affeets its smell as thoroughly 
as any public sanitation measures 
it may have in place. For instance, a 
crowd of sweaty, unwashed goblins 
can instantly be distinguished from 
more fastidious people such as elves, 
who wash every day, or salamanders, 
whose personal fire burns away bodily 
filth, Barring extreme cases such as 
troglodytes, characters can gather a 
substantial amount of information 
from how the groups or individuals 
they encounter smell. Ahalf-ore whose 
armor and weapons reek of rotting 
blood sends quite different message 
from the aristocrat who douses him- 
self in cologne and perfume as part of 
his daily toilette. 

Generally, the wealthier character 
is, the more resources he expends to 
make himself smell better. While this 
means baths, deodorant, and perfume 
in most human cities, different cul- 
tures might well have different stan- 
dards. The respect that dwarves have 
for smiths and craftsmen might result 
in “perfumes” that make their wearer 
smell as if they had just spent several 
hours working with hot metal, while 
the devils of the Nine Hells might seek 
to intensify smells like brimstone 
or offal. 

INDUSTRY 
A city's industries have 2 dramatic 
effect on its smell. While tanneries and 
ying vats stink of chemicals, slaugh- 
tethouses reek of blood, and forges 
and foundries smell of sparks, smoke, 
and heated metal, 2 magical world 
has many other industries which pro- 
duce their own scents. Alchemical 
laboratories and wizard’s workshops 
could smell of ozone, acid, or any- 
thing imaginable, though unless their 
owner is distilling liquid sunlight or 
something similar, their mix of exotie 
scents is unlikely to be very pleasant. 
Just a5 mundane breweries infuse 
their surroundings with the scent of 
alcohol and fermenting grain, magical 
distilleries might well smelt like their 
Product's eventual flavor. A necropo- 
lis that specializes in mummification 

it smell of exotic spices, preserva- 
tives, and camphor ofl, while one that 
focuses on raising armies of mind- 
less undead is more likely to smell of 
freshly turned earth, decaying flesh, 
and moldering bones, 

INTERIORS 
‘Of course, any building is likely to smell 
of the material used to construct it. 
While this is obvious in the case of wood 
and stone buildings, more exotic build- 
‘ng materials produce exotic smells. A 
tower lined in flesh, for instance, might 
stink of pus and other unpleasant flu- 
fds, while one made of iron is likely to 
‘smell of rust or freshly scoured metal. 

Just as a character's social class ean 
often be discerned by how she smells, 
the quality of a business or other 
establishment may be indicated by the 
nature of its scent. A stinking, muddy 
riverside tavern is unlikely to compare 
toan establishment smelling of baking 
‘bread and freshly cut flowers. Which 
scents indicate quality 
‘may vary, The cleanti- 
ness of a smith’s forge 
is unlikely to cor- 
rélate with the qual- 
ity of his wares, and 
the high priest of a 
church filled with 
valuable incense may 

care more for his own status than the 
‘well being of the faithful. 

PLAYER CHARACTERS 
Characters who stumble into town 
after a long journey or a battle are 
unlikely to smell like roses, and this 
could easily bias their perceptions, 
After all, if you stink of ore guts, you 
eventually become accustomed to the 
scent. Similarly, characters who insist 
on contacting NPCs without washing 
or changing their attire might well 
receive a chilly reception (suffering up 
toa-10 circumstance penalty to Diplo- 
macy and appropriate Bluff checks), 
and may need to turn to perfume or 
magic to cover the lingering scents of 
battle, especially if they have no time 
to bathe. 

PERFUMES AND DEODORANT 
Perfiames are available in a wide vari- 
ety of scents, from the cheapest oils 
meant to cover even less pleasant 
smells, to the delicate and complex 
scents favored at the royal court. Cheap 
perfirme replaces a smelly character's 
social penalties with a flat ~1 pen- 
alty on Diplomacy and Bluff checks, 
More expensive and subtle perfumes 
negate these penalties completely or 
grant a bonus in interactions with 
characters that find them appealing. 
Cheap perfume grants a +10 circum- 
stance bonus on any attempt made 
to track the wearer by scent, while 
other types of perfume grant a +4 
circumstance bonus. 

Alchemical deodorant helps destroy 
a character's scent, negating any scent- 
based social penalties a character suf- 
fering, Attempts to track the character 
via scent suffer a4 penalty. Each dose 
of perfume or deodorant lasts for 
ag hours. 

Social Weight 
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wv fler dispatching the 
ancient guardian, you 
find yourselves before a 
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large door, one that obviously leads into 
the Inner Temple. The door creaks open, ing” 

PC: “Hey, wait! Were not going anywhere 
_yet! That golem was tough, and we've got to 
replenish hit points and spells! We're going to 
stop and rest here.” 

“You're going to stop and rest on the 
bblood-soaked steps ofa temple of Orcus? 
But you just arrive 

PC: "Hoy it may bea little uncomfortable, but 
its only for eight hours.” 

‘There's no question that a party 
has the best chance of success when 
they are at their strongest, with maxi- 
mum hit points and a full allotment 
of spells. Knowing this, most groups 

try to plan their movements so that 
they are fully rested and ready to go 
when it comes time to take on the bi 
gest, meanest threats. The problem is 
that they usually don't know what's 
Jurking around the next bend in the 
dungeon corridor. This can result in 
an overly cautious group of adventur- 
ers who would rather rest than take a 
chance at being unprepared for “just 
‘one more room.” 

‘As a DM, you can't always anticipate 
when oF where your party is going to 
want to set up camp. While leaving the 
dungeon to rest is probably the safest 
option, no one wants to“give up ground” 
when fighting through an enemy strong- 
hold, so parties often try tocatch the req- 
uisite eight hours of rest wherever they 
are, despite the inhospitable, uncomfort- 
able,and generally dangerous surround- 
‘ngs. With this in mind, here are a few 
optional rules to make your players work 
for their rest. 



MAKING CAMP 
Before hit points can be recovered and 
spells can be regained, the party must 
establish where they will be making 
camp. Some groups prefer to return 
to the closest cleared-out room, while 
others may be content just flopping 
down in the middle of the hallway 
where they just fought their latest bat- 
te. Dungeons, are cramped, crowded, 
and not designed for the comfort and 
convenience of the loitering wan- 
deter. Of course, a skilled adventurer 
knows how to make the most out of 
any situation, 

‘When your party decides to stop and 
rest within the dungeon, have them 
‘make a Survival check to set up a suit 
able campsite.‘The base DC of this check 
should be 10, adjusted by the following: 

Condition 

Inhospitable conditions 
(dampness, extreme temperatures, 
uneven ground, dangerous flora, ete) 
‘Area has been designed/modified 
for habitation by humanoid creatures 
(furniture, tapestries, rugs, firepits, etc) 

‘Once the base DC is established, the skill 
check roll is adjusted by the following: 

to 
Per additional party member that 
successfully assists 

‘Familiarity with Jocal area/terrain 
Access to available stores and provisions 
(food, potable water, fuel) in thearea 
eee 

Keep in. mind that other factors 
(level of illumination, fatigue, etc) 
could affect the skill check. A charac- 
ter can search for 10 minutes to take 10 
onthe check, but normally cannot take 
20 because there are consequences 
for failure. 

Adjustment 
to Base DC 

Per additional party member after the first. +2 

Once the check is made, the quality 
of the campsite is determined based on 
the difference between the roll and the 
target number, 

‘Missed by sor more: No place well suited. 
fora camp ean be found nearby. The party 
can still opt to stop and rest even after 
a blown skill check, but the benefits (if 
any) of such rest will be negligible. No hit 
points are regained for resting, Arcane 
spellcasters do not get enough tininter- 
‘rupted rest to prepare new spells. 

Missed by less than 5: The conditions 
orterrain prevents adequate rest. No hit 
points are regained for resting, Arcane 
spellcasters must make a DC 15 Con- 
centration check to overcome the dis- 
comfort and get into the proper state of 
‘mind needed to prepare new spells. 

Suecess: The party establishes a firme 
tional camp. While not the 
most comfortable or luxit- 
rious of rest sites, the char- 
acters manage to make the 
‘most of things and can get 
enough well-deserved rest 
(@ssuming nothing untoward 
happens during the time...) 
Hit points are regained after 
Shouts of resting ata rate of 
a hipflevel. Arcane spellcasters 
can prepare new spells, 
‘Suecessfl by +20 or more: Hit 

points are regained after § hous of rest- 
ing ta rate of: hp/level. Arcane spellcast- 

‘rs can prepare spells as nor- 
mal.Jn addition, the drain on 
the party’ stores (in the form 
‘of food, water, torches, fxel, 
etc) is reduced by one half, 

a 

=e 

Rall 

+7 eflecting the group's ability. 
42 to be more efficient and use 

resources at hand, 

i OTHER SUGGESTIONS, 
‘THREATS, AND 

44 OBSTACLES 
-Byen with a successfull camp 

established, stopping in the same place 
for several hours in a dungeon setting is a 
‘dangerous proposition. Hereare some sug- 
gestions for making the rest break a litle 
more interesting: 

Wandering Monsters: The clas 
‘sic bane of camping in a dungeon, 

wandering creatures could be attracted 
to the light of a party's campfire or 
the smell ofa meal being prepared, or 
they might just happen upon a party 
that is camped along their patrol 
route. Alternatively, the remains from. 
the party's most recent battle could 
attract scavengers such as rats, carrion 
crawlers, or oozes, Intelligent foes 
should take the opportunity to size 
up the party's strength, possibly wait- 
ing until mostare asleep or otherwise 
distracted to attack. Or they could use 
the extra time to set up an ambush or 
get reinforcements. 

Resetting Traps and Wards: A party 
may defeat traps and magical wards to 
win through an area, but in-many cases 
those same traps and protections may 
be setto renew themselves after period 
of time. Nothing is worse than realizing 
that you've spread your bedroll out over 
an electrified floor, or that the altar in the 
comer recharges its unholy power every 
fourhours,or that the pieces ofthe stone 
golem are set to reassemble themselves 
six hours after its defeat. 

Dangerous Ecologies: Dungeons, 
especially natural caverns, may contain 
dangers that are not readily apparent to 
the average adventurer. A cavern may be 
dry when the party decides to rest there, 
only to flood without warning with the 
incoming tide. Innocuous looking fingi 
‘may slowly release spores into the air 
that prove to be toxic over several hours, 
Ahorde of stirges or other vermin could 
lise the chamber as a route when leav- 
ing for or returning from a hunt. If you 
use any of these options, be sure to allow 
the characters a chance to find a clue or 
notice some sign that the campsite may 
not be suitable for very long, 

Keep in mind that the point is not to 
penalize your players for being cautious, 
but to encourage them to extend that 
same caution to non-combative encoun- 
ters such as resting to recover and pre- 
pare. Asking the players to use theirskills 
and take precautions ina dungeon makes 
thingsa little more realisticand the ocea- 
sional encounter with the unexpected 
makes something as straightforward 
as making camp a litle more exciting 
and memorable. 

JAY 2005 DUNGEON 119. 



ALor oF 

[AND FEONA ARE A LOVELY COUPLE. A NEBLIN AND DestiooU 

WASTARDS. E MET. N (PLETE EVIL. Bi [OW THE GRAY CORSAIR'S EXPEDITION. 

<i. 

(PSN) 29 .) 
YP 28 cance, APreR WE SET YOU DOWN. NO-ONE | S SET OFF HAS b DOWNER'S UITTLE TRAP. 

sy Sa Sani, 





THE ORC 
AMD PIE 
EDITIOT?N 

‘vera years ago, Monte Cook 
{one of the guys behind the 
‘Third Edition of D&D, for 

the two of you out there who don't know... 
and thanks for reading my colamn, mom 
and dad) wrote up an adventure that occu- 
pies equal parts myth, legend, and infarmy 
in the halls of gaming, 
Its official name is "The World's Short- 

est (Yet Technically Complete) Adven- 
ture,” but itis usually referred to as "The 
Ore and the Pie.” 

Itgoes something like this: There's this. 
teni-by-ten room. In the room sa piece of 
pie."The pie fs guarded by an ore. The goal 
is to ill the ore and eat the pie. 

‘The adventure, which started out as a 
parody, has taken oma life ofits own Monte 
hhas been known to rin the adventure at 
cons, and there are even T-shirts that vic- 
torious pie-eaters can buy: The Oreand the 
Pic has spawned fin fiction, flk songs. and 
a forthcoming series of novels to be writ- 
ten by Margaret Weis & Tracy Hickman. 

(Well, maybe I made most ofthat up, but 
trust me, mom and dad, its really popular) 

‘Though I've been familiar with The 
Ore and the Pie for years, I never got a 
chance to actually play it, until now, 

“Are we ever going to play D&D?” my 
stepson Nolan asked me late one after- 
noon as we washed dishes together. 

“L hope so," I said. “I've just been 
really busy.” In the last few months, 
my life has gotten very full. 'm writing, 
mote and more professionally, and I've 
been out ofthe house an average of four 
nights a week. Both kids have massive 
homework commitments, and equally 
massive commitments to hanging out 
with their friends. 

He handed me a dish to dry. “We've 
‘been trying for like a year, Wil” 

“1 know" I said. “It's just so hard to. 
find the time to prepare an adventure, 
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and I don't want it to 
suck." I dried the last 
dish and turned off 
the sink, 

“Well, 1 hope 
wwe can play soon.” 
he said. “Can T go 
across the street?” 

“Sure. Have fun.” 
1 stood alone 

kitchen and watched’ 
on my patio. “D&D is a great oppor- 
tunity to hang out and bond with the 
kids, you moron." I thought to myself: 
“You know what you need to do? You 
nied to make the time to play. It doesn’t 
have to be anything major, you know. 
Hell, it could be as simple as The Orc 
and the Pie.” 

OF course! It was that simple. I raced 
to The Internets and looked up Monte’s 
website. I printed out the adventure,and 
got to work. Fifleen minutes Tater, my 
dining room table looked like a snapshot 
from high school: The PHB, a DMG and 
screen, a map and dice. 

Tealled across the street, and asked my 
neighbor to send Nolan home. 
“Wil? Am Tin trouble?” he called from 

the front door. 
"No," I said, “Just come into the dining 

room, please.” 
He walked in, and his eyes lit up. 
“We're playing D&D" 
“Sort of” I said “This isjusta quickadven- 

‘ture to warm us up for the real thing” 
took his barbarian out of my DMG and 
handed it to him. After about thirty min- 
tutes of preparation, we were ready to go. 

“Okay, you're standing in front of 
wooden door. The corridor continues 
behind you for about fifteen feet, and as. 
far as you can see ahead.” 
“Topen the door!” 
“Okay, you open the door, and see an 

‘orc, guarding a piece of pie.” 

‘hasrtion by Ston Show 

He frowned. “What?” 
“There's an orc,and there's a pie, What 

do you want to do? The ore looks mad." 
“Well, I guess I'l attack the ore and 

take his pie.” 
“Okay, You've surprised him, so you 

have initiative. Make an attack rol.” 
Helooked down atthe table. "Oh! Wai!” 
He ran back to his room, and emerged 

with a red velour bag, “It’s the dice you 
gave mey"he said, 

Imadea Will save and managed to not 
leap up from the table and hug him. 
He pulled out a black dao and rolled 

ita. 
“Woaht Eighteen! Cool!” 
“Well, you sure hit him. Roll for damage” 
He grabbed a diz and flicked it up into 

the air. Inbounced down off the edge of 
the PHB and came to a rest against my 
DM screen, 

“Tent” He said. "Yes!" 
“Your great axe whistles through the 

air, and cleaves the orc in halfl What are 
you going to do with the pie?” 
“Wait Nolan said. "That's it?” 
“Well... yeah. It's The World’s Shortest 

(Net Technically Complete) Adventure.” 
Uh-oh. Did Tjust ruin D&D for him? 

“Wil, that was—" 
“Lame?” 
“Fun!” He grinned. “When can we 

play for real?” 
“Soon.” [said. “Finish your pie” 

(Check out Wil’ blog at wilwheaton.net. 
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THE WHISPERING CAIRN 
By ik Mona 

A handful of would-be adventurers gath 
to explore an ancient tomb, eag 
their discoveri 

of the Age of 
jecay, and writhing doom. An Age of 
s Adventure Path adventure for 1 

level characters. 
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AGE OF WORMS 
CONVERSION APPENDICES 

Enrrnon (by Keith Baker) 
Eberron is a world shaped by prophecy. 
Dragons and demons fought a terrible war 
at the dawn of history, and the mightiest 
of the fiends were bound in the under- 
world of Khyber. But bonds can always be 
broken. For tens of thousands of years, the 
dragon sages of Argonnessen have studied 
star, stone, and sea, seeking insights into 
the living prophecy that shapes the destiny 
of Eberron. Those who know the secrets of 
the Draconic Prophecy have heard of the 
Age of Worms: a time of terror, a reign 
of death, when dragon and human alike 
will be corrupted and enslaved by the 
ancient evils. ‘The seers of Argonnessen 
know that this darkness will one day over- 
take Eberron; they believe that it is inevi- 
table."The only question is when. Over the 
course of this Adventure Path, a sinister 
force will set the wheels of the age in 
‘motion: it will fll to the heroes to serve as 
the agents of destiny, to find a way to stop 
the Age of Worms. 

The Wind Dukes 
“The Whispering Cairn” introduces the idea 
of the Wind Dukes of Aaga and the armies 
of Chaos, two ancient powers that fought at 
the dawn of time. In Enrrxow, the Queen of 
Chaos and Miska the Wolf-Spider were two 
of the mightiest children of Khyber. In the 
first age of Eberron, these beings and oth- 
ers of their ilk commanded vast armies of 
rakshasa and other fiends. When the couatl 
and the dragons rose up to fight the fiends 
that covered the land, they sought allies in all 
comers of the world, and ultimately even the 
outer planes, On Lamannia, the conatl emis- 
sary found a nation of mighty genies, and 
many were sympathetic to Eberror’s plight. 
‘These were the Wind Dukes, Deadly warriors 
and powerful wizards, these elemental lords 
fought alongside the greatest of the dragons, 
and wind and fire scattered the armies of 
Khyber. Even today, the names of the Wind 
Dukes are still spoken in whispers in the 
ruined halls of Ashtakala. 

‘But as powerful and valiant as the allies 
were, it was a battle that could not be won. 
‘The mightiest children of Khyber could 
not be destroyed: their spirits would sim- 
ply reform. The couatl retired into Sarlona, 
seeking to find a way to bind the demon 
lords. Meanwhile, the dragons and the 
Wind Dukes took a different approach— 
creating a weapon that could banish a 
fiend’s essence from the Eberron itself. 
‘The Wandering Dukes traveled across 
Eberron and all of the known planes in 
search of power. And ultimately, they cre- 
ated the Rod of Law, forged in dragontire 
and cooled in purest elemental air. Unfor- 
tunately, it was only used once before it 
was lost—but Miska the Wolf-Spider has 
never been seen again. 

It is believed that all of the Wind 
Dukes were destroyed in the war against 
the rakshasa, but their tombs and relics 
still remain, 

The Seeker Lodge 
‘The Seekers can be incorporated into 
Enerrow as is, as a new secret society. How- 
ever, they could be an unscrupulous arm of 
Morgrave University, or an agency aligned 
with members of the Aurum who possess a 
particular love for antiquities. Alternatively, 
the organization could be replaced with the 
Wayfinder Foundation—although Wayfind- 
ers are less likely o resort to subterfuge than 
Ulavant or Khellek. 

Filge 
In Encounter 5, a male elf corpse tells 
Filge “the Guild of Wizardry was wrong to 
turn you out.” This should be changed to 
“the Esoteric Order.” The Esoteric Order 

of Aureon is described on page 147 of the 
Sharm: Cty of Towers sourcebook. Filge’s 
necroinintic experiments. violated the 
principles of the Esoteric Order, but as a 
rational arcane sage, Flge had no interest 
in joining the Order of the Emerald Claw, 
ont of the tstal batiions for necroman- 
cers. Hamilisted, be made ‘his way from 
Sharn to Diamond Lake, and he has been 

Turking in the shadows of the great towers 

Diamond Lake 
Diamond Lake is located in the King- 
dom of Breland, Find the town of Moon- 
watch at the western edge of the Hilt, and 
follow the trade road to the northeast. 
When the road reaches the Dagger River, 
you will find yourself at Diamond Lake, 
high above the waters of the Dagger. 
On a clear day you can see the towers of 
Sharn—which serves in place of the Free 
City—to the southeast. Three times each 
week barges stop at the lower docks of 
the town, picking up shipments of ore to 
be processed in the foundries of the City 
of Towers. The small lake that gives the 
town its name is located up at the top of 
the cliffs, and some old salts claim that 
there are tunnels at the bottom of Dia- 
mond Lake that lead all the way down to 
the Dagger itself. 

‘The mines of Diamond Lake run down 
into the cliffs along the Dagger’s edge. 
‘The majority of the tombs and cairns 
in the hills around the town are tied to 
three cultures: the ancient goblins of the 
Dhakaani Empire, Malleon the Reaver 
and the other humans who first settled 
the region during the migration from 
Sarlona, and the strange, alien archi- 
tecture of the daelkyr—the remnants 
of the war that shattered goblin civili- 
zation in ages past. And then there are 
a few older tombs, which legends claim 
date back to the Age of Demons itself. 
For centuries these structures have 
drawn scholar and adventurer alike, 
both hoping to uncover new ruins from 
the fallen civilizations—and to find 
treasures overlooked by those who have 
gone before, 

Dunceow #124 Map & Handout Supplement © 2005 Wizards of the Coast, Inc. Permission to photocopy for personal use only. All rights reserved. 

BBE] ounceon 126 supplement 



Aside from the Dagger River to the east, 
few physical changes are required to use 
Diamond Lake in EneRnon. Specific NPCs 
will be dealt with in the conversion notes 
for the adventures in which they appear. 
However, there are a few changes that will 
help to draw Diamond Lake more fully 
into EneRnon, as outlined below. 

Tidwoad's 
‘The dragonmarked House Kundarak 
dominates the banking trade. As a result, 
the banker Tidwoad is actually Tidwoad 
4@’Kundarak (LE male dwarf expert 5), who 
uses his dragonmark gift of arcane lock to 
help secure his many vaults. 'Tidwoad’s 
bank also holds a House Sivis speaking 
stone, allowing residents to send and 
receive messages for a fee. A number of 
Sivis gnomes reside in the shop to operate 
the stone and assist Tidwoad with book- 
keeping, The senior Sivis representative is 
Lylana Lyrriman d’Sivis(N female gnome 
bard expert 3), a garrulous woman who 
will keep customers talking for as long 
as possible, 

Healing 
‘The largest dragonmarked outpost in Di: 
‘mond Lake is the Jorasco House of Heal- 
ing, maintained by Taskar d’Jorasco (N 
male halfling adept 4/dragonmark heir 3) 
‘Taskar has a number of adepts and mun- 
dane healers in his employ, and he caters to 
travelers, injured miners, and adventurers 
who take unwise risks in the ruins. Heal- 
ing spells and potions should be obtained 
at the refuge, as temple priests rarely sell 
their services. 

Religion 
"The Chapel of Heizoneous is instead dedi- 
cated to the sovereign Dol Arrah, the god- 
dess of honor and battle, and the wall fresco 
displays Dol Arrah in battle with the dark god 
known as the Mockery. 

‘The Church of St. Cuthbert becomes a 
temple of the Silver Flame. The follow- 
ers of the Flame have always striven to 
fight both spiritual and physical evils, 
and the zealous Jierian Wierus exhorts 
his congregation to battle the evil that 
lurks within all mortal flesh through 
their frequent acts of flagellation. 

‘The Diamond Lake Boneyard is pro- 
tected and maintained by the Restful 
Watch, a small and obscure cult that wor- 

ships both the sovereign lord Aureon and 
the deity known as the Keeper. Followers 
of the Restful Watch believe that the keeper 
snatches worthy souls to protect them from 
Dolurrh, and that some day, when the time 
is right, he will return these souls and the 
dead will rise again. 

‘The Ebon ‘Triad reveres the Shadow, the 
‘Mockery, and the Keeper—though they have 
a very different view of the Keeper than the 
Restful Watch. This cult will be explored in 
greater detail in the second installment of 
the adventure path, 

Getting the Players Involved 
Consider the following options for characters 
belonging to Eberron's unique races 

Changelings: ‘There are a few changelings 
{in Diamond Lake. Most have ties to the Mid- 
night Salute; Purple Prose may actually be a 
changeling herself 

Kalashtar: A kalashtar seer has had pre- 
cognitive visions of a terrible disaster, but 
she cannot narrow the focus to determine 
its exact nature. A kalashtar may have been 
sent to the town to watch for any signs of 
this rising evil 

‘Shifiers"There should bea number of shift- 
ers at the Bronzewood Lodge, but shifter 
zangers and scouts could also be attached 
to the garrison; the question is whether the 
character isa child of the wilds, ora member 
of Brelish society 

Warforged: ‘The warforged are tireless 
workers with no need for food, and as such 
they would be welcome in the mines. How- 
ever, established miners might see a new 
wave of warforged as a threat to job security 
former warforged soldier might continue 
to serve at the garrison. Or perhaps a war- 
forged adventurer has become fascinated 
with the ruins: as a member of a race with 
no history, he is intrigued by the remnants 
of fallen nations. 

The Forcorren ReaLms 
(by Eric L. Boyd) 
‘The Age of Worms Adventure Path can be 
incorporated into the FoGorreN REALMS 
witha minimum of work for the Dungeon 
Master. Each installment of the adventure 
path will be accompanied by a sidebar 
detailing suggested adaptations to the 
adventure, Note that in lieu of repeatedly 
saying “In the Realms, XXX is known as 
YVY," these sidebars use the convention 
“XXX (YYY)"” 

Future Forcorren Reams products 
will not treat the events in the Age of 
Worms Adventure Path as “canon,” but 
the unfolding of events suggested in these 
sidebars will not diverge unduly from the 
“core Realms” unless the characters fail or 
the Dungeon Master wishes them to. Each 
Forcorren Reatms conversion appendix 
may refer to various ForcoTTeN Reatars 
products, including, but not limited to, City 
of Splendors: Waterdeep, Faiths & Pantheons, 
Lost Empires of Faeriin, Serpent Kingdoms, 
and Underdark, but only the Forcorrex 
Rearms Campaign Setting should be strictly 
necessary to adapt the campaign to the 
Forcorren REALMS. 

Characters in the Realms begin their 
careers in the town of Daggerford (Dia- 
mond Lake) along the banks of the River 
Delimibiyr exploring the Forlorn Hills 
(Cairn Hills) and the Lizard Marsh (Mist- 
marsh) before moving to Waterdeep (Free 
City), Longsaddle (Magepoint), the Chul- 
tan Peninsula (Amedio Jungle), the West- 
em Heartlands (Alhaster and Redhand), 
and Skull Gorge (Rift Canyon and Worm. 
crawl Fissure). For those DMs who used 
the Shackled City Adventure Path in the 
Realms, note that these sidebars assume 
that the city of Cauldron sits in a caldera 
on the Chultan Peninusla, on the north- 
ern slopes of the Sanrach Mountains, just 
east of the Jungles of Chul. 

Diamond Lake 
‘The Adventure Path begins in late spring 
of the Year of Lightning Storms (1374 Dx) in 
the town of Daggerford (Diamond Lake), 
which lies along the northern bank of the 
River Delimibyr (Diamond Lake) where 
the Trade Way crosses the river. Aside from 
abriefmention in the Forcorren Rearms 
Campaign Setting, further details about 
Daggerford may be found in the second 
edition products Ns: Under Ilefarn, Volo's 
Guide to the Sword Coast,and The North. The 
last is available as a free PDF download on 
the Wizards of the Coast website, http:// 
www.wizards.com/dnd, and contains a 
‘map of the town, 

Daggerford differs from Diamond Lake 
in that itis walled, it lies om the banks of a 
river ford, nota lake, and, until recently it 
‘was a much nicer place than Diamond Lake 
and ruled by a hereditary duke. The most 
important difference is that the mining 
industry does not dominate Daggerford to 
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the extent that it does in Diamond Lake, 
so that the conflicts among the mine own- 
ers are but one of many threads of con- 
flict within the town of Daggerford. The 
DM can either use the map of Diamond 
Lake with Realms-version place names 
or the Daggerford map found at the 
above-mentioned URL. 

‘The most prominent deities in Dagger- 
ford include Chauntea (Beory), Lathander 
(replaces St. Cuthbert, although dogmati- 
cally Helm is a better substitute), Tempus 
(Kord), Tymora (Norebo), and Tyr (Heirone- 
ous). Local sects include the Bronzewood 
Lodge of Silvanus (Obad-hai), the Cult of 
Ascended Lovers (Cult of the Green Lady, 
a local sect that venerates Kelemvor and a 
dark aspect of Mystra in liew of Wee Jas), 
and the Twilight Monastery is managed by 
‘monks of the Old Order. The Ebon Triad 
is a sinister cult venerating three gods 
slain during the ‘Time of Troubles (1358 
pr): Bane (Hextor), Bhaal (Erythnul), and 
‘Myrkul (Vecna). The Realms-version of the 
Ehon Triad seeks to bring about the rebirth 
of the Dead Three. Unlike in the standard 
Adventure Path, where cultists of the Ebon 
‘Triad are dangerous, deluded fools, the 
Realms-version of the cult is actually onto 
something, acting as key players in a cen- 
turies-old divine plot initiated during the 
‘Age of Netheril by Jergal, Lord of the End 
of Everything. 

Nearly two years ago, unknown assas- 
sins poisoned the Duke of Daggerford, 
Pwyll “Greatshout” Daggerford, his sister, 
Lady Bronwyn, and his bastard brother, 
Lord Llewellyn Longhand, leaving the 
duchy without an heir. (Luzane Parrin’s 
late husband died in the same incident) 
‘The perpetrator(s) were never canght. 
Soon thereafter, the Town Council met 
and elected Lanod Ondabar (Neff) of Iriea- 
bor, the little-known brother of the well- 
respected Delfen “Yellowknife” Ondabar 
(Allustan, but CN, short, and increasingly 
stout), as governor-mayor. Rumors suggest 
that the Town Council settled on Lanod 
Ondabar as a compromise candidate and 
lesser evil in lieu of Balabar Smenk, 

‘As governor-meneral, Lanod quickly 
appointed his old adventuring compan- 
ion, Cubbin, as sheriff and began selling 
political favors from the former duke's 
castle to the highest bidder. In less than 
24 months, the once-proud town of Dag- 
gerford has become synonymous with 

vice and exploitation, to the frustration 
of Sherlen Spearslayer (female variant of 
Captain Tolliver Trask). Long-established 
businesses have been sold, their owners 
forced out by “new investors” allied with 
Lanod and Cubbin. 

In conscious imitation of the Lords 
of Waterdeep, the identities of the 23- 
member Town Council of Daggerford 
are nominally secret except to each other, 
but “everyone” knows the roster includes 
the town's guildmasters and most promi- 
nent clerics. The current Council roster 
includes Baergon Bluesword (CG male 
half-moon elf Ftr7/Clz7 [Tempus)), Bando 
the Lame (CG male lightfoot halfling Ciro 
[Tymoral), Derval Ironeater (Dulok Blit- 
zhame), guildmaster of the blacksmiths, 
Korbus Brightjewel (CN male rock gnome 
Ill), guildmaster of jewelers and white- 
smiths, Liam Sunmist (Jierian Wierus, LG 
male Tethyrian human Clno [Lathander)), 
Maerovyna (LG female Tethyrian human 
lrg (Chauntea]), Nartan the Merchant 
(LE male shield dwarf Waro), guildmaster 
of merchants, and Balabar Smenk, guild- 
master of the mine owners. Other guilds 
include the animal handlers, carpenters, 
farmers, heralds and runners, leather- 
workers, moneylenders, physicians, plead- 
ers, rivermen, scribes, spellcasters, tailors, 
tanners, taverners, and watermen. 

Locations of note in Daggerford include 
the community stables (Lakeside Stables), 
the Barracks (Garrison), Black Stone Inn 
(the Midnight Salute), Delfen's Tower 
(Allustan's Residence), the Ducal Castle 
(Neff Manor), the Happy Cow (the Feral 
Dog), Zalamandra's Emporium (formerly 
River Shining Tavern), Daggerford Inn 
(Jalek’s Flophouse), Farrel’s Fine Jewelry 
and Apparel (Tidwoad’s), and the Mer- 
chants’ Guild (General Store). NPCs of 
note include Bitris Ironaxe (Bitris Ruthek), 
Demetira Landscraper (female shield dwarf 
variant of Jalek), Derwin Ironeater (Ragno- 
lin Dourstone, brother of Derval), Filar- 
ion Filvendorson (Ellival Moonmeadow), 
Gauth Ironaxe (Gauth Grobadore), Kaul- 
bach (female variant of Velias Childramun), 
Ransaran (Tyrol Eberly), 

‘The region surrounding Daggerford is 
best described in the web enhancement 
for City of Splendors: Waterdeep, found on 
the Wizard's of the Coast website. Water- 
deep, City of Splendors (the Free City), 
lies 120 miles by highway through plains 

terrain to the west-northwest. Baron Cri- 
am’s hold (Blackwall Keep) lies 15 miles 
‘west by river (downstream) or by trackless 
plains, on the edge of the Lizard Marsh. 
Julkoun (Blackstone) and Secomber 
(Elmshire) lay 90 and 165 miles east, 
respectively, by river (upstream) or by road/ 
trail through hills. Bronzewood Lodge lies 
across the river and 90 miles to the east 
by trackless plains, near the northern edge 
of the Misty Forest. Daggerford’s iron and 
silver mines lie 5 to 20 miles to the east of 
town by mountain trail, on the same side 
of the river, in the small range of moun- 
tains that rise up at the southern end of 
the Forlorn Hills (Cairn Hills}. (This range 
is small enough that it does not show up 
on the general map of the Realms found 
in the Foncorren Reatats Campaign Set- 
fing but does appear in the map accompa- 
nying the City of Splendors: Waterdeep web 
enhancement. The southern end of the 
Forlorn Hills lies east of Daggerford along 
the northern bank of the River Delimibyr, 
south of the Forlorn Hills and the trail 
that connects Secomber with the Trade 
Way.) Mount Ilefarn (Greysmere) is the 
most prominent of the mountains and 
perhaps the only one to merit the name, 
while Grossetgrottel lies within a lesser 
known peak to the west. 

Finally, note that half-ores are the legacy 
of numerous invasions from the Spine of 
the World (the Pomar}), while human bar- 
barians are likely descendants of the Uth- 
gardt tribes that wander the north or the 
clans that live on the High Moor to the 
south and east. 
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BACKDROP: DIAMOND LAKE 
By Erik Mona 

Kick off Dunczon’s new 12-adventure Age of Worms Adventure Path campaign with this overview of Diamond Lake, a run-down mining 
community nestled in hills laden with the tombs of a dozen lost civilizations, 

Tirria, Auric, and Khellek 
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MPL HE I 
by James Wyatt and Andy Collins 

An insane villain plots ruin deep beneath the city of Sharn, In order to save the city, the PCs must find the one thing that can stop 
hhim, an enormous Siberys dragonshard hidden somewhere in the jungles of the lost continent of Xen‘drik. An Esegnow adventure 
for 7th-level characters. 
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By Robert J. Kuntz 

Deep under the ruins of Maure Castle lie the Chambers of Antiquities, vaults designed by ancient wizards to store magic items even they 
didn't quite understand. A continuation of last year's hit “Maure Castle.” A D&D adventure for 16th-level characters. 

AN se Oy, 
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Zomph’s Menagerie 
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