












































































































































































































































BRIARWOOD
CASTLE

(E'4) 5.7 6’ 73 8; F"4: 5; 6: 7; 8;
G-4,5,6,7,8)

Briarwood Castle houses the Overlord
(Lucius II), his wife (Consort Casandra),
the Overlord's Wizard/Chancellor
(Dowons), the Overlord’s guards (the Black
Lotus), and many others.

Information about Briarwood Castle is
classified. The Overlord has taken every
measure to insure that the castle’s interior
remains a secret to those on the outside.

Overlord Lucius II, Skill 20 Fighter
Race: Half-human, one-quarter elf,
one-quarter drow
Religion/Deity: none claimed
STR: 17 (+1, +1), INT: 13, INS: 14
STA: 12, DEX: 16 (+1, -2), APL.: 18
HTK: 94, AC: -5
MV: 127, AL: L. Neutral
AT: 2, DM: by weapon type
THACO: 4
HT: 60", WT: 195 lbs.
Weapon Proficiencies: long sword,
battle axe, bastard sword, dagger, short
sword, footman’s mace, long bow,
crosshow, Florentine Fighting (see
Florentine Fighting in Section GG)

Armor: +2 plate mail, +3 shield
Weapons: +2 Vorpal Blade, +2 bastard
sword (+8 vs. dragons), Dagger of
Venom

Magic Items: Boots of Levitation,
Ring of Regeneration, Rod of Lordly
Might, Amulet of Life Protection, Car-
pet of Flying (4x6), Darwin’s Instant
Fortress, Ring of Polymorph Self,
Mighty Servant of Look-O: Powers
6xI: MM, X, F, Y, V,Q/6xIL: V, JJ, N,
G, 00, XX/1xIII: D/2xIV: T, DD/
oxVI: L, M

Specials: Infravision: 307

THE OVERLORD’S
WIZARD/CHANCELLOR
Dowons,
Skill 24/18 Magic-user/Illusionist
Race: Human
Religion/Deity:
Central American/Mictlantecuhtli
STR: 12 [18/00]* [+3, +6]*, INT: 19,
INS: 17
STA:15(+1), DEX:16(+1,-2), APL: 17
HTK: 75, AC: 0
MV: 6", AL: L. Neutral
AT: 1, DM: by weapon type
THACO: 13
HT: 61", WT: 157 lbs.
Weapon Proficiencies: staff, dagger,

blow gun, throwing dagger, boom-
erang

Armor: None

Weapons: Glass daggers (Acid-filled)
(x3), +2 dagger

Magic Items: *Bracers of Defense:
(STR: 18/00*), Wand of Fireballs (8
charges), Ring of Polymorph Self (22
charges), Bag of Holding, Wand of
Tusion (3 charges), Gorgon Horn
(when blown, this horn produces two
gorgons under the blower’s control)
Spells: Magical: 5/5/5/5/5/5/5/5/4
Ilusionary: 5/5/5/5/3/3/2

Specials: Immune to the following:
Charm, Sleep, Enfeeblement, Poly-
morph, cold, electricity, insanity,
death spells/symbols, and Skill 1
IMlusion/Phantasm spells.; Touch:
Cold damage (DM: 1D10) and paraly-
sis; Fear.

Dowons uses the Overlord as a powerful
weapon. He makes many of the Overlord’s
decisions with complete caution. Dowons
wants to remain the Overlord’s advisor as
long as possible.

Dowons is allied with the Violet Spider
(#64).

BLACK LOTUS GUARDS (see #362 for
statistics).
































































The Senate Reconvenes

That afternoon, what remained of the Senate reconvened and
heard the reports of the remaining scouting force. Without
exception, they told stories similar to that of the first party.

Each, after reaching its destination, became lost. In many cases,
the party could locate notable local landmarks, but often could not
find the sea, or found it much further away from the landmarks
than expected. Only two of the scouting parties assigned to the
Three Great Rivers returned. The party which scouted the Han-
gar had travelled down its great waters over a month when it came
to a great city the leader at first took to be Helingon. The city was
completely abandoned, as far as they could tell from the river.
When they tried to dock there, a great serpent rose from the river
and barred their way.

After repeated attempts to defeat or sneak past the serpent, the
party gave up and drifted down-river. They intended to set ashore

where the river reached the Siber Sea, which they knew was only a

small distance from Helingon. Two days later, however,
they decided they must be wrong about the identity of the

the sea over 30 hours earlier; instead, they still had not
sighted open water. At the end of their second day, the scouts
were attacked by a colony of fish-men. Like the first party,
most of their number were lost as they worked their way back
toward Briarwood.

The party which scouted the Lilymoor River encountered no
trouble until it reached the river delta. Here, on one of the
thousands of tiny islands dotting the river's fan-shaped mouth, it
found a mighty tower of black ebony rising perhaps a hundred feet
into the air. Their leader ordered them to make camp on a nearby
island, intending to investigate the tower in the morning.

Only the men who had been assigned the morning watch
survived. When dawn came, the tower had disappeared. When
they went to inform their commander, they found a giant larva in
his bed. Much to their horror, they discovered that all of their
comrades had been eaten (it is assumed) by giant larvae. They
immediately fled back toward Briarwood.

The reports continued along a similar vein for three days, each
more gruesome and distressing than the last. There were over a
dozen tales of large groups of vaguely humanoid creatures slowly
making their way away from the edge of Calandia. The scouts
refused to call these bodies of monsters an army, for they were used
to the order and discipline of the armies of Lucius the Invincible,
but they had no difficulty saying that it would require a mighty
army to check their advance.

Two reports in particular distressed the Overlord, although the
details were not particularly gruesome. Two separate scouting
parties, one operating in the far north and the other along
the shore past Bentwood Forest, reported entering cities
which are not shown on any charts in the Overlord’s
Library. The northern group visited a city called Lunn. It
was a great walled city inhabited by all manner of vile
creatures; these creatures seemed to take great pleasure in
torturing their human slaves. Only the scouting party’s superior
training and the quick wit of its late leader allowed it to escape a
terrible fate. Unfortunately, like all of the other expeditions, by the
time the party found the city, they were hopelessly lost, so we have
little idea of the location of this enemy stronghold.

The eastern group encountered a city called Dasa. This city was
inhabited by mischievous sprites, although it was apparently
ruled by some sort of female demon. The inhabitants of this city
took particular delight in tempting each soldier to try some
forbidden pleasure. Invariably, soldiers foolish enough to yield to
their desires met a grisly, if appropriate, end. When the commander
of this party wisely decided to leave, the she-demon herself took
great sport in hunting them down. The handful of survivors
which returned to Briarwood were saved only by the intervention
of a friendly, gold-colored dragon. (This intervention itself is

worthy of note, for never before has a member of the long-
memoried dragon species performed any kind of service for a
citizen of Briarwood—whose first kings were chosen for their
dragon-hunting abilities!)

Finally came the tale of Farawae the Magician. Farawae is an
interesting man who is not afraid to admit his own strengths and
weaknesses. He freely admits that he is somewhat of a coward, but
points out in his own defense that he is ill-equipped to fight many
battles. (This is a trait to be admired; T myself am not a warrior, but
perform a valuable service for Briarwood and Lucius the Invincible.
It is high time that we scholars and others of our ilk receive
recognition for the valuable services we provide; without us, the
City-State would perish as surely as if it were a nation of feeble old
crones.) His party was assigned to explore the plains west of the
Marrahoe Mountains. They were to travel through the Amber
Swamp, over the Low Plateau, then to the sea shore. Farawae
assumed that he was along simply to provide protection for the
soldiers from insects, snakes, and other hazards of the swamp.

Therefore, he was ill-prepared for what happened. The
scouting party was forcing its way through the Amber
Swamp at the rate of about three miles a day. The vegetation
was as thick as a spider’'s web, and Farawae’s spells seemed to
N have very little effect. Of course, this was not unusual for the
Amber Swamp, so the commander and his men simply
assumed they were having some bad luck. With what small relief
Farawae did provide from the insects, the party simply forged
ahead as fast as it could. :

After ten days of struggle, they awoke one morning to find an
immense marble field stretching from their campsite to the end of
the swamp. Sensing a trap, the commander immediately ordered
Farawae to see if the marble was enchanted in any way. Farawae
complied, letting the insect shield lapse. Much to his surprise, he
could detect no aura of magic on the field at all.

After several bug-bitten minutes of debate, the commander
decided to walk across the field to the end of the swamp. Farawae
urged him not to, for even if the field was not magical, it was
certainly unnatural. The temptation of a quick route through the
swamp, however, was too much for the commander and his
miserable soldiers. He formed up the unit, and marched it onto the
marble. Farawae remained behind to observe, saying that he
would follow after the party crossed the field.

At first, it appeared that Farawae’s fears were unjustified. The
scouting party marched out onto the marble field without
hesitation or visible effect. Farawae was about to follow, feeling
cowardly and foolish, when he noticed something extremely
unusual. He could see through the men furthest out! He called to
the commander to return, but the commander did not acknowledge
his cries. Before Farawae’s horrified eyes, the unit continued to
march toward the far end of the swamp—and continued to
grow more transparent! Within an hour, the entire unit had
simply faded away.

Farawae remained next to the marble field for several
N days, hoping against hope that the scouting party would
return. By the fifth day, Farawae had just about given up.
His rations were running low and he knew he was ill-equipped to
survive in the Amber Swamp alone. On the other hand, he could
not bring himself to abandon his companions if there was any
chance at all of their return. He stayed for three more days, and
then the decision was made for him. When he awoke on the ninth
morning, the field had disappeared!

Farawae worked his way back toward Briarwood, even more
slowly, if it is possible. In addition to finding his way through the
swamp, he had to distill fresh water, catch edible food, and keep
from being eaten. Finally, however, he reached the swamp’s edge
and found a small village of peasants that somehow dredged a
living from the murky waters. Nearly dead with exhaustion, thirst,
and starvation, Farawae stayed with the peasants until he was well
enough to complete the journey back to Briarwood.
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