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Vale of tbe Duqon c Oriide 

- .  /.. - - . .. . . . . ale or me uragon macle ' is mtenueu for use as a compamon 
adventure to the FORGOTTES REALMS campaign setting V sourcebook C u f f  of the D r o p .  Some spells memorized by 

NITS in this adventure are drawn from various sources such as Ciiit 
of the Dmnpn, POILWS P n n t h m v  (TSR #9563), PHBR4, nze Cmnpiete 
WrWrd's Handbook (TSR #2115), and The Cornpiete Bmk gfNecmmaiiims 
(TSR #2151); a DM lacking these resources will need to make substitu- 
tiom as he or she spes fit. 

Setup 

The village of Volkumburgh has seen some strange happeninp in 
the pas! 20 rears, hot n e w i  so many in such a short period of time. 
Mystenom disapycarmces of livestwk have been increasing, and a 
shepherd who went to look for his sheep over a tenday ago has ye! 
tn return. Althougi many M-OUIC conyider you crazy, ?nu and your 
cornpamini= have come to dispatch the scowge of the village, per- 
haps gin in^ fame ,md f o m c  in the process. 

The player characters can easily lean the way fmm Volkumburgh 
to the Vale of the Dragon Oracle and the general location of the old 
Temple of the Dragon Oracle ham anyone in the village. 

D M s  Backgmund 
The Cult of the Dragon has decided to reestablish itself in the southern 
Thunder Gap region in hopes of adding to the ranks of dracoliches (or 
"night dragnni," as it calls them), horrible undead evil dragons with 
legend?, powers. Given the prevalence of dragons in the Thunder 
Peaks and the number of dracoliches both past and present that have 
called these mountains their home, this area is still a prime location for 
a cult cell. 

The Cult of the Dragon has been active in the area, to varying 
depes ,  since its initial offshoot cells left Sembia (c. 905 DR, the Year 
of the Rotting Word). The cell that established itself here carried with 
it one of the original copies of the cult's holy book, the Tome of the 
Dragon. About 200 years ago (c. 1151-1174 DR, bemeen the Year of the 
Molten Man and the Year of the Agate Hammer), the temple was over- 
m by evil forcesrumared to have been a horde of orcs tha t  wen- 
tually swept down into the Dales. 

In the Year of the Serpent (1359 DR), the Cult returned to the valley 
to reestablish a regional power haie. Necophants (specialty priests of 
Velsharooni fmm the Crypt of the Arisen Army amved at the stmng- 
hold in the Year of the Gauntlet (1369 DR), answering the call of the 
increasing number of Velsharoon worshipers among Cult necro- 
mancers. The following year a temple of Velshmn in the name of "St. 
Sammaster" was constructed across the valley from the old temple, 
and the copy of the Tome was recox.ered from the old ruins. The rela- 
tively innocuous (to the e t i a t e d )  name of this new temple and a 
concerted effort to maintajn a low profile as the extent of thelr presence 
served to distract the people of the area while the Cult reconstructed 
the body of the dracolich Aghaztamn. But the Cult's mewed actixity 
in the area has not gone completelv unnoticed by the forces of Zhentll 
Keep 

The Village of Vnlkumburgh 
Founded in 999 DR. the village of Volkumburgh has remained a small, 
rustic muVng and farming community of hadworking, dedicated 
folk. The village itself Is located nearly 100 miles down a weaving trail 

south of Thunder Gap. Nearly 50 miles north-northwest lies the 
Chantry of St. Sammaster. The Nuw of the Cult of the Dragon's old 
stronghold, the Temple of the Dragon Oracle, are across the valley 
from the cell's ament headquarters 

The \-illage has a general store that stocks common it- at stan- 
dard pnces (use the lists in the Pfqer's Handbook). If the PCs need to 
spend the night, the Crimson Wyrm Tavern has plenty of space for 
them. The cottages of the somewhat friendly lacal shepherds dot the 
countryside surrounding the village. 

Volkumburgh Vale 
Lychor the Thunderwizard (a self-proclaimed title), a naug-adar (a 
minor Zhentarim mage; the name loosely translates as "devil dog"), is 
also aware of the amval of the Cultists in the valley. He has been 
watching the area for some time, and his local activities to gain conlml 
of the arca have been suspiciously thwarted over the years. This time, 
he has sent a sma l l  detachment of Zhentllar soldiers and Zhentaim 
wizards to investigate the rumom of renewed Cult of the Dragon activ- 
ity in the area. If the m o r s  prove to be true, he intends to destroy the 
Cultists and use his victor). to gain the attention of the Black Net- 
works h e r  Circle. The unit has been ordered by Lychor to test the 
strength of the cell by infiltrating and destroying as much of the 
Chantry as possible. 

The trrk from V o h b u r g h  to the Vale of the Dragon Orade (where 
both the Chantry and the Nuw of the old temple are located) takes the 
player characters three days of hard hikjng. The countryside seem set- 
tled and safe, not to say dull (the better to lull them into complacency). 
On the third day out of Volkumburglx, have the PCs roll for surplise 
(apply a -2 penalty to the roll). Then read 01 paraphrase the following: 

In the middle of the afternoon, a monstrous shadow passes over 
your group. Looking up, you see a gargantuan, dark brownish- 
gray shape with an enormoui wingspan turning back to f l y  in 
your direction. I t  brings its c l a w s  forward as it dives to attack. 

Wyvern: AC 3; MV 6, fly 24 (E); HD 7+7; hp 36; THACO 13; 
#AT 2; Dmg ld6/ld6 (talons) 01 2d8 @ite)/ldh+paison (tail 
sting); SA poison (save vs. poison or die, suffering 20 
additional noints even on a successful save). snatch. sumrise 

Note that the wyem avoids combat on the Round when possible, 
preferring to swoop down with its great talons and snatch up its 
target. It can c a F  off Large targets if both talon attacks succeed; 
Medium and Small targets can be c-ed off with only one successful 
talon attack. Snatched victims are held firm in the wjvern's talons, 
where they are stung and hit each round (at a +4 bonus to each attack) 
until they cease thrashing and become motionless, whereupon the 
$\?ern drops its prey and return to the attack. Should a dive miss, a 
w y e m  takes a full mund to circle for another pass. 

After the fight with the nyern, sunivan of the attack are hailed 
by a grizzled man in homespun and leathers who calls out to them 
from the trail behind. 01' Whistkins (LE hm T7, Dex 17), a spy for the 
Cult of the Dragon posing as a miner h&g from Volkumburgh, saw 
the PCs struggle with the myern but claims he was too far away to he 
of my help. If the PCs are severely hurt from their Nn-h with the 
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wyvem, he can supply them with ptions ofhenling for a price; he has 
one fewer potion than there are PCs. He says he found these bottles on 
the dead body of one of "those interlopers" (the Cultists) who ob\<- 
ously had a fatal encounter with the wyvem. 
01' Whistkins acts like he does not know the true value of such 

items; if the PCs are willing to bargain, he parts with the potions for a 
meT 25 gp each. If asked, he says he is awaN of the arrival of "those 
dam dragon lovers" but doesn't know where they have established a 
stronghold; he recommends they ask at the Chamtry of St. Sammaster, 
jus1 over yonder. 

In buth, 01' Wktkins is a native of V o l k m b q h  rwvited as an 
agent by a rival Cult of the Dragon cell in Sembia. He was sent to watch 
the Thunder Peaks cell and periodically report ib p r o p s  and activ- 
ties. Once the player characters arrive, he realize that sending a part). 
oi .Idventurers into their midst is the worst fate he could wish upon 
anyone and sa gladly points out the way He use5 a riqofinuisibility to 
follow the party into the Chanhy snatching up unguarded cult items as 
po!.siblc. If events compromise his pmition, he heads for one of the exits 
and m a k s  his exape. He has retained a potion o f f l@q  and two potions 
ofertru-lfealin,y beyond any potions ofizalbgq he sold to the PCs. 

Assuming the PCs resume their trek, on the fourth day after a few, 
hours on the hail the party can see the dirt and nxk tailings from the 
new excavations the Cult has made, as well as the shattered, volcanic 
peak across the valley containing the rmalns of the older temple. The 
heroes arrive in the middle @fa struggle for control of the site; over hali 
of the Cult cell have left the vale to seek aut the I& of the red dragon 
Nevalarich to the west, and the obsening Zhentarim saw this as an 
apoominity and attacked 

Tie trail vou are on iridens and the scrub-covered valley opens 
b i h r c  you. The morning sun is still Iuw in the sky when you first 
sc e the sibm? of a c t i v i h  in thr area. There is a low-lying s m o k  haze 
fl,,atingin tlieair t ha t ~n~e l l s f ; i ~ t l ~ - o f s ~huand  burningivond. On 
tt e sllopr oi a lUll a h a d  to the ICY, on the far side of the valle!-, you 
s w  tlw slide nf newly turned earth. Following it up the hillside, !mu 
c m  harely makc <)ut the entrance to a cave. The shattered hilltop of 
t k  old ruined Tcmpli of the Dragm Oracle is just visible, hut no 
mc'mentioned any-thing about new mining activip in the area. 

If the PCs decide to move forward quietly, read the following: 

If the PCs simply continued ahead without any effort to be quiet, 
read the following instead 

Uo more than iif57 paces away in a small clearing are several 
warriors clad in chainmail. They obviously hear you and tllm 
toward you. The? raise their swords over their heads and charge, 
yelling "Kill them! In the name of the Brotherhood, kill them all!" 

The Zhentilar were watchjng for membm of the Cult cell to rem 
from their expedition to Nevalarich's lair and mistake the PCs for the 
Cultists These warriors should outnumber the PC party by about two 
twne. If combat lasts seven rounds, one of tl~e guards tries to slip away 
to the cave entrance to alert the others. AU the wanion cany  ld4 gp and 
ld6 sp each. One of the men wears a necklace with Cyric's holy symbol 
on it (a jawless skull). If captured and interrogated, none of these guards 
reveal anything tc the K s ,  fearing the mug-adar's wrath. 

Zhentilar guards (male & female human 3rd-level Fighters): 
AC 5 (chainmail); MV 12; hp 18 each; T'HAC0 18; #AT 1; Dmg 
ld8 (longsword); SZ M (average 5'63; ML average (10); Int 
average (11); AL LE; XF 65 each. 

If the PCs trek to the Temple of the Bagon Oracle, skip to that section 
(page 10). If the PC5 head toward the C h a n q  of St. Sammaster, pro- 
ceed with the iollowing: 

From the clearing where you are now standing, you see a narrnw 
trail leading up the hillside to the mouth of a cave-the obvious 
source of the freshly turned dirt and rocks. LValking up the trail, 
!feu sce a large Ragstonc-paved shelf in front of a carved stone 
temple entrance across the valley irom you. At the end of the hail 
above you see onlr a gaping cave entrance. 

O e  chanty of St. Sammaster 
he chantry of St. Sammaster (see map on page 5), located on 
the north-facins slope of a mountain in the Thunder Peaks, is T dedicated to Velsharoon, god of necromancy, lichdom, and 

undeath. It is named for one of the foremost necmmancers of all lime, 
Sammaster, fallen Chosen of Mystra and founder of the Cult ai  the 
Dragon. The head of the Thunder Peaks cell of the Cult (Maezra, 
Wemr oithe P q l e )  ii currently away, seeking to lure the red dragon 
Nevalaich into a closer relationship with the Cult. She has left less 
than half of her fledgling cell behind under her second-in-command 
and fellow Keeper of the Smet Horde, Saerin R a e .  

Setting 
The Chantry temple complex is still under construction by its mment 
tenants, the Cult of the Dragon and the church of Velsharoon. The 
rooms and corridors are mag~cally carved into the dark ipeons rock 
of the hillside, with additional stonework being done with native 
rock taken irom the excavations. The fine sculpting and carving work 
is all done by hand, as spells cannot commonly achieve the detail 
requued, nor does the use of them convey the proper reverence and 
humility of spirit that their creiltors wish to lavish upon the carvings 
decorating holy areas. The entire complex is dimly lit by torches set 
in the sconces mounted every twenty feet on alternating sides of the 
corridors. All doors within open away from the corridors into the 
rooms unless otherwise spediied. 

Inhabitants 
While exploring the conidan of the Chanq, the Po have a 2-in4 chance 
to encounter manbers oi the Cult of the Dragon or the Zhent pabol. Roll 
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ld6 once for each major hallway i n t e d n .  In addition, there is a 2-in- 
10 chance that the K s  encounter opposition in unlocked mm. If an 
encounter o c m ,  roll Id8 and consult the table in the sidebar If a fight 
break out, there is a 1-in4 chance that more people hear and come m- 
ning to assist their fellows or at leait investigate the noise; roll on the &m? 
to determine the type of group attraded by the clamor. Thm are only a 
limited number of Zhentarim and Cultists m t l y  in the Chanhy, some 
of whom will be encountad in set locations (see mm 10,13,20, and 
22). Rnnnnber to check off any slain fmm the following tally thirteol 
Zhentiiar soldiers and five Zhentaim mag- (including Ad&) vs. thir- 
teen Cult guards, two Cult mags (including Serin), and six Vekhan 
SpKialty pries& (including Jagbh  and Ynian) 

Once the PCs enter the cave, read or paraphrase the following: 

The once natural-looking cavelike enhance has been widened, allow 
ing up to six people to walk ahreait comfortably The walls them- 
s&a: are apparently still in the process of bekg c a n ~ ~ I  to rescmble 
the narthex of some p a t  stone building. The mcky ground is cov- 
ered with chips of itone from thc wal's and an occasional stonework- 
ing h.urmer and chisel. CompIe:d mtioni rmind  yuu of a c t p t  or 
mausolium. A repeating svmbol of a crowned skull is c . m ~ d  intc the 
m k  at regular intervals. The air here is cold, d ~ ,  and stale, smelling 
of embalming fliids and decaying flesh with an earthy undertone. 

Once the PCs are about 60 feet into the cave, allow those with the 
ability to detect secret doors to make their rolls (checks a= at a -1 
penalty due to poor lighhg); those who succeed notice either the one- 
way secret door on the west side of the main enbance corridor or the 
a m w  slits on the east side, depending on where they are loohg.  

1. The Chapel of Sammaster 

This nave is dimly lit by six shimmering braziers. Light dances 
across the sculptured stone walls of the high-ceilinged climber, and 
the entire scene set before !-ou sends a chill up your spine. The walk 
here are in various stages of completion, but they all depict scencs 
of the same themdea th ,  decay, and undeath-in graphic detail. 

The pillars that reacli to the ceiling make you think the hones of 
snme incredible beast hare been brought here to serve this vile 
church from beyond the grave. On ?he wall farthest from you is a 
huge tattered tapestry han@ng above a stcpped dais. By the light 
of the braziers, you can see the monstrous laughjng skull portrayed 
nn the rotting bannci above the altar staring back at you from its 
black hexagonal field. Flickering torchlight plays off the si lxw 
threads that make up the crovn placed upon the skull's head. 

Flanking the large banner are hvc  large ragged tapestries 
emblazoned with hvo differen? sccnei. The scene on the left por- 
hays a robed man mounted on a horse. Silver fire streams from hk 
body, s%iking down soldiers in dark armor. On the right is the 
same man shown as a gaunt and drawn fiwe, ravaged by age, 
leading a force ai dragonlike beasts and pcople both living and 
dead against many noble-looking warriors under a blwd-red sky 

On the dais is a tall waoden podium with a small table sitting 
beside it. Both are draped h.ith rotted, threadbare cloths. Several 
rows of heavy benches are criwded near thc dais. You hear the 
sounds of combat from beyond the smashed double doors on the 
east 5ide of the room. 

The eastern double doors were broken off their hinges by the 
Zhents, who have split into two groups. One group has gone 
deeper into the complex, while the other is currently fighting the 
guards in the two guard barracks (areas 13) and the hallway 
between them. 

2a, 2b. Sacristies of the Grim Skull 
Tlus m e  description applies to both sacristies: 

This room seiyes as storage tor sacred veshnents, objects, and 
book. The south walk are lined wit!> small pegs draped with what 
were once apulent robs, nmv ill in t-aqing stases of  decay^ On the 
other V, alls, several mugh iuchus are c m e d  into the rock. 
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Mast of the niches are empty, hut a few shadowy recesses con- 
tain books, weapons, and small religious items (icons and the like). 
The, books are sacred orison books of the church of Velsharoon. The 
we3pons are tw.o silver and five iron maces. The silver maces 
(mwely plated, not solid silver) are normally used for ceremonial 
functions, hut they are quite capable of dealing out normal damage 
(ld6+1) if used in combat. One of the iron maces stands out from 
the others. being fashioned to look like an emaciated humanoid 
foxaim, its clawed hand clutching a large ribbed sphere. This is 
the Fist of Velsharoon. The Fist radiates a dim enchantment if 
checked for magic, hut it does not exhibit any alignment orienta- 
tion to anyone using dptect good, detect eail, or know alignment. 

In the hands of a good or neutrally aligned character, the mace 
works like an ordinar): nonmagical iron footman's mace. If used by 
an evil character, it functions as a mace +I. If wielded by a priest of 
Velsharoon, it becomes a mace +2, and its true powers are revealed 
a priest wielding the Fist can control undead as if he or she were 
two levels higher. Any active touch spells can he delivered though 
it to the person struck. If grasped while a spectral hand spell is 
active, it increases the range of the spell to 30 yards+Ifl yards per 
level of the caster (it also adds an additional one round per level of 
the caster to the duration). If lick touch (described in Pagesfiom the 
M~ges [TSR #9491] and also the Wizards Spel l  Compendium, Volume 
Tw3 [TSR #216R]) is cast while the mace is held, the spell's duration 
is rioiibled and the damage increased to 2d6 points. 

Those dealt a killing blow by the Fist of Velshamn rise as zombies 
under the control of the wielder. These victim cannot be brought hack 
by raise dmd, resurrection, or reincarnation spells; only a full wish can 
return Life to a being slain by the Fist. 

3. The Refectory 

with bench seats dominate the main part of the room, two of them 
covered with fine linens. Large, handsan-ed chairs sit at the head of 
each of these tables. 

There are two cooks io this room, cowering behind the 
upturned table. They fight only if cornered and threatened, surren- 
dering with alacrity if given that option. 

M ( 5 7 ,  i'lcr'tall) ; ML unsteady (7); Int average (8, io); AL NE; 
XP 7 each 

3a. Storage Room 
This room serves as general storage for the kitchen and is filled 
with several crates of apples and potatoes and a few large barrels 
of wheat. Small racks hold five kegs of ale and three of wine. A 
large tun has been built into the east wall to store water. Afew bas- 
kets of dried herbs rest on the floor near the table; a slab of meat 
and several fowl hang on hooks dangling from the ceiling. From 
the smell, the fowl have hung here for some time. 

4a, 4b, 4c. Priests' Private Quarters 

This simple room seems furnished to provide the most function 
with the least amount of comfort. R e  bed in the comer is merely 
a rope-str 
pieces. 0 
sheets of 1 
of the ber 
,.rill1 """i 

~ ~~ ~. 

..I.. ..r/ 
Smvine as a small kitchen and hn:: hail, this mom has a large 

ung frame, the chair and table rough-hewn utilitarian 
n the table are a quill pen, an ink bottle, and many 
xrchment. Coarse rvool blankets are folded at the ends 
Is. Except for the laughing skull image painted on the 
)site the door, the walls and floor are hare. 

These he mllw all house the priests of Velsharoon, with plenty 
of rmm for hhue new recruits. The southernmost mom (4c) has room 
for four people, their beds, and their desks. The other two (4a and 4b) 
can house three each. There is a 3in-Zfl chance that a specialty priest of 
Velsharwn lies in wait in each Nom. 

cmkini fireplace against the southern-kll. On the northern T<-alcis 
a hexagonal black bannrr with the same laughing skull emblem you 
si in the nai-e. Beneath it stand two hef? wooden tables covered 
ir dishes, p a w  pots, m d  partially prepared food; another nearby 
1, isbeen tippd on its iide, its top faang the door. Four dining tahlp; 
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5. The Altar of Bones human anatomy and neadogy Also in this room are hvo books of 
noteDraconic Magic: A Study on the Efects on the Nondraconic Mind by 
Belgos of Selgaunt and a copy of Evolution and Creatinn by Terrance 
Balancehand of Scomubel; the latter ii open to the section detailing 
theories on dragons and their place in existence. 

8c. High Necmphant's Cache 

Cobwebs break apart as you npen the secret door to this dust? 
morn. There is a small dustmcrustcd shelf along the far wail with 
a few stpel vials on it. To your left, you can see the push-plate to 
releaie the mechanism that holds clt~ed a door-a door you dnn't 
remember seeing from the outside. 

This mom serves as High N m p h a n t  Yerian's final refuge if he is 
cornered. h of the steel vials contain potions of extra-healing. The 
fourth and last vial contains a potion qfgnseous fnm. The one-way door 
to area 16 is obvious from this side but very well hidden from the out- 
side (-1 to all locate s e t  door check) 

9. The W e a r  of the Purple's Private Chambers 
Maezra, the leader of this Cult af the Dragon cell, left with the other 
absent members to solicit the cooperation of Nevalarich with the Cult 
of the Dragon. In her absence, her door has been wizard-lncked (17th 
level) and barred shut to ensure her privacy A decorative dressing 
screen shields the secret door; the secret room (9a) beyond is empty (it 
is intended for use as a bolt-hole in case the Chantry is overrun). 
Should the PCs defeat the wizard lcck or break down the door to 
Maezra's room, read or paraphrase the foflorxing. 

In stark conhast to the other rooms in thr complex, this room has a 
luxurioiis four-poster bed cove~ed with fine linens; plush rugs line 
the floor. A tall bronze brazier illuminatrs the room with its w a r n  
light, and the mom itself smell5 stro~gl>- of an ouerpoiierinS, svee~t 
inceilse. A h e  desk with a matchin:; chair plumply upholstered in 
relvet sits in one corner of tlw rocm. A folding dressing screen 
blocks off the rear right cnniei of the mom from your vision. 

You hear the shuttle of footsteps trom h i d e  as four people who 
were standing out of your line of sight on either side of the doorway 
stagger  lowly in y x  d i d o n .  Their mouths move in silent screams 
AS they I& for you with claws End>- to rake acmss your hodirs. 

Maezra left thew zombies here to Imk after her quarters whde she is 
away She has permeated the room with perfumed incense to cover up 
the smell of the mtting zombie flesh. The brazier is currently lit by a cm- 
tinmi light spell in the form of dancing flames that give off no heat. 

Zombies (4): AC 8; MV 6; HD 2; hp 15,11,12,9; THAC0 19; #AT 
1; h g  ld8 (fist); SD immune to sleep, chnrm, hold, death magic, 
poisons, and coldbased spells; SW holy water (2d4 points of 
damage per vial), alwayi attack last in a round, may be turned; 
SZ M; ML fearless (20); Int non (0); AL N; W 65 each. 

loa, lab, 1Oc. Empty Quarters 
Thew moms m empty, in anticipation of more Cult members joining 
the cell at this location. As the PCs are passing down one of the nearby 
corridors they encounter two Zhentarim wizards who are searching 
this area for more Cultists or Velsharan priests. 

This chamber iewes as a private chapel for the clergy of Velsha- 
roon. On the kctern is the lncunubulu Of Velshnrm, a priestly prayer 
book sacred to the Velsharan faith that details the steps involved in 
performing the Pact of the Everlasting (Veishnroon's death pact; a 7th- 
level clerical spell detailed in P m w s  and Pantheons ). Like many items 
in the h h y  the tome appears older than it truly is. 

6. Acolytes' Cells 

Thne is nothing of interest in this chamber 

7. The Church Library 

This mnm has hm large shelve- lining the walls opposite and to 
the right of the door On the shehe5 are many tomes and books. 
all of differing sires with diffcring bindings, and quite a ieir 
huge scrolls in scroll cases. In the center of the room are four 
desks with t ~ w  vxvn wooden chairs pulled up to each of them. 
A stack of paper, an ink well, and a few quill pens arc neatl!~ 
placed on top of each table. 

The books and scrolls in this mom detail religion, anatomy and 
necrology Any PC who studies these book. along with cadavers (such 
as those stored in area 19) for three months gajm knowledge sufficient 
learn the Anatomy proficiency (from The Coniplrte Bonk of Necro- 
mancers). An additional two month? spent studying would enable that 
PC to learn Necrology (as described in that book or in the e n 9  on 
Velsharoon in Powers 8 Pantheons). The book. detiuling religion m not 
complete enough to d o w  the learning of a new proficienq although 
they provide an eerie insight into the ideology of the church of Velsha- 
mon and the Cult of the Dragon. 

8a. The High Nermphant's Suite 
The door to this room is locked. If the PCs attempt to pick the lock, 
apply a -lo"% penalty due to the lock's fine construction. Once they 
have entered, read the following. 

The interior of this room E filled w-ith all SOI% of items, di? and 
clcan, arranged around a central examination table: hooki, embalm 
inp equiprncnt, knjres,and scalpels. Thecorpse of a bear cub, flayed 
open ad pirtially dissected, lics on the table. Its face is pded back 
in a grimacr of psin and terror, and its eyes stare wildly into the 
void. Clbiiouslv whorver killed it \ Y ~ F  not possessed of much senti- 
ment fcr fellmi k i n g  creatilrei. 

8b. High Necmphant's Bedmom 

The mass of horrific utensils ai-erflows from the last mom to here, 
leaving barely emugh space for the small pallet bed in the corner. 
More books are p h i  on top of a small table and thc empty wine 
casks nea the bed and door. 

The hooks in this room are from the church library ( m a  7 )  and the 
research library (area 17). The varying texts detail human and den% 

Around the corner come h\-o firice-looking wizards in heavy robes. 
hyithout a blink, they both start a low chant and more their hands 
in an intricate  att tern 

Zhentarim Mages (2 male human 5th-level Mages): AC 10; 
Mv 12; hp 14, 13; THACO 19; #AT 1; Dmg ld4  (dagger); SA 
spells;SDspells;SZM(5'6",5'4"tall);MLelite (14);Inthigh(13); 
AL NE; XP 650 each. Spells: @xt nomlfires ,  bunling hands, 
color s p q ,  mp'c missile; MelTs ncid nrrnu~, web; lightning bolt. 



11. Guard Meeting Room 

Tfis chamber i? filled with chairs aid a large table. The table has 
be?n puqhed aside, several of the chairs are knockcd over. and all of 
th,m hear fresh scratches and slices, obx~iously due to a recent 
m,4ee. There is blood o n  the floor hut no bodies to be swn. On the 
tahle is a map. 

The map is a regional map showing the lairs of living, dead, and 
untlead dragons in the Thunder Peaks m a .  Also repmented are the 
1oc;ttions of the village of Vdkumhurgh and its high pasture and the 
two Cult of the Dragon strongholds at the Chantry of St. S m a s t e r  
ant1 the Temple of the Dragon Oracle. The map may be used as a 
springboard for further advenhms involving dragons or the Cult of 
the Dragon. 

12. Training Room 

The floor in this room is covered with a t1"ck layer of stmi%'. The 
stinch of offal jaturateC the air. Chokin::b.,ckrisingbile, you look in 
to rce various weapo-~ in the racks near the door and several 
shields mounted on brackets on the ~ d l i  around the room. On the 
fl~,orarcthescaiteredbonc.:and rem;linsof~~,hatvounresumer~'erc 

lh, 14b Privies 
From the odor permeating the immediate area around these 
doors, you conclude that the jakes bcyond need better drainage 
and ventilation. 

15. Chanhy Guard Post 

Two chairs and an inverted crate sit in this otherwise bare, dark 
little room. A deck of fortunetelling cards sits atop the crate. The 
must\ smell in this room lcads 10" to heliere that guards have 
spent mm!~ hot hours here. The hack C D T ~ P ~  of the room veers off 
to the left out of your line of sight. 

If the PCs venture deeper into the room they see the hidden look- 
out post. 

At the end of the narrmv passage are Wo thin slits opening onto the 
entrance hall to this comdex. To the left of the slits, a loaded cmss- 

l h s  light crossbow is in excellent condition; the quiver holds 20 
bolts. No guard is currently stationed here. 

16. Spiral Stairs to the Top 
This staimell ascends 80 feet to the surface and opens to the outside 
via a concealed trap door. This entrance allow3 Cult agents arriving via 
an airborne mount (say, a dragon) to easily land and enter the Chanq. 
01' Whist& uses this mute to escape if he succeeded in following the 
Ms this far, waiting invisibly until any activities or melee below ceases 
before venhming back into the complex. PCs who ascend the stairs 
find they lead to a large oval-shaped ledge (about 100 feet across at its 
Ionget axis) on the mountainside. 
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17. Research Library 19. Storage Room 
Though the rest of the Chantry seems chilly, this room is freer- 
ing. The room is dimly lit by a feu scattered candles just within 
the door. In their light, you glimpse shelves lining the walls as 

~ . I I  ~. r -  ~~~.~~ ~ ~~~. ~I 7 .  . >  . .I 1 1  I..

h.ith bottles, ja&, and canisters. 
obscured by a fine sheet of frosi 
of ice, covering everything in si: 

r Contents are 
imall ctystals 
sheen 

~ - e i i  *> iorming a ienrrai an-mer in me room-sneives tiiien 
The labcls of thei 

:. Light dazzles on 
;ht in a sparkling I 

The morbid contents of this room serve as instructional aids and 
samples of completed work for the priests. The clergy of Velsharoon 
also use this rwm to store the rem& of fallen comrades for later me 
in defending the temple. PCs entering the room m set upon by thirteen 
uawling claws and one zombie (the latter we-g a smashed and bent 
Harper pin). A pit to the rear of the rmm con& a well-tended b m m  
mold that keeps the room cold and helps pnaerve the specimens. 

PCs who enter by the southern door can see a heeling figure 
through the western door. This is Yerian the High Nmophant, who 
has been using this mom as a research refemce area for researching 
dracoliches and their eternal resurrections. He is c m n t l y  fully intent 
on reconstrucwg the shell for Aghaztm's spirit. 

The east and west walls to this room have been designed to be 
removable, allowing the eventually reconstituted dracohch to pass 
through from the dracolich recomtruction morn ( m a  22) to the entry 
hall (room 1). Note, however, that the eastern wall is stuccoed and f~=+ Upon closer investigation of the containers and the shelves, you 

see theu hold the remains of beasts and people meticulously 
stored in groups according to si7e and type-body parts pre- 
semed like pickles in jars, cadarars stacked like rime-crusted 
cnrdwood on the loncr  shelves. You also hear the squeaky 
crunch of ice crackling beneath slow, heavy footsteps. 

Eyes dulled over by a thin layer of ice stare at you as a walk- 
ing corpse with a ravaged noble visage approaches. Same of the 
severed hands an the shekes also begin crawling toward you, 
"walking'' on their fingertips. 

fog) or ld6 (vs. unmored  foes); SAstranglevictim; SD cannot 
he turned, immune to death magic, raise dead, charm, sieep, hold, 
control undead spells, and holy water, half-damage from edged 
weapons, magical weapons gain no damage bonus; SW ren- 
dered immobile by resurrection (one turn per level of caster), 
brittle with prolonged exposure to cold (suffer +1 damage per 
die); SZ T (6" to 12" long); ML fearless (20); Int non (0); AL N; Xl' 
35 each. All these claws share a limited telepathic link; when 
one finds a victim, the others move to help it. 

Zombie: AC 8; MV 6; HE 2; hp 18; THACO 19; #AT 1; Ding 1d8 
(fist); SD immune to sieep, charm, hold, death magic, poisons, and 
cold-based spells; SW holy water (2d4 points of damage per 
vial), always attacks last in the round, may be turned; SZ M 
(6'2" tall); h4L fearless (20); Int non (0); AL N; XI 65. This zombie 
was Tanlathan, a ranger Harper agent out of Deepingdale. The 
Cult keeps him here to guard the freezer against any other win- 
vited guests. They have pinned his Haver pin directlv into his 
chest; the badge is no longer magical. 

Bmwn Mold: AC 9; MV 0; HD none; hp none; THACO none; 
#ATO;Dmgnil;SAheat abiarption(dr&4d8points~omany 
warm-blooded C N B ~  within 5 feet); SD p w s  when exposed 
to heat (doubles in size when near torch, quadmples when 
splashed by fl-g oil); SW killed by direct sunlight or ultra- 
violet light, forced into dormancy by ice storm or ~ u d l  of ice (5d6 
turn), killed by white dragon breath, cone ofcoid, or wand ofcoid 
attack; SZ S (3' wide patch); hlL none; Int non (0); AL N; Xl' 15. 

20. Lab 
The stench of embalming fluids is overwhelming here. The con- 
tents of many an alchemist'; workshop seem to have been 
crammed into this single large room. From the corner a dark 
t i p re  mshes toward you. 

The Cult and the followers of Velsharoon have been using this 
room to distill and mix the ingredients necessaly for their research. 
The attacker is Jagdish, one of the fanatical acolytes of Velsharoon. She 
has hidden herself in here at the request of Yerian the High Necro- 
phant in order to distract and possibly drive off the invaden. Jagdish 
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defcnds the Chantry with all the fanaticism of a would-be ma*. If 
she is defeated and the room searched, among the bottles and canis- 
ters can be found a jug of sulfunc acid, a crucible of meltin2 (described 
in tbe Tome ofMa@c), several pounds of bat guano, a bi&?uaIiy scale, 
a small quantity of rotting meat (elf-hearts], a sealed copper flask can- 
tafflng a dracolich potion (described in the "Dracolich" entry in the 
Morstrous Manual), several bottles of thick black fluid (which can be 
mistaken for dracolich potions hut are actually miscellaneous rime 
mantic concoctions), and some fine alchemical inshuments. 

Jagdish the Necrnphant (female human 7th-level Specialty 
I'riest of Velsharoon): AC 9 (Dexterity bonus); MV 12; hp 33; 
THACO 16; #AT 1; Dmg ld6+1 (footman's mace); SA spells, 
access to necromantic wizard spells; SD spells, access to nmn.  
mantic wizard spells; SZ M (5'llY tau); ML fanatic (17); AL NE; 
Xl' 2,000. Dex 15, Int 14, Wis 15. Spells: muse light wounds (a), 
cure light u,oiinds (a). daiarkneis; denfh nmor: ghoul touch (a)", 
silence 15' radius; ray ef paralysis', undend summoning I*; assume 
iindeadfom***. Special Abilities (each once per day): chill touch, 
speak with dead. spectral hand, animate dead, ioraithfiim. Special 
IIquipment: a pouch with continlral darkness cast within it in 
which are stored two vials upon which deathmaster's v d '  was 
cast a tenday ago by a fellow Cultist gone to locate Nevalarich. 
-hey will remain active for 10 more days. Eachdeathmstm's vial 
cam behurledasagrrnadeljkemissile,inflic~g2d8+3pointsof 
rotting damage with a direct bit or ld4+1 points of rotting 
damage for a miss that lands w i h  5 feet of its intended target. 
*spell from the Cwlt @ tk? Drqpon murcehk ( n m r y  pqaratim for 
(asfing hm-e already b e n  made) "spell fmm PHRR4, The Complete 
1 Vmrd's H a n d h k  "'spell from Proen L Pantheons. 

I f  anv c r e a m  other than a dragon consumes any porfion of a dra- 
co1iC-h potion, he or she dies an agonizing death in 1 to 2 rounds as the 
flesh literally boils from his or her bones (no saving h o w ) .  Only a 
dispil magic cast on the victim before death occurs will neutralize the 
potion and save the victim. The Chantry's Followers of the Scaly Way 
haw brewed this potion to be used on Nevalarich (unbeknownst to 
them, he sewes Aurglomasa and ma!, not be willing to go thmugh the 
transformation; see the C d t  of the Dragon sourcebonk for more mfor- 
mation on Aurgloroasa) 

21. Treasurr Storage Room 
The E*cret doors to this rnom are locked, and Only the Kwpers of the 
Secret Hoard have the keys to them: the wizard Sa- and Maerra, 
Wemx of the Purple. If the PCs attempt to pick the lock, apply a -35% 
penalty to their Iockpichg rolls due to the excellence of the I&. The 
doors can only be broken down if attacked with a pick, axe, or hammer 
and dusel far no less than three solid turns OR with two successful 
Bend Bars/Lift Gates rolls (not n~essarily h m  the same pemn). 

%!era1 small coffers and chests huddle on the floor of this room. A 
pa'r of l q c ,  ohlong, flat objects covered in an equally large sheet 
of rlothleniiayainstaMall.: 
at vou with blue painted e p  

'The Cult of the Dragon cell has acquired a large sum of money for 
Aghaztamn's fum hoard (see room 22) and to bribe Nevalaich: the 
money is for Nevalaich, the magical items for Aghartamn. If the PCs 
can get past the locks on the secret doors, they see a large treasure of 
gems, coins, and works of art. ln all, the hoard contains 1,488 cp, 5,543 
sp, 3,076 gp, and 918 pp. There are also 43 gems: three moonbar gems 
worth 1250 gp,  1,000 gp. and 750 gp; five adventurines worth 50 g p  
ea&; seven clelophanes worth 4 x50 g p  and 3 x 75 gp; seventeen jar- 
goons worth 7x75 gp,  7x100 gp, and 3x150 gp; nine pieces of amber 
totaling 750 gp in worth; and two matched mbies worth 4500 g p  each. 
Fin.dly, there are seven art pieces: two paintings of ancient kings, a 
golden statue of a perched blue dragon, a harp idaid with mothemf- 
pearl, and h e  coffers (contalrung some of the coins and gems przvi- 
ously listed, but valuable works of art in themselves). Each of the art 
objects is unique: the Dhl should determine  the^ individual worth 

22. Dracolich Reconstruction Room 
This mom is where the Cult of the Dragon has brought together the 
fms of years of cnvert work. After the baffle with Shandril Shessair 
the lncantahix on the eastern slopes of the Thunder Peaks, word even- 
tually got back to the main cell in Sembia of the fall of the Sacred Ones 
Rauglothgor, Aghaztamn, and Shargrailar, as well as the human 
wizard Symgharyl Mamel the Shadowsil. Knowing that not all dra- 
colich deaths are final, they retuned to the scene of the battle to gather 
the remaining pieces of Aghaztamn. They reverently removed the 
charred remains with them to this remote valley, where they set about 
reestablishing their power base and waiting for a sign from Aghaz- 
t m .  They how, according to the Tome of the Dragon, that if there was 
a reptilian corpse near the scene of Aghaztamn's fall, he will return 
here seeking out his true remains. If there was no host, his phylacteerl/ 
will hold his essence until the Cult cell cam locate it and bring it here, 

It has been left up to the DM as to whether the cell has found the 
phylactery or Aghaztamn has found his way here pnor to the close of 
the adventure If he or she desires a truly dramatic closing scene, have 
the bones of the oncefallm dracolich stir, rise, and break forth from 
the Chanhy to happear  into the north. 

The poitcullii doors that block the passages into this huge room 
are locked in place. In the room's center lies a gigantic dragon 
skeleton with scraps of dull blue dragon hide attached to it. A 
figure with his back to you is methodically cleaning the bod!, 
with some kind of chemicals that you can smell from where you . . .  . . ~  ~~ 

Yerian's corpse-face is caused by a corpse uisage spell. Characters 
seeing h face must roll for surprise at a 12 penalty; characters who 
are 1st-level or lower, or creaturs with 1 HD or less and with an Intel- 
ligence score of 5 or more must successfullv save vs. spell whm first 
viewing the corpse visnge or flee in terror for Id4 rounds. In this case, 
the effect lasb 12 more rounds and then fades. When the falseface dis- 
sipates, Yerian's true face can be seen: that of a human male in his late 
middle age with a nuel-looking twist to his mouth 

Allow a standard Pick Lock or Bend Bars/Lift Gates rolls to bypass 
the portcullises. Note that Yerian is a fearsome foe, who immediately 
starts casting spells through the spectral hand he has just summoned; 
PCs might be well advisable to retreat from the High Necrophant. If 
they do overcome him, thev are in for a surprise. Yerian has undergone 
the Pact of the Everlasting ceremony and had Velsharoon's death pact 
(described in Pnwms G Pnntheons) cast upon hun: therefore, if he is 
reduced to fewer than zero hp, he mid all his immediate possessions 
disappear, transported to a distant place of safety where he r e m  to 
life. The PCs have just gained a long-term enemy, who at some point 
in the fuhue will track them down and thereafter make their lives mis- 
erable with constant harassment from his undead minions. 

Yerian. High Necroohant (male human 13th-level SDeCiah 

no damage on a successful save); SD spells. necromantic +d 
spells; SZ M (5'Y'W); ML elite (14); AL NE; XT 7,wO. Sh. 9, Dex 
16, Con 15, Jnt 14, Wis 16, Chr 10. Spells: cure light x m m f s ,  corpse 
i i q e "  (just cast), locnfe remains"', pmtectionfrom p d ,  puhq6,fibod 
G drink, sancticary, undead senant* (already cast); choke", death 
a d ,  onhalm** (already cast), ghoul toiich': resist cold, resistfire, 
specha1 hand, wifhdmru; d i y d  magi?, gimily hands', meld into stone, 
negntiw pkne protectim, undend siimmoning I", undead torch: assume 
undeadfmm'**', spell immuni+ma@c missile (alrrady cast), cure 
soioics rmnds, undead strmmaing 11: gasmiisform"": undead sum- 
moning 111'; dead man3 eyes**, udmd summoning IT. Spedal Abil- 
ities (each once per day): chill touch, speak rv i fh  dead. spcctral hand 
(just cast a round ago), animate dead, ri~aitI!fm, and gaseous/orm. 
'spell from Cult ofthe Drqm (the n e e s q  preparations for casting have 
already been made]. "spel! hnm PHRM, Th? Conipkte Wknrds Handbook. 



'*S@ from ne cornpi& Book or wmniancns. *'*spell from , ' r r s  i 

Panfheoni. 

Oe Cemple of the Dragon Oracle 
ot much is left of the former glory of the Temple of the Dragon 
Oracle. The two dragons m e n t l y  here are undcad abomina- N tions created through the actions of this cell of the Cult of the 

Dragon from failed attempts to mate  dracoliches. Both are nearly 
mindless and attack the PCs when encountered. A wight also dwells 
in the ruins with the encouragement of the Velsharan priests in this 
Cult cell, serving as a guardian of the two undead dragom' dignity 
and endowed with the abiliv to command them to best proted them- 
selves and the ruins from impious intruders. PCs who attack the 
inhabitants of the ruins could well die if they are careless or fail to 
=treat when overmatched, unless they hold %me special ace up theic 
sleeves. For the areas keyed in this section, see map, above. 

Read the following when the PCs cross the hanging bridge and 
approach the temple: 

Walkingup theshortrampat theend of thcbridgp to thestonepax-ed 
plaza, you are greeted b>- an aivciome sight. The rock ledge has 
hfen cnn.ed to rewmhlc a buildin): in the style of ye"~c long past. The 
plara f o m  the setting for four exquisite stakes of dragons, one Ivith 
a winq hmken by an ancient rockslidtit look as if one of the sup- 
pmt pillars hamin: the temple's entrance collapsed, releasing many 
tons of loose rock onto the plau m d  partiall>- blocking the opening. 
However, ex'en with the debris. the anbent entrancc is sfill pasiahle. 

The natural cleft in the rock continues to the right (leading to 
room 3) hut gives way to a hand-hewn corridor to the left (leading 
to room 2). 

2 The Priests' Quarters 

The xvalls here are roughly chiseled out of volcanic rock. In olden 
times this ma!- have served as  the private quarters of the 
iharnanic priests of the temple, but now it's just an empty room 
with a collapsed wall. 

If the FCs dig for three turn they can conned this room to the main 
corridor to the west, but the risk of a cave-in while doing 50 is 4in-10 
unless the walls and ceiling m somehow shored up with magic or stmc- 
tural bracing. The collapsing ceiling here inflias 3d6 points of damage 
(half-damaReonasuccessfulDexterih.chffk) andcanpotenfiallyhapits 
victun5, causing them to eventually starve or iufiocate u n l s s  rrscued. 

3. Larghauseth's Lair 

A huge rocky shape hlock your view deeper into the cavern. Slowly, 
it moves, and you iealiie it's a dragon-and dead one at that! 
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Larghauseth, known to humans a5 "Flas&," died some time ago 
from unsucceiiully quaffhg a dracolich potion. The Cult cell, eqeri- 
mating with some of the knowledge revealed to it by its copy of the 
Tom? @flw Drqon, transformed his corpse into a zombie dragon. While 
deuiived of his intellieence. hi! fear aua.  his swllcastine abilitv. and his 

5. The Lava Dome 

Asmall mound of frozenlava protrudes from where once gaped an 
offering pit. This miru-eruption, the recult of a small change in magma 
pressure, caused the rocklide that collapsed the temple enhance (see 
area 1). Charactem who step out onto the new floor stir up a cloud of 
fine dustbut suffer no ill effects from it  (other than possibly coughing 
and giving away their pE92nce). The fragile surface of the new rock 
cracks with each step they take, like brittle ice on a shallow puddle. 

6. Rock Shelf 

This rock ledge overlook? the main floor of the chamber fifteen feet 
below One of thc n a m d  columns here has collapsed, lea~ing an 

The undead dragons, because of the collapse, can reach significant 
portions of either end of this ledge. 

7. Empty Chamber 
Reachable either from the main hdway 01 the rock shelf (area 6), this 
room is empty and of little note. The adjacent room beyond has col- 
lapsed, leaving only a crawlspace to link it with the passage to mom 6. 

Conclusion 
Once the K s  have explored the Chanty and eliminated this cell of the 
Cult of the Dragon (and the Zhentarim interlopers), the adventure is 
over. It is not necffsarv to clear the ruined Temple as well, but thorough 
advenhuen willno doubt want to do so, m a h g  it more difficult for the 
absurt membfrs of the Cult cell to rtfftablish themselves in the area 
once they return from their Current &ion. The DM can craft M e r  
adventurers for characters who want to hack dawn the rmising cultists 
or t r d  01' W h i s h  and recover any items he exape with Natc that 
suni\ing Cult members, both of W and other cells, will spare no effort 
to &eve any s a d  items player character; c q  off from the Chanty. 

Kamal (wight): AC 5; M T  12; HE 4-3; hp 20; 7HAC0 15; #AT 1; 
I h g  ld?+enqy drajn; SA touch drains 1 level (no saving how); 
SD immune tn nonmagical weapons, immune to sleep, charm, hold, 
z:old-based spells, paralysis, and poison; SW holy water (2d4 
points of damage per vial), destroyed by robe dead (no saving 
hnw), silver weapons (&ct full damage), avoids bright light; SZ 
M (65" tall); ML elite (14); Int average (10); AL LE; XF 1,m. 

Oskumuh (Skeleton Dragon, Juvenile Blue): AC -1; MV 5, 
b m w  3; HD 14; hp 63; THACO 7; #AT 3+spdd; I h g  ld8+4/ 
id8+4/3d8+4 (claw/claw/hite); SAkick (q laces  one claw attack, 
I d 8 4  damage, creahm shuck who fails a Dexterity check is 
kicked back l d 6 4  feet and must save vs. petrification at 4 penal- 
? or fall pme); SD keen - (can d e w  invisible obj& and 
'xings within 4ll feet), chiraicdinve (80 feet, lair only), immune to 
4ectriciF, sleep, charm, hold, paralysis, poison, and cold-based 
spells, halfdamage from edged and pierdng weapons, saving 
throws as 14th-levi priest; SW may be turned (as Special 
Undead), holy water (2d4 points per vial); SZ G (40' body, 30' a); 
WL fearless (20); Int non (0); AL N; XF 11,ooO. Spmal Abilities: 
zmle 01 deshcy ruulm (thrice per day), smid imitation (at will). 

! 
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Return of the pick-Axe 
An ADVENKRERS GUILD adventure 

set in a distant corner of the GREYHAWK campaign world 
for four to si* characters of 7th to 9th level 

by Christopher McKitterick 

etum of the Pick-Axe" is a stand-alone AD&D' adventure 
for use with the GREYHAWK campaign setting. It was con- 
ceived and structured in such a fashion that most groups 

should be able to complete this adventure in a single game session. 
Familiarity with the basic World of Greyhawk setting is helpful for 
the Dungeon Master, although enough background material is pro- 
vided in the text that such knowledge isn't shictly necessay. Dun- 
geon Masters looking to use this scenario as the starting point for a 
campaigr will find the chapter titled "Geography of Oer th  in the 
GREYHAWK Adnmtures rulebook (TSR #2023) helpful; the recent 
Plnyer's Guide to Grewhnivk (TSR #9578) and GREYHAWK: The 
Adventure Besins (TSR #9577) are valuable resources as well. 

Adventure Overview 
In "Return of the Pick-Axe" the player characters (PCs) are recruit- 
ed by the dwarves of Clan Highforge to retrieve the mysterious 
Pick-Axe of Highforge. The dwarves keep the particulars of their 
mission secret to the very last minute . . . and then mishap strikes 
and the particulars are never revealed. Armed with a bare rmni- 
mum of information, the PCs must penetrate the undead-infested 
tunnels of the cursed Arak-Zil mines in order to complete their 
mission. This is a deadly adventure, intended for characters of 
levels 7-9. 

Dungeon Master's Background 
In CY 519, Clan Highforge discoverrd one of the richest mineral 
deposits known on Oerth, only to abandon it five years later. Exact- 
ly what drove away one of the mightiest dwarven clans from such 
wealth is something they refuse to comment on. Truth be told, they 
aren't exactly sure what happened. 

Today, sixty-seven years after the mines were abandoned, 
reports of great armies of ghouls and ghasts working the Azak-Zil 
mines by moonlight are well-known folklore. The truth is that 
anyone who dies within five miles of the mines rises up again with 
the next full moon as one of the undead, unless the corpse is 
blessed before reanimation occurs. All those who rise again are 
consumed by greed and the desire to personally acquire all treas- 
ure unearthed from the mines. This double-edged curse is brought 
on by a magical artifact possessed by a lich, an 18th-level evil cleric 
who has chosen the mines as its lair and now controls the undead. 

Until recently, Clan Highforge was willing to cut its losses and 
forget about its defeat at Arak-Lil. However, problems surround- 
ing the opening of a new mine have forced the clan leaders to 
reconsider this position. A living artifact called "the Pick-Axe of 
Highforge" was presumed destroyed in Arak-Zil. This albino 
ape, enchanted long ago by Highfarge's forest deity, drove away 
evil and undead beings from the mineshafts where it worked 
alongside its fellow miners. When the clan's priests recently 
attempted to create a new Pick-Axe, they found they couldn't. A 
brave dwarf named Burek dared the dangers of the abandoned 
mine and found evidence that the original Pick-Axe still lives. 
Highforge needs the Pick-Axe returned, and the PCs are the 
chosen agents of the clan leaders. 

Player's Background 
When the players are ready to begin, read or paraphrase the 
following. 

Out of the many miiiioni your team has performed for Clan 
Highforge, this one has been shrouded in the greatest mystery- 
and it xomises to be the moyt dangerous and possibly the most 
profitahle. You meet your regular Highforge contact, craggy old 
Zhalkait, and another dwarf in a pub on the sea. Without pre- 
amble, Zhalkaft asks you to retrieve the Pick-Axe of Highinrge, 
defender at the mines, from the shadowy dppths ai  Azak-Zil. 

"It is believed that any mine where the Pick-Axe has broken 
stone will remain forever free of cvil. It was last used in one of 
the mines at Arak-Zil," he exilains. "Our newest mine is infest- 
ed with ghouls. Since WE nex-ei plan to retiirn to Azak-Zil, it is 
not needed there. \Ye had assumed it destroyed, but recently 
Buek here" (he gesh~res to the silent dwarf who sits beside him) 
"ventured to tha t  ill-fated place and found evidence that the 
Pick-Axe still, ei, exists." 

Zhalkaft leans forward across the tavern table to stare into 
your e-es. ''We must hare i t  bark," he whispers. "You'll have no 
trouble recognizing it," he adds. tugging thoughtfully at his 
beard. "You'll recognize >our goal because it's inscribed with the 
words, 'Pick-.Axe of Highfor:;e' in dwxven runes. Burek here 
m 4 1  sene ai your guide; he has seen what you seek and can give 
)nu details if necessary, when the time is right. But tell no one; 
no one must know the true nature of the Pick-Axe, lest that 
knorvkdgc be uicd to deitror it. I neither can nor will say morc." 

If the topic of payment is raised, Zhalkaft seems relieved to be 
discussing money, a topic that usually pains him greatly He pulls 
a large purse from inside his jacket and passes it to the characters. 
He tells them that Highforge pays 2,000 gold now and 10,000 gold 
upon the Pick-Axe's return. The clan also provides the player char- 
acters with twelve camels for use as pack animals; these are theirs 
to keep. If the group debates the mission's merits and dangers, 
Zhalkaft adds the fallou~ing inducement together with a warning: 

"Aside from the Pick-Axe, y0-J may keep any treasures you iind 
there, but do not linger longrr than necessary. Vast numbers of 
undead roam the region during the dark hours, and you could 
lose your soul to their leader it you shouid die. Follow Rureks 
direction and you will return, mission accomplished, rich 
enough to build fine homes or taverns for yourselvei." 

The promise of adventure and wealth-not to mention glory- 
in addition to accomplishing an important mission for the dwan,en 
people should make it cas! for the group to accept the commission. 
Read or paraphrase the following account of their journey to the 
mines. 

Far the past many- days, as you trek through the Abbor 412, your 
primary concern has been rvnrrying if thc camels can carry all 
your loot. To pass the time, Burek tells you about the history of 
Arak-Zil, saying, "It's important to knmy and it'll preparc yon 
for the dangers we are about to face. 

"In CY 198, a giant falling star struck Abhor Alz snmewherc 
between the Bright Desert and the lesser River. Sages knew that 
such astronomical events hen.uently resulted in rich deposits of 
iron, platinum, mithral, and adamantite. Of all the kingdoms 
and powers which later sent expeditions to pinpoint the starfall 
and stake a mining claim, only the dwarves of Highforge suc- 
ceeded. In CY 519, we built the secrrt mining city of Arak-Zil- 
'Pureheart' in Lhrarven. 



"For five years, Clan Highforge ii-orked the richest mines in 
all af Oerth. Then, without warning, our good fortune collapsed. 
A inyitrrious calamity claimed Azak-Zil, and even the mighty- 
expeditionary force sent to re-take it from whatever unknoivn 
ent'my had seized it  vanished into m)'stery. We were forced to 
cut our losics and abandon the rich site and its attrndant cities. 
In 'he chaos, the Pick-Axe w a s  assumed lost. 

"Those adventurers who have darrd explore the region have 
brrught us reports of undead miners still working the tunnels, 
and 1 myself hare seen them. Several of our old cities now report- 
cdly serve ai nomad h i e  camps: 1 myself had a close call and 
baiely eicaped them on my prcoicus iciluting expedition. There 
are also whisper? of a mighty lich living somewhere in the mines. 
Ru I think I know wht,re he might bc hiding, and we can easil!- 
aioid him. Il'e are here for the Pick-ixe, not to pick a fight." 

That was the most hi. would say. Even nnw, as you establish the 
las' camp before >-our destination, w~ith the Mines of Azak-Zil a 
mew hve miles army, he tells you only "Mhm the time is right, you 

P promises a t!iorough briefing in the morning on the 
dai ing dayiight raid that hc wants to conduct. 4 s  you him in, Burek 
takrs the tint tiatch, as har been the pttcm far the entire journey. 

The Adventure Begins 
In the dead of night, have each player roll a Constitution check for 
his or her character. Those who succeed are awakened by the 
sounds of struggle outside their tents. When they venture outside, 
the) see Bureks unconscious form being dragged into the night. 
Before they can pursue the abductors, each character who emerges 
is attacked by thee nomad warriors. 

I f  the characters in battle m, out, those ifill sleeping automatically 
wake up and can join in the fight the following round, unless they 
decide to take time to put on their armor. Those who enter battle 
immediately are each attacked by thee nomad warriors like the first 
group. A priestess standi apart from the battle and casts hold persm at 
whichever PC(s) seems to her to pose the greatest threat. Any charac- 
ter who fails his or her saving throw vs. spell is subsequently ignored 
by the nomads, who tum their attention to those who are not held 

Human nomad warriors (3 per PC): AC 10; MV 12; HD 1; hp 
7 each; THACO 20 (19 with Strength bonus); #AT 1; Dmg 
ld6+1 (spear, Strength bonus); SZ M (average 6'3" ta l ) ;  ML 
elite (13) so long as priestess remains alive and uncaptured, 
thereafter unsteady (5); AL N; XP 35 each. Str 17, Int 11. 

Jagery, nomad priestess (3rd-level Cleric): AC 6 (leather 
armor, Dexterity bonus, ring of protection +l); MV 12; hp 17; 
THACO 20; Dmg ld6+1 (mace); SA spdli; SD spells; SZ M 
(5'93; ML elite (14); AL N; XF 175. Str 14, Dex 16, Con 12, Int 
14, Wis 12, Chr 17. Spells: command (x2); hold person. 

Once the battle is over, a search of the area allows them to find 
Burek's dead body, staked to the earth and eviscerated, with the 
heart removed. His killers have already fled with the heart, making 
raise dead attempts futile. If any of the nomads are captured alive, 
they inform the PCs that a hidden nomad scout recognized Burek 
on the previous day. Their leader had decreed that the intruder 
should be taught not to trespass twice on their lands; hence the 
dwarf had to die to satisfy their tribe's honor. Unless they choose 
to abandon their mission, the characters must now proceed with- 
out his specific information or guidance. Speak with dead provides 
them with the following poem, slowly chanted in Dwarven (note 
that this poem is also written on Bureks map; see map, above): 

Mining tools are best kept dry  
One by two is near the sky. 
Stay awayfrom the big Y. 
Unless, qfcorrrse, you wish to die. 

If the PCs ieardr Burek's tent, they find the following: a sleeping 
bag, a small chest containing th~ee potions qf /!ding, a notebook with 
most of its pages torn out, various ordinary travel items, and a leather 
necklace with an orange metal pendant in the shape of a shield. The 
pendant is a dwmen amulet gfprotectim~fmm undead, which adjusts its 
dwarven wearer's appropriate saving throw by +4 against undead 
special attacks (nondwanres gain only a +1 bonus). It does not provide 
protection against spells cast by undead nor their physical attacks 

The notebook turns out to be a personal diary written in what 
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seems to be an indecipherable code (actually, it is written in an 
obscure language and all the words are spelled backwards to boot); 
if  somehow deciphered, each day's entry is extremely laconic and 
unhelpful, consisting of only a word or two ("mule," "shoes," 
"weather"). Of more inteIest, however, is a hand-drawn map (Map 
Three); this shows the central pits region of the lost mines. Note 
that although the map has no key, a half-inch on the map equals 
one mile. The Dwanren runes around the edges of the map can 
only be read on a successful Reading/Writing-Dwarven profi- 
ciency check, at a -2 penalty, or on a successful Read Languages 
attempt by a thief or bard (in this case at a -10"/0 penalty). The runes 
spell out the poem given abox~e, the refrain of a ballad Burek was 
planning to write about the brave deeds of the party in the mine. It 
also provides an oblique clue, telling the party to not enter the mine 
near the lake (if they do, they- will find themselves in the lair of the 
lich) but instead to enter the top-most tunnel in the Red Butte. 

Oe mines ofAzak-ZiI 
haracters who find and correctly decipher Burek's poem 
should be able to avoid the lich's caverns. If the PCs misin- C tmpret the clue on the map, or if they choose to go looking 

for trouble, continue the adventure with the section titled "Lair of 
the Lich" (page 18). Otherwise, continue with this section. 

Searching the camp and deciphering the clues an the map takes 
time; once the PCs are ready to move on, it is daybreak. They have 
ten hours until sunset. It will take an hour to bury Burek, if the 
group chooses to do so. It takes an additional hour to cover the ter- 
ritory between the camp site and the mines on camel back. Once the 
party is within sight of the mines-they can see the pits and sbip- 
mines about half a mile away, appearing like huge sores on Oerth - 
the camels refuse go any closer, biting and spitling if prodded. 

The mines near Poison Lake are infested with all manner of sub- 
terranean monsters, especially ghouls and ghasts. If the party choos- 
es to enter one of these tunnels, use the monster encounter table in 
the sidebar. The ghasts and ghouls of AzakZil are greedy miners, so 
they possess double normal treasure in caches in these tunnels. Note 
that because they are under the influence of the lich's artifact that 
created them, all these undead are Lawful Evil rather than Chaotic 
Evil in alignment. All tunnels, except the one protected by the Pick- 
Axe of Highforge, are connected underground in an endless maze of 
mineshafts. By contrast, the tunnel that holds the Pick-Axe can onlv 
be entered through the topmost opening in Red Butte. 

If the PCs judiciously steer clear of these caverns, they still must 
avoid the shallow strip-mines where many undead spend the day- 
light hours (2d8 ghouls and Id4 ghasts per pit, with 2d12 lacedons 
in the occasional flooded piti and the poison lake-use ghoul 
stats). If the party approaches within sixty feet of one of these, they 
are attacked. In addition, the undead become increasingly difficult 
to deal with as the characters near the lich's lair. Within five miles 
of Krakev the lich's lair, all turning attempts suffer a -1 penalty; 
within four miles, this rises to -2; within three miles, to -3; within 
hyo miles, to 4; within one mile of the lair, the penalty rises to -5. 

Ghouls (2dS per pit) or Lacedons (Zd12 per flooded pit): AC 
6; Mv 9; HD 2; hp 14 each; WAC0 19; #AT 3; Dmg ld3/ld3/ 
1d6 (claw/daw/bite); SAparalyzation (ld6+2 rounds, save vs 
paralyzation to reist); SD immune to sleep and chnrm spells; 
SW may be tumed by priests, held at bay by protcctionfrom ai/ 
(unless attacked); SZ M (4' to 5'); ML steady (12), fearless (20) 
if within sight of the lich; Int low (5); AL LE; XT 175 each 

Ghasts (ld4 per pit): AC 4; l v n 7  15; HD 4; hp 22 each; THACO 
17; #AT 3; Dmg ldl/ld4/1dS (claw/claw/bite); SA para- 
lyzation (ld6+4 rounds, affects even elves, save vs. para- 
lyzation to resist), carrion stench (-2 penalty to attack rolls 
on a failed save vs. poison); SD immune to sleep and charm 
spells, held at bay by protectionfrom mi/ only if used in con- 
junction with cold iron; SW may be turned, double damage 
from weapons wrought of cold iron; SZ M (4' to 5'); ML elite 
(14), fearless (20) if within sight of the lich; Int very (11); AL 
LE; XP 650 each. 

- -, .- - , . . .._,, ... . b _ ,  . -, .. 
to oppnnmts' su-prise rol!sl; 511 regeneration (3  hp per round), 
kcen icnsci (I-in-lfl chance of jeing surprised), immune to hcat, 
cold, and normal firci; S\'Y acid and magical fire damage cannot 
rcgencratc. water (Id4 damage per vial, 2d.1 per flask. I d4  per 
watrriiin; douhlr damagc from holy water or p w ~ d  water), 
dirnnter @ciiiilcsi :i:ntcr (25 points of damage per round, successfd 
attack roll required), pO~l<Jli of inter (6d6 points of damage, 
troll miid save vs. uoison o r  di L 19' tall): \.E fanatir 11 8): AL 
CE; XP 1,X 
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(al-erape 6'3" tall); \1L steady (17.;); .AL N; XP 3.5 each. Str 17, Int 11. 

'This enmiinter only takes pl'ice once and only if the party is 
undcrgmund or at night; othenviie, treat as "no encounter." 
Swordwraiths (Zd3): AC 3; blT 0; FiD 7; hp 4S, 20,29 

19 Human Snordwraith Platoon.' 
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lich. appearing again ml>'if they tail to do to. 
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finbing the Pick-Axe 
his section describes the encounters the PCs have in the 
mine-tunnels, and the traps they must overcome; it is keyed 

through the top-most tunnel on the side of Red Butte, either by 
climbing up the bluff face or by walking up the sloped side of the 
butte and then down a stairway carved into the stone. 

T to the map on page 17. The party can only reach this area I 

~ 

j 

The Entrance 
When the Dart" reaches the entrance to the home of the Pick-Axe 
and its K&pe< they are faced with a heavy wooden door with a 
permanent protection from evil 10' rndius engraved in the floor in 
front of it. The lock can be picked by anyone so skilled, or the door 
cam be smashed down. If it is not opened with the proper key (a 
duplicate oi which was lost when Burek was attacked; the Keeper 
in the Inner Sanctum within has the original), the opening or 
smashing down of the doors releases weights hung from chains 
deep in the stone. The PCs hear an extremely loud but muffled 
clanking and groaning, and the entire butte begins to vibrate. After 
a minute or so, the weights hit bottom, sending up a whurnp! the 
PCs hear and a shudder they feel. NOW that they have set the 
bu'te's protective machine? into action, all the defenses built by 
the Keeper of the Pick-Axe run automatically for two days. He of 
colme at once begins winding the weights back up so the equip- 
ment will not slow down unless it is all destroyed 01 the weights 
are cut free of their chains. 

Just beyond the door stands the Clockwork Warrior, a giant 
black-iron construct with dwarf-like proportions that is broad 
enough so none can pass into the tunnel beyond. It hums with the 
soiind of gears turning. Its ornate armor plating is scored with 
weapon damage and stained with what could only he dried blood. 
Inxribed across its chest (in partially effaced dwarven runes) is 
"Guardian of the Higbforge Pick-Axe"-praof that the pa re  is on 
the right track 

Clockwork Wamor: AC 3; MV 4 (or less; see below); HD 16; 
hp 70; THACO 3; #AT 1; Dmg 30 points (punch); SA +I attack 
bonus; SD recharge to full power, immune to charm, sleep, 
hold, poison, paralyzation, illusions, and spells that affect 
only organic beings, immune to nomagical weapons, 
repaired by fire (see below), edged weapons used against it 
hare cumulative IO"% chance per strike of breaking; SW loses 
energy when detached from power source (see below), 
retreats momentarily from electrical attacks; SZ L (IO' tall); 
ML fearless (20); AL N; XP 11,000. Str 23, Int 4 (actually 
mindless hut programmed to opPrate as if semi-intelligent). 

Creaking and whirring, the Clockwork Warrior takes a step 
toward the PCs and extends one finger. If they look closely, their see 
a keyhole set into the fingertip. If the Keeper's key is inserted into 
the, keyhole, the Warrior steps aside. A PC who attempts to pick the 
lock suffers a -30% penalty to his or her Open Locks roll and has 
only three rounds to complete the task before the golem attacks, 
striking out against whoever is nearest. Anv attack immediately 
provokes the golem to attack in response. 

When it attacks, the Clockwork Wamor moves toward the near- 
est aggressor and punches. The second step it takes severs it from its 
winding sprocket in the floor, which goes on spinning free until the 
golem returns to power up again. Only magical weapons can 
damage this sprocket; it absorbs 30 damage before breaking. The 
creature must periodically return to its power source or lose power, 
eventually becoming immobile and unable to fight. After one hun 
its movement drops to three, then two, and so on. Its attack damage 
also drops ldlO per turn during combat, but only if it attacked the 
pn:vious turn (it won't waste energy swinging at empty air). 

The Clockwork Warrior breaks off its attack if necessaq- to con- 
centrate on anyone who tries to sneak past into the tunnel beyond. 
For purposes of smashing or lifting things, its strength is 23, and it 
gains a +I attack bonus because of its long reach and the close 
quarters. Engaging the drive sprocket with the transmission hole in 
either of its feet completely recharges the creature in one round. It 
never runs down if allowed to fight while "plugged in." 
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TI,.? i l o c k ~ r o i k  \\iirrioi is inimuni. tu all magic t h i t  attects 
organic beings and cannot be influenced in any way Because of its 
heavy iron plating, it can only be damaged by weapons of +1 or 
better magical bonus, and each blow delivered to it by an edged 
weaDon has a cumulative 10% chance of breakina that weapon. 

I 
Elechical attacks cause the golem to back away from the spelcast- 
er (though it will never leave the mine), but fire attacks repair 1 
point of damage for each 8 points inflicted. 

If only one nimble PCs attacks and no one tries to sneak past the 
Clockwork IVarrior, it can be lured away from the tunnel entrance 
and forced to run out of power without grave injury to the party 
members (Irt them figure this out themselves!). As long as it is 
within the Warrior's movement ability to do so during the turn 
hefore it  would run down, it breaks off all engagements and 
returns to its drive gear to recharge. The only way to stop it from 
doing so is to deal it more than 20 points damage during its retreat 
(which causes it to fight back) or to enter the tunnel it was set to 
guard (which causes its guardian function to override its self- 
preservation function). Remember that the PCs will have real trou- 
ble getting out past this mountain of metal if it runs down in the 
h l ~ d  itself. 

After any part of the Clockwork Warrior's body (such as an 
arm, chest region, or so on) receives 10 or more points of damage, 
the PCs can see that only the outer armor plating is made of iron. 
Inside, the golem's clockwork of gears, cogs, levers, and so on are 
fashioned of platinum and gold: The Keeper could imagine no 
better form for treasure to take than the machine-works he loves, so 
he has spent the past 60 years or so forging precious metals into 
components for the machinery the PCs will encounter. 

Note: Most devices that operate the traps that await the PCs 
contain a number of removable gears (a convenient shorthand for 
treasure); these gears are each worth 8 pp if sold as metal or 80 gp 
if sold to the right buyer as a specialty item. Disassembling a device 
requires two minutes per gear, something for the PCs to consider 
since time is an issue. Hacking a device into easily transported bits 
reduces its gear-treasure to the lower value. The Clockwork War- 
rior contains 130 such gears. 
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The Lower Level: Six Decades of Traps 
Once past the Clockwork Warrior, the PCs hare to avoid or defuse 
numerous deadly traps built over six decades by the Keeper and 
his small army of apprentices that he gradually lost as they ren- 
bred  outside the butte’s safeg~ for supplies. He has grown para- 
noid (and rightly so!) because all the other dwarven miners have 
perished and become undead since he took up his post. 

After the party has gotten past the Clockwork Warrior, roll ld20 
for every ten minutes of game time to determine what, if any, roam- 
ing creatures the PCs encounter during that period. Monsters 
always attack from behind, coming from the outer tunnels now 
that the Clockwork Warrior is no longer there to keep them out. 

Trap A A hundred feet into the tunnel, the PCs find another 
locked, iron-reinforced door. If it is smashed or thrown open quick- 
ly, 12 four-foot-long iron spikes launch from behind the door a t  the 
party, half below the waist and half above. Have every party 
membm make a Dexterity check or he struck by ld4 spikes. Each is 
propelled with great force so that it deals ld8 damage to each 
person i t  hits. Note that the spikes are long enough, and ejected 
with enough farce, to go through a character and into the person 
behind him or her. 

Cautious characters who open the door less than a foot can see 
the spikes loaded into their wooden rack just beyond the door. If a 
light source is brought close, they will also see that the tunnel ends 
here, at a stone staircase leading down. Most importantly of all, they 
can see a large iron lever set into the wall just inside the doorway If 
this lever is pulled upright, the spike rack rotates so as to pose no 
danger; pulling the h e r  down has no effect. Opening the door a 
foot or more without pulling thc lever upright sets off the spikes. 

The lever mechanism has nine gean and the spike rack has sixteen. 

Trap B Halfway down the spiraling staircase, three steps that look 
just like the others are designed to hinge open heneath the weight 
of any creature weighing 100 pounds or more. A successful Find 
Traps roll allaws a character to notice the hollow sound of each 
step’s surface before putting his or her full weight on it. Any char- 
acter who plunges through the trap falls 30 feet down a square, 
smooth-walled shaft onto an iron plate that gives slightly under the 
Pc‘s weight, then begins to vibrate. The only way out is to climb 
chimney-style (very difficult; characters of less than human size 
have their Climb Walls abilities cut in half for purposes of this 
climb). The hinged stone lid to the trap locks back in place after a 
character falls through and must be broken open (AC 0,20 hp). To 
make matters worse, the walls-six-foot-thick stone backed by iron 
plates and driven by giant iron rods-immediately begin to close 
in on the victim with a rumble and whir of gears. If the PC has not 
exited the shaft within six rounds, he or she is crushed to death 
unless the character can become noncorporeal or transform into a 
small creature no bigger than a normal snake. The shaft walls re- 
open after the crushing is complete and the stone lid unlocks, ready 
to tempt the next victim into the trap. 

Each of the three hinged steps has six gears 

Trap C The landing at the bottom of the stairs is another iron plate, 
plainly visible, that sinks an inch or so when stepped on and then 
vibrates for several seconds. This plate is ten feet by ten feet and 
comprises the entire floor area of the landing, which ends at a very 
narrow locked door. Beside the door is a lever which can he moved 
up or down. 

If stepped on, the plate releases a trap door set into the ceiling of 
the stairway Through this trap door swings a huge pendulum blade 
that sweeps silentl>- down from behind the party, stopping just 
short of the door and swinging back up again. Moving either direc- 
tion, it deals ldl2 damage upon striking a party member, and its 
momentum is such that each PC needs to roll a Dexterity check to 
avoid the blade even if  i t  already struck someone that round. The 
pendulum continues la swing hack and forth until the lever is 
moved upright. If the lever is moved down, two more blades join the 
first; avoiding all three requires a Dexterity check at a 4 penalty. 

For each 30 points of damage dealt to the pendulum or its mech- 
anism in the ceiling, one blade will stop; opening the door or flip- 
ping the lever up causes all three retract hack up into the ceiling. 

This door hides no trap, but some 60 feet beyond it splits into three 
tunnels from which the PCs must choose their direction (their goal 
lies to the left). 

Each pendulum mechanism contains twenty-two gears, and the 
lever contains nine. 

Trap D: If the party follows the center hmnel, they see two pick- 
axes lying on the floor (ask if any of the characters take them-they 
are useful for escaping the next trap!). They can pass through two 
more locked doors without incident (these doors close and relock 
behind the PCs unless broken or propped open). Opening the third 
door sets off an enormous groaning of metal and grinding of stone 
all around them as a forty-foot length of the tunnel rises one level. 
The only way to reverse this is to flip the lever an the other side of 
the door upright before the floor has risen more than one foot (two 
rounds). If they managed to throw the lever in time, the tunnel set- 
tles down and the PCs discover the dead end. Failure to do so traps 
the party in the now-sealed tunnel for two days or until they mine 
their way out. There is no outside air supply, and torches quickly 
use up what air is trapped with them, making suffocation a real 
problem. The two-foot-thick stone floor is the only way out, assum- 
ing they have mining equipment or the appropriate spells with 
them. Roll only once to see if trapped characters have a random 
encounter in the enclosed tunnel. 

If the characters manage to burrow their way through the floor, 
they find themselves in a tunnel much larger than it had been. Tree- 
thick shafts of iron that vibrate to the touch support the suspended 
tunnel unit from deep below They can now see that the direction 
they were headed is a dead end and can retrace their steps back to 
the junction without difficulty The lever mechanism has nine gears. 

Trap E Taking this turn leads the party into a maze of abandoned 
mineshafts, dressed up to appear important by having locked 
doors sprinkled throughout. None of the doors are trapped. This is 
the ghost’s lair, and if it hasn’t been encountered vet thev will cer- 
tainly meet it here before long 

Trap F: After they have walked more than ten paces past the last 
door of this return passage, stone blocks begin to crash down 
behind them-ne, two, three, f o u 4 r i v i n g  them onward to the 
top of the tunnel. If they do not mox-e out of the way of the two-ton 
stones, they are crushed, but they hare plenty of warning to run 
forward in time. After the last block has fallen, the floor slides 
open, dropping the PCs sixteen feet onto the floor of the entrance 
(the ceiling then slides shut over them). Characters who reach this 
point find they have made their way hack up to the Clockwork 
Wamor, which if still intact reacts as described on page 15. The PCs 
cannot cut their way back up into the ceiling, since the sliding 
stonework is ten feet of solid granite. 

Trap G At the end of a large tunnel which bears recent mining 
marks (the very walls glisten with ore deposits), the characters find 
an iron door set into an iron wall. If they test the wall, they discov- 
er the plating is dozens of layers of riveted iron and, behind that, 
stone. Only behind the door can they sense an opening, but the 
door is over a foot thick and reinforced inside with mithral plates. 
It cannot be broken open short of a miracle, and there is no keyhole 
or handle. 

Beside the door is a gold plaque with engraving that reads (in 
Dwarven runes): “Subtract R from U and multiply the result times 
N. U is the year Highforge founded Azak-Zil, R is the year the 
falling star shuck this place, and N is the year the Great Kingdom 
was founded. Leave now if you cannot solve this! If you can, then v again, and try again.” 

Seven levers protrude from the wall near this plaque, each with 
a different number inscribed 0. 16,48,277,321,752, and 3081. The 
correct answer is 321 (519-198~1=321). If this lever is pulled, a ten- 
foot-long, three-ton block of stone falls forty feet behind the door 
and drops just fast enough so that anyone beneath it can move out 
of the way. Large letters carved into its face read, in Dwarven 
mnes, ”The Great Kingdom was founded in CY 1.” This stone also 
falls if any other lever is pulled-a safety feature to hinder mon- 
sters from following the party into the sanctum. From now until 
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the stonc i i  rased, onl>- rolls PI :<-;A on the random monitm 
encounter table yield any monster encounters (they lire here). 

Pulling the 321 lever a second time drops a second stone of 
enual size iust this side of the first. Carved into this one are the 

ml:-  ria!^ to stop the \ \ x : i c m  short of destroying them all is to 
threaten the Keeper or the Pick-Axe. HE immediately calls them off 
if the inner door is opened. Beyond this room, do not roll for mon- 
ster encounters unless the Pick-Axe dies. 

Small Clockwork Warrion (16): AC 6; MV 4 (or less); HD 4; 
hp 25; THACO 15; #AT 1; Dmg ld6+3 (pick-axe) or 10 points 
(punch); SD recharge to full power, immune to charm, sleep, 
hold, poison, paralyzation, illusions, and spells that affect 
only organic beings, immune to nonmagical weapons, 
repaired by fire, edged weapons used against them have 
cumulative 5% chance per strike of breaking; SW lose energy 
when detached from power source, retreats momentarily 
from electrical attacks; SZ M (4' tall); ML fearless (20); AL N; 
XI' 650 each. Str 21, Int 3 (actually mindless but programmed 
to operate as if semi-intelligent). 

These smaller versions fight a5 does the Clockwork Warrior but 
lack its +1 attack bonus and have only half the chance of weapons 
breaking upon their metallic exterior. It is impossible to distract all 
of them from returning to their winding sprockets. If they lose their 
pick-axes, they punch their targets with their steely fists. For p u -  
poses of smashing 01 lifting things, their Strength score is 21. Each 
golem contains 45 gears. 

The Inner Sanctum 
The only way through the door is to beat it down or pick the lock 
(superior quality, 4 0 %  penalty to thieves' Open Locks rolls). The 
door absorbs 40 points of damage before collapsing. Just beyond is 
a 120-foot-wide domed chamber cut into the rock. At the room's 
center is a windowless mortared-stone structure and one locked 
door. The Pick-Axe is kept here. Mining tools are strewn every- 
where, including several made of pmcious metals. None of the 
mining tools bear the proper inscription. Small mineshafts lead 
away toward the various defensive workings and to several forge% 
One mine shaft is littered with rotten clothes and tattered books, 
terminating in the Keeper's personal apartment. Another leads to a 
kitchen. Everywhere the floor is covered with mis-cast or damaged 
gears (600 total) worth no more than their component gold and 
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platinum metal, and rat skeletons. 
As soon as they enter the room, the Keeper himself leaps out of 

hiding and attacks with a howl. He is a venerable old dwarf with a 
floor-length beard. Since he is skinny, insane, ill-armored, and 
armed with a battle-axe that is barely more than a dull slab of gold, 
the PCs should have no trouble disarming him without injury The 
biggest problem they encounter is the risk of falling into the pit 
traps that the Keeper has concealed under the discarded gears. 
After his first charge, the Keeper begins engaging in fighting 
retreats. Roll ld6; if the result is 1, all PCs fighting 01 pursuing him 
must roll ld20. If the result is less than 5, they fall in one of the pit 
traps and tumble 10 feet to the bottom in a shower of broken gears 
for Id6 points of damage. Characters in a pit trap cannot climb out 
on their own without help unless they have the Climb Walls skill. 

Keeper of the Highforge Pick-Axe (12th-level Dwawen 
Fighter): AC 10: MV 6; HD IO+; hp 27 (due to age and mal- 
nourishment); THACO 9 (11 due to weakness); #AT 312 
(normal) or 3 (when manic-see next section); Dmg l d P l  
(golden pick-axe) or l i l / 2  (punch/punch/bite); SW weak 
from age and poor diet; SZ M (3'9"); ML elite (14); ALLG; XP 
none. Str 4 (old age and poor diet), Int genius (18). 

When defeated. captured, or coaxed to surrender, the Keeper 
hugs his wasted frame with skeletally thin arms and cries, "Oh, I'm 
so hungry! Did you bring any food?" From now on, the Keeper 
babbles on unendingly with frequent mention of undead, starva- 
tion, and great slaushteers. If the PCs listen closely, they'll figure out 
that the mines were attacked by waves of nomads. These were 
repulsed at great loss of life, weakening the dwawen defenses so 
that when a mercenary army of humans attacked, Azak-Zil fell. 
When the lich arrived, the mercenaries it had hired left. Soon, 
undead seethed everywhere. 

Assuming the party treats him kindly, the Keeper cooperates 
with them (it helps, natural13 if a t  least one PC is a fellow dwarf). 
He carries a key which fits all locks in the butte's workings. If asked 
about the Pick-Axe, he opens the door to the central stone chamber, 
revealing the greatest secret of the Highforge Clan 

The Highforge Pick-Are 
This central room is filled with tree trunks and carpeted with straw. 
It contains more mining tools, also rotted and unmarked, and 
heaps of rat skeletons. But most important, it is home to an 
extwmely old albino carnivorous ape bearing a tattoo on its chest 
that says in ornate (not to say florid) dwarven runes, "Highforge 
Pick-Axe." Describe the creature hut do not tell them what the 
runes say until someone fluent in Dwarven can study it. Once the 
Keeper has opened the room for them, he won't understand such 
questions as, "Well, where is the Pick-Axe?"; the PCs have to figure 
this one out themselves. 

ld6/ Id8 (pick-axeipick-axeibite) or ld4ild4/ldB(fist /  
fistibite); SA rending (extra ld8 damage if both fist attacks 
hit same creature); SD repels evil creatures (thousand-foot 
radius); SW poor eyesight and creaky joints from age; SZ L 
(7' tall and very broad); ML steady (12); Int low (7); AL LG; 
XP none. 

If the Keeper is well and cooperating with the party, the ape is 
docile. If the characters are threatening or attack, the ape picks up 
two pick-axes and chops away at the party until it is killed or sub- 
dued. If they kill it, they have failed in their mission (unless they 
belatedly realize their mistake and arrange for it to be magically 
raised). Seeing his charge threatened causes the Keeper to go wild; 
he grabs up the nearest weapon and attacks until dead; he cannot 
he Nndered unconscious in this manic state and taking away his 
weapon only reduces him to punching, kicking, and biting. He gets 
three attacks per round when manic. Only the ape's recovery set- 
tles him down. Note that leaving the ape's body behind causes it to 
rise as undead in the lich's service at the next full moon; should this 
occu the clan's artifact is irredeemably corrupted and lost to them. 

If all goes well, however, the ape obeys its Keeper, and the 
Keeper is more than happy to leave 1"s dungeon if promised a new 
job in a mine full of living beings 

fAir of the f ich 
his section is optional, and wise PCs will stay well away from 
this location. However, if the PCs want a big brawl, here it is, T in the form of a battle of attrition with only a meager chance 

of killing the lich or destroying its relic (and a good chance of the 
whole party ending up dead and then undead). Make sure to stress 
that the PCs take this detour at their own peril! If all they need is a 
good scare to return to their quest, have a hunch of undead swarm 
up out of the water at them the moment they step onto the dock- 
just enough to give them a taste of what they'll face if they press on 
(if they realize they're in over their heads and retreat, allow them 
to do 50 without being massacred). 

The entrance to the lich's lair is hidden underwater beneath the 
dock on Poison Lake. The lake contains 3d20 lacedons, half of 
which attack anyone who spends longer than one turn on the dock, 
or anyone who enters the lake. The other half arrive hwo rounds 
later. Note that these are in addition to any encountered as wan- 
dering monsters. 

Once the party has located and entered the tunnel leading to the 
lich's lair (the humel itself is air-filled, despite its underwater loca- 
tion), roll 4d12 to determine how many ghouls and 2d4 to deter- 
mine how many ghasts the PCs encounter on their way to the lair. 
The lich's lair is 400 feet up the passage's right fork. 

The lich casts obscurement when the party is within 100 feet of its 
throne room, filling 180 feet of tunnel and the lair itself with a dark 
cloud that lasts 72 rounds. This does not obscure the lichs vision, 
however, and when the first party member enters its line of sight, 
it casts s!ay living on that unforhmate. If the victim saves against 
death magic, he 01 she suffers only 2d8+1 hp damage; otherwise, 
the character dies instantly The mom also contains 3d12 ghouls 
and 2d4 ghasts. ' he  lich casts slay living every round until the PCs 
are within touching range, when it will cast destruction (a reversed 
reswrection). The target gets a -4 penalty on his or her savings 
throw against death magic; if the PC succeeds, he or she takes 8d6 
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hF damag?; otherwise he of she dies instantly and crumbles to 
dust. Should the lich face defeat (an unlikely prospect), it offers the 
pa'? all its riches if they cease their hostilities, lifting its obscure- 
m i n t  so they can see and he tempted by the massed wealth. 

Though the lich ceases its attacks, it has already silently sum- 
moned all undead within its five-mile sphere of influence to con- 
verge on this room. The creatures arrive in groups of 2d8 ghouls 
and Id4 ghasts every three rounds until at total of 400 ghouls and 
50 ghasts have arrived, or the lichs artifact is destroyed (see 
below). If the par" demands the lich to call off its undead troops, 
it ,vi11 do so, but only it its survival depends upon obedience at that 
paint. It is far more likely to meld with stone and allow i6 undead 
minions to pile in upon the intruders in what seems to them like an 
en3ess w-aie. 

The lich's lair is a vast underground throne room heaped with a 
half-ton total of unprocessed nuggets of platinum, gold, mithral, 
a n i  adamantite from the fallen meteor-as well as 5,000 pp worth 
of such finished pieces as wine goblets and coins minted with his 
name (Krakev the Ominous). Tattered purple-and-gold tapestries 
line the walls, and banners af the same color hang behind a raised 
stme platform supporting a great thane made of gold and glass. 

The artifact that is causing the dead to rise, and granting the lich 
additional powers of control over them, is stored inside a hidden 
cahinet under the lichs throne, in a treasure chest filled with gold 
nuggets. It can only be found if the nuggets are brushed aside. 
N m r  the bottom of the chest is an ellipsoid of bluish metal about a 
foot long and some three inches in diameter, within which may be 
foiind a large amethyst crystal the two together make up the arti- 
far t (neither has any effect if separated, but thhe artifact reactivates 
when the crystal is returned to its casing). The origin of this artifact 
is unknown, but the DM should be aware that the casing emits 
umcen hut malign radiations that cause all living things within 50 
feet to suffer ld10 pomts of damage per round, beginning three 
minds  after the crystal is removed; this damage ceases three 
roiinds after the crystal is restored. 

Krakev the Ominous (clerical lich): AC 0; MV 6; HD 11+; hp 
64; THACO 9; #AT 1, Dmg Idlfl+paraIysis (touch); SA spells, 
fear aura (characters of less than 5th level flee in terror for 
5d4 rounds on failed save 17s. spell), touch paralyzes target 
(on failed sare  7.5. paralyzation, permanent until dispelled); 
SD immune to nomagical weapons, immune to sleep, chnrm, 
enfceblement, polymorpli, cold, electricity, insanity, or death 
spells, phylactery preserves life-force i f  body destroyed; SW 
may he turned; SZ M (4'11" tall); ML fearless (18); AL LE; XP 
8,000. Int 10, Wii 20. Spells: cause Ii,pht wounds (x6) ,  curse, pro- 
tection from p o d  (x21, sanctuary ( x 2 ) ;  heat metal (x4), know 
nlignment, oh,wtremmt (x3) .  silence 15'radiics (x3);  bestow curse 
( ~ 2 ) .  cause blindness, cause disease, dispel magic (x3) ,  meld into 
stone, prowr, speak with drnd: ems? serious wounds (x2), dioina- 
tion,.,+ee nction (xZ), poison (x2) ,  spell immunity-magic missile, 
spd l  immunity-firebnll, spell immi~nif!i-lightning bolt; dispel 
good, f lame strike, slny lir*ing (x4); blade borrier, forbiddnnce, 
harm (x2);  destruction, unholy word. 

Return of the Ape 
Assuming the PCs were clever enough not to kill the ape or its 
Kepper, they still need to remove them from these caverns, cross 
thl. treacherous (and possib!y naw.-dark) Pits of Azak-Zil, and 
return to Highforge. The Keeper tsies to convince them to remain 
i n d e  until next light, but this advice is poor; should they follow it, 
mnre monsters fill the exit chambers while they delay-after all, 
many of the traps have been defused and doors broken down 
Remember that as Ions a s  the ape is alive, most evil cIeatures 
(e,.cept the lich and ghost) cannot approach within 1000 feet of its 
home. The ghost has a 6046 chance of leaving the par" in peace if 
tht. Pick-Axe is with them, since it remembers the ape fondly from 
its lining days. 

Wrap-up 

So you made the return trip through the desert and mountains 
and sea, battling nomads and monsters along the way, and 
arrived back in Highforge-all without Burek's~ help, and  bur- 
dened with an insane dwarf and a decrepit, alhinc ape. I'ictory 
and rich rewards are 

Thc Keeper has p 
reason) you might net 
ised. . . and thhrorvi in 
mination to keep goiiL5 L1zaplLc ~ V > > L L ~  U U X ~ ~ .  111 ~ L C  OLILL 

eating a normal diet, the ape becomes much healthier (as does its 
Keeper). Highforge thioivi you the biggest welcomr-back party 
yoti have ever seen, and the feasting and drinking goes on for 
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romised to build you any device (within 
?d. Zhalkaft pays thhe 10,000 gold he prom- 
another 10,tlOO gp in gems for your deter- 
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seven days. 

In addition, if the party managed to destroy the lich and deacti- 
vate (or at least remove) the artifact, they are declared "Champions 
of Highforge." The Clan will try to reclaim what they view as their 
territory; if they are successful, each party member will receive 
1,000 g p  per year for as long as Highforge works the Pureheart 
Mines. 

The End 
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Bloob Debt 
ges ago, the mind flayers conquered a race of humans, enslav- 
ing their minds and bodies for labor and for food. Countless 
generations passed while the humans remained in servitude, 

until a leader known as Gith rose to the fore and brought the terror 
of a slave revolt to the illithids. This revolution shattered the multi- 
planar empire of the mind flayers and gave their slaves their first 
taste of freedom in thousands of years. In time, the followers of Gith 
split into two subracesthe githyanki, evil followers loyal to Gith, 
and the githzerai, studious followers of Zerthimon. Each still bear a 
grudge against their former masters, no matter how humbled the 
illithids might have become since. 

The githrerai form hunting parties (called rrakkma in their 
tongue) of thirty to sixty individuals to hunt illithids wherever they 
are found in the planes. Occasionally, a rrakkma is lucky enough to 
strike a decisive blow against a mind flayer community and cam- 
pletely wipe it out. These attacks usually result in the deaths of vir- 
tually all the githrerai in the rrakkma, but if they achieve the 
destruction of an entire mind flayer city (which might support 
almost 2,000 of the monsters) the githzerai consider these acceptable 
losses. 

Very recently, a rrakkma attacked the illithid city of Kawarlenaa 
and managed to kill almost every mind flayer present. After the 
attack reduced the band to only eight gthzerai, the rrakkma’s ser- 
geant decided that her sunriving forces could not possibly kill every 
last one of the fleeing denizens of the aty. Sensing the pressures of 
time, she chose to leave two of her band to stalk the last of her foes, 
while she and her fellows Meported to the closest human civiliza- 
tion to hire assistance in defeating their prey Whether or not the 
people they find can be of any real help is not the i s sue the  main 
purpose of the hired help is to  sen^ as a distraction for the illithids 
so that the githzerai can move in and strike a fatal blow against their 
mortal foe. 

ohc is a medium-sized city bordering a large untamed 
forest. Logging, fishing, and occasional forays by adventur- D ers into the more feral parts of the forest support the local 

economy. At least two high-level mages live in the city, and a total 
of three different temples senrice the population’s religious needs, 
with an active band of druids making sure the forest doesn’t 
become depleted. Humans, elves, and dwarves are all common 
sights in the town. The humans and elves from this area tend to be 
of medium-dark coloration. 

When the adventure begins, the player characters are spending 
some time in Dohc recuperating from their last adventure and plan- 
ning their next one. This scenario works best if the heroes got rather 
mangled during their last foray into the wilds-perhaps a character 
died and the party pooled all their resources to have him or her raked 
at the local temple. At any rate, they should be restless and in need 
of funds. Fate is about to intervene in the form of a gang of psionic 
extraplanars. Read or paraphrase the following to the party: 

orer six fcet tall, the woman is fair-skinned and has vaguely noble 
features. She enten the inn and waits a moment for her five com- 
pmions to follow Wearing simplc clothu?~ of consewative colois, 
the hro women and four menmight be mktaken for monks 01 some 
ascetic order, except that monks nomally~ don’t c a r v  two-handed 
swords on their backs, as this woman docs. Hcr eyes wander the 
ream fora moment until they iomc toreit anyour table. She pauses 
and then approaches with a straighrnnvard walk that quickly puts 
her near you. Giving a slow bow that goes no lower than her shod- 
ders, she speaks, using an unfadinr accent. “My people have come 
afarrvay;migh!rve talkicithyou?Weneed tohirehelp,and soon.” 

If the paty refuses her, she frowns and asks again. 

“Please . . . I am gifted in the powers of the mind. I can sometimes 
see what is my best choice for things. Coming here y\-as the right 
one for us. We hare many valuables that we will give you if you 
agree to assist u s .  How can I convince you to help us?” 

If the party eventually a p e  to listen, she procures a chair and 
sits, while the others with her remain standing, warily eyeing the 
doors and scanning the room as if they expect assassins to material- 
ize out of thin air at any moment. T a h K  a deep breath, she tells the 
player characters the following: 
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"My name is Ravda. My comrades and I are all that is left of 
our war-group. We left our home tu seek out the illithidcvou 

LLLC e,;111 Cb' Lib 1\111, , ~ U I  "/.e dlr i i w  'e". I V C  1\1s,1 K, i l lre "riler, iv 
help us. We have many valuable gemstones that we will give you 
in rxchance far VOUI heln." She draws forth a much from inside 

Ravda is willing to trade the entire pouch of g e m  (25,000 gp's 
worth) to the party in exchange for their assistance, as well as letting 
thi?m take whatever loot they desire from the illithids (she will truth- 
fu say that her people are concerned with the slaughter of their 
ancient enemies, not with material goods). She explains that time is 
of the essence, and that she would like to leave as soon as poss ib l e  
preferably that very evening. If the party agrees, she will give them 
gems worth 1,000 gp with which they cam equip themelves and tells 
thcm to meet her outside the western town gate at sundown. 

Ravda willingly answers some questions that the player charac- 
ters may ask. If the heroes ask about the war-group, she tells them 
th.it it consisted of sixty individuals. Now, only eight remain. 
Unfortunately, enough mind flayers remain to give the group of 
eii;ht a lot of trouble. Ravda feels strongly that she and her group 
shsuld eliminate every last mind flayer. More details on this ques- 
tion will he revealed once the adventurers agree to help and show 
up outside the gate. 

If the adventureis question Ravda about their reasons for attack- 
ing the mind flayers, she merely states that her people hate the 
illithids. She will not mention that she is pthzerai unless the heroes 
as4 her outright, as she knows some people have a negative impm- 
skin of her race. At the same time, she is proud of her race and makes 
no attempt to hide this fact. If the heroes realize that Ravda is a githz- 
er,ii and react negatively to this revelation, the gthzerai leader does 
her best to assure the party that the githzerai are an honorable 
people who hate mind flayers above all things. These githzerai feel 
th.it they have bestowed the highest honor on the player characters 
by asking them to join their rrakkma. Should the heroes balk com- 
pletely, Ravda offhandedly mentiom that honor demands honor, by 
which she means that the remaining members of the rrakkma would 
owe a debt of honor to the heroes which the player characters could 
ca'l in at some later date. 

Outside the Gate 
Assuming the characters keep their rendezvous, Ravda's rrakkma 
mwts them outside the gates as planned. Once the adventurers am 
re.idv, she asks them to join hands with her followers so that they can 
journey to a location near the illithids. Then she activates the teleport 
without error function of her rod of passage. 

The forest nnd city ~ . a l I s  swim dizzyingly and fade to darkness. A 
fiiw moments later, a taint glow ihhes from the shortsword of one 

Rlr, .A>'i  IL.lmrrrc nwrr ic htq+ mnnoh lioht tn make niit that 
Y I". . . - I _  ,I_ .... Ir_. __o___ .... 
you are in some smt of nahlral that smells slightl)~ of wet 
s nne and mdd.  Out of the sha hvo warriors, a man and 
a woman, who resemble your panions and wear similar 
p a r .  IRavda nods at :hem and talks to them brieflv in a str,ange 
t,,ngur-no doubt k 

Then she turns t c  
r u t  them sensing it, 
n i o ~  than ten mind 
t,illv dominated slavi.i-\vhich number no more than thirh. Our 

I inllnwed 
It is about 
direction." 

.>,,et,U,,L> ,",l,ir, ililil L ' L r g " "  /I,. , i ,_.vc>LL,,a,  ,.,.plitup,so 

sx~uts," Ra, da indicates the two newcomers, "hare 
t'wm to a place where they have hded up temporarily 
r m  miles from here, if you follow this passage in that 
/ I ~ - ~ .  i ~ . L .  L .... :_I..L ,,,L:-L--L&L-',....~ 

f i a t  they can ewape by neither route. I\k ><ill take the ion, mer way 
and 5eek to come in fom the other side." 

tictore the groups part iva! s. thnugh, Ravda lo~vcrs hcr \ oice and 
tells the party some more information. First of all, she informs them 
that illithid cities are ruled by the preserved brains of all resident 
illithids that have died. All accumulated knowledge of those illithids 
is stored in something called the "elder brain." When the rrakkma 
found this city's elder brain's pool of brine, some of the brain was 
gone. This is unusual; normally the elder brain, when threatened, 
pulls itself entirely onto the Astral Plane, leaving nothing of itself 
behind. However, they detected no residue of such a transportation. 

The second paint Ravda makes is that the githzerai believe that 
the last few illithids took the core tissue of the elder brain and car- 
ried it with them when they fled. Should the remaining members of 
the rrakkma fall in battle and the player characters succeed, Ravda 
warns them to be sure that they destroy the remains of the elder 
brain. Otherwise it will grow again and rebuild what it had lost. 

"If you hare the choice between killing iilithids and killing the 
mind of the city the elder brain ii the more important target. With- 
out it, the illithids lose their resen-oir of knawlrdge and the focus 
at their dewtion, and they become easy targets. In any case, when 
you reach their lair, be cautioui-ien \\-hen fleeing for their lives, 
they are crafy and dangerous. If you must get ammy, try to do a i  . .  . ,  

Ravda answers any questions about these mind flayers that she 
can. She knows that they have grimlocks as mind-controlled 
slaves. Also, she knows that these last illithids aren't particularly 
unusual for their species and that they prefer mind  blast and charm 
attacks when possible. She then teieports her people away to 
approach the lair from a different direction, blocking off the mind 
flayers' escape. 
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Qe Passaqe - 
e tunnel is fairly h g m h  exceeding 50 feet or more in diam- 

eter. A majority of it lies entidy in darhess, although spats of it 

(which fade if removed from the stone), and the occasional phosphom- 
cent pool. Tasteless but edible l i cha~  and m a s  coat much of the flmr, 
walls, and ceiling, partly muMing the sound of foobteps. Occasionally 
small blind lizzards can be seen scuttling about on all surfaces; there 
things feed on inseai and other vemin and flee if &tub& or attacked. 

If the goup trax,els in the opposite *on than Ravda indicated 
(i.e., away from their dstination), after ~ p p I n h t e ! y  a mile they reach 
a hrbulmt, smelly underground river. The river cub diagody a m ?  a 
small cavern, leaving a m v a ~  at least 20 feet deep. The paiage con- 
tinues beyond the river for another half-mile, at which point the p- 
would be in the terntory of a huge nomadic gmq of gnindocks (over 150 
males, wi th  at least as m a y  femals and young). Unless the characters 
use expert tactics, attxkjng a hibe of gnmlock. in their home temtoy is 
likely to get the entire pa- Md. 

Most of the passage from the heroes' amval point to the tempera? 
illithid le is the feeding p u n d  of two herds of rotheshort, sturdy 
subterranean cattle which feed upon the pwths  of the caves. The mthe 
wander back and forth in the tunnels seeking food and water; their p~es- 
ence make this tunnel contested terntory for several diffemt m i v ~  
mus Underdark speck. See page 21 far a map. 

Area 1: Spider Webs 
This area is home to several large spiders. Characters have a 2-in4 
chance to notice the earlier strands of web in the tunnel as they 
approach (only 1-in-6 if haveling with no light source). If the lead 
character fails this check, read the following: 

T- a= fajntly illuminated hy glowing fungus, shangely sharp -SI& 

Mlule moving down the rough hnmel. you fed as if +omethiny 
has touched your face. Startled, you stop, and realire tha t  
diaphznou.; strands of spider xveh c!ing to your skin! You almost 
walked fare-first into a nest of miders; their webs can he seen 
ahead, ~qirung all around a small ,on1 of water. 

If the lead character makes the check, read the following: 

Characters who proceed w.ith caution easily avoid thc larger 
webs beyond unless they want to inx-estigate the pool. The pool itself 
is about five feet across and filled with nothing more unusual than 

beak); SA beak automatically Kits each round on any target 
snagged by both hooks; SD acute hearing (only 1-in-10 chance 
of being surprised), echolocation; SZ L (9' tall); ML steady 
(12); Int low (6); AL N; XP 175 each. 

Rothe (35): AC 7; MV 9; HD 2; hp 14 each; 'IHACO 19; #AT 3; 
Dmgld3/1d3/ldX (horn/hom/bite);SZM (4' 1ong);MLelite 
(13); Tnt animal (1); AL N; Xl' 35 each. 

The horrors have no personal treasure. The entire tribe consists of 
a total of 25 hook horrors; thcir joint treasure is only a few hvndred 
coins of mixed h p s  left over from pnmlock raids. For their part the 
rothe, if attacked OT approached with bright light, flee down the clos- 
est exit. Rothe meat is quite tasty, even to surface dwellers. 

Area 3 Camon Crawlen 
Three carrion crawlers used to live farther up the tunnel, but the 
recent arrival of a young behir (see area 4) has forced them out of 
their regular territory Driven away from the rothe herd they nor- 
mally feed upon and hemmed in on the other side by the hook hor- 
rors (whose exoskeletons proved immune to the crawlers' paralytic 
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secretions), they haven't eaten in several days and are v e q  hungry 
Ugon seeing or smelling intruders, they'll rush forward, their stink 
hwalding their approach. They continue to attack as long as any of 
their foes are unparalyred. The crawlers have no treasure. as the 
behir claimed anything left in their old lair. 

11ie foul stench of decay wddenly assaults your nostrils, remind- 
i ig  you of the reek ef the dead. -4 squid-like head appear at the 
1 mits of your vision. Howcrei, instead of a humanoid body the 
i rad is atinrhPd to an  ugly insectotd ivonn, qcuttling forward on 
r iimeroiii tiny legs. Two creatures like it s cu r y  forth from the 
i ark, thpir fxial tentacles w r i t h q  furiously. 

Camon crawlers (3): AC 3 (head)/7 (body); MV 12; HC 3+1; 
hp 18, 9, 13; THACO 17; #.4T 1 (bite) or 8 (tentacles); Dmg ld2 
(bite) or paralysis (tentacles); SA tentacles paralyze anyone 
they touch (2d6 turns, save vs. paralyzation to resist); SZ L (9' 
long); ML fearless (20); Int non (0): AL N; XI' 420 each. 

Area 4 Tunnel Split and Behir Territory 
AI immahire behir, driven out of its parents' nest about a year ago 
and bounced from region to region by other predators, has come to 
this area of the caverns. After chasing out the resident carrion 
crm+rs (the behir doesn't like their taste, and its scales protect it 
from the crarvlers' tentacles), it has made this immediate section of 
tunnels its home. Being only partially grown, it has only eight legs 
and cannot swallow whole any opponents of hman-size or greater. 
Hawever, it is still quite a fearsome opponent and will not hesitate to 
attack anything it perceives as food, an intruder, or a threat. 

This area also reeks Tvith the smell nf decaying matter; obriously 
t lis xras scmmc, sort 3f lair for thr disgusting crawlers you've 
ilready encountered. Refuse, bonei, and scraps of flesh lie strewn 
z b n u t  this area. Ocraiionall?, a coin glints amid the filth. The hall- 
i:av iontinur\ fnnra-d fmm here. Iiut a slizhtlv smaller side "as- 

The behir's lightnin,g biast killed the dead carrion crawler, and any 
character who makes a successful Intelligence roll or Spellcraft check 
can deduce that some sort of electricity was the cause. There is a 50% 
cl-ance that the behir is attracted by the party's amiral or searching 
of this m a .  If so, it sends its ligktniizg bolt toward anyone standing 
near the right-side exit: 

Immahlre behir: AC 4; MV 15; HD 12; hp 34; THACO 9; #AT 2; Dmg 
2d4 (bite),'ld?+l (constriction); SA lightning bolt (24 points of 
damage, once per turn, save vs. breath weapon for half-damage), 
swallow whole (Small-sized creatures only, death occurs in six 
rcunds), constricted creatures may be attacked by six talons per 
round (ld4+1 damage each); SD immune to electricity and poison; 
SZ L (10' long); ML champion (15); lnt low (5); AL NE; Xl' 7,000. 

If searched, the refuse contains a total of 221 cp, 170 sp, and 11 gp. 
The behir has not swallowed any treasure in its recent travels. 

Several miles down the right-hand corridor is the edge of the 
br,hir's parents' territory; the branching passages between that loca- 
tion and this one hause various underdark creatures, with rothe, spi- 
dcrs, and grimlocks the most common among them 

\luch like the last large cavern, this area rapidly widens to form a 
spacious room. Not quite as larce as the other, this chamber is 
unusual in that the large pod in t i e  midlie is dominated by four 
large rr>-it,dline growths that giw off a bright green glow-almost 
as bright as the full moon. Several more of the strange under- 
~ o u n d  cattle peacefully crop the moss? undergrowth that mdts 
the floor. 

This cave is about IS0 feet long and 80 feet wide and serves as 
home for 18 rothe. Water from the shallow (one-foot-deep) fresh- 
water pool covers half of the floor space. The four large crystals are 
each about two feet long and three inches thick; numerous smaller 
growths surround the large ones. Unlike any crystals found else- 
where in these caverns, these four continue to glow for up to 24 
hours after they are removed from their mineral bed. Anyone hold- 
ing or carrying one of these crystals who is the recipient of any 
spell that restores lost hit points (for example, CUI? l i f k f  wounds) 
will gain an additional hit point of curing due to a strange 
resonance with the stone. Note that this effect is not obvious to the 
characters, nor that the crystal is its source. The additional healing 
ceases when the crystal loses its inner glow. A sage in the city of 
Dohc would pay up to 500 gp for each crystal. 

If the party has not already defeated the b e k  from area 4, there 
is a 25% chance that it will be here, chewing on its latest meal (a 
grimlock from a tribe further up the tunnel). When the party 
approaches, it attacks with its electric bolt and then moves in to use 
its natural weapons. 

Area 6: Tunnel to the Grimlock Lair 

After a few sharp comers, the tunnel comes to a T-intersection. 
Thcrc doesn't appear to be aryt'ung out of the ordinary about 
this area. 

Going left takes the group toward a small tribe of grimlocks; 
going right brings them closer to the refuge of the mind flayers. This 
grimlock tribe numbers 45 males, 40 females, and 50 young; they 
will not hesitate to kill (and eat) any intruders in their territory. The 
gnmlocks are aware of the collapse of the illithid city Kawarlenaa 
and cautiously have been sending out scouts through the nearby 
tunnels to see what they can find. If the party waits around here for 
longer than a tum, a scouting pair of grimlocks quietly approaches 
them. Under no circumstances do these two creatures attack; if 
noticed, they m back and inform thelr tribe, which forms a hunting 
pa ty  to track, kill, and eat the surface-dwellers. If the party leaves 
this area before a tum passes, the gnmlocks can smell that the adven- 
turers were present, and the hibe sends out a hunting party when 
the scouts r e m .  The hunting party catches up to the group about 
three hours after they leave the intersection. 

Grimlocks (21): AC 5; h4V 12; HD 2; hp 14,13,7,6,8,12,13,4, 
11, IO, IO, 8,9,9,8, IO, 8,13,10,8,2; THACO 19; #AT 1; Dmg Id6 
(handaxe) 01 ld8 (longsword); SA +I bonus to surprise oppe  
nents; SD immune to sight-based magc, make saving throws as 
6th-leoel Fightem; SW totally blind ( d e M  prey thmugh sound 
andscent);SZM (S'/;'tall);MLelit~((13);Intaverage (8);ALNE; 
Xl' 35 each. Each cames 3d6 sp, 2d6 ep, and 2d4 gp. 

Grimlock leaders (2): AC 4; MV 12; HD 3; hp 15,17; THACO 
17; #AT 1; L h g  Id8 (battleaxe) or ldlO (two-handed sword); 
SA +1 bonus to surprise opponents; SD immune to iight- 
based magc, make saving throws as 6th-level Fighters; SW 
blind (detect p ~ e y  through sound and scent); SZ M (6' tall); 
ML elite (13); Int average (9); AL NE; XI' 120 each. Each has 
3d6 sp, 2d6 ep, and 2d4 gp. 

Area 7: Illithid Hideout 
The refugee illithids hare camped temporarily in this splitting of the 
tunnel; it gves them two escape mutes should they be attacked and 
has enough space that the illithids can rest without being pressed 
against their slaves. Their enke  company numbers 8 mind flayers, a 
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This Tamer has focused its training on the arts of war; thus its 
THAC0 is 1 point better than most mind flayers. R e  price of such 
expertise is that it never developed its innate astral projection ability 
common to most others of its kind. It has a potion of inuulnerability* 
and a bastard sword +1, preferring the blade to its other attacks. 

Abysmal illithid AC 5; h4V 12; HE 8+4; hp 36; THACO 11; 
#AT 4; Dmg 2 points+extract brain x4 (tentacles); SA mind 
blast, suggestion, charm person, and charm monster; SD ESP, h i -  
tate, ostral projection. pinne sh$, and infravision; SW -10% 
penalty to all Hear Noise checks; MR 90%; SZ M (6' tall); ML 
champion (15); Int genius (17); AL LE; XI' 9,000. 

The Abysmal steps into view, uses its charm person ability on a foe, 
and then telepathically commands its victim to approach it, The 
illithid then casually bores into its victim's skull through the face 
with its tentacles and extracts the brain, all within view of its meal's 
former comrades. Each ally of the affected victim should make 
saving throws vs. paralvzation; failure indicates that character suf- 
fers a -1 penalty to his or her attack rolls for the next five rounds 
(although this saving throw and penalty can be ignored if the play- 
ers accuratelv roleplay their reactions). The monster will continue its 
attack using its mind blast ability, piane shcffing away if death seems 
near. 

7C: nlithids Asleep 
Three sleeping mind flayers lie here on pallets of moss. They awaken 
one round after combat begins anywhere near here, having been 
startled by a telepathic warning from their lun. Two of the sleepers 
belong to the Nourishers Creed, which takes care of the city's thralls. 
The third is of the Creative Creed, which builds psionic items and 
researches new psionic disciplines. 

Nourisher illithids (2): AC 5; MV 12; HD 8+4; hp 39, 38; 
THACO 11; #AT 4; Dmg 2 points+extract brain x4 (tentacles); 
SA mind blnst, suggestion, c h a m  pcrson, and rhnrm monster; SD 
ESP, lmitnte, astrnl projection. plnne shift, and infravision; SW 
-10% penalty to all Hear Noise checks; MR 90%; SZ M (6' tall); 
ML champion (15); Int genius (17); AL LE; XP 7,000 each. 

If the Nourishers can keep any more of the precious thralls from 
being killed, then they will do so; it is most llkely that they will hy 
to chnrm opponents into attacking each other or mind blast their foes 
into incoherence. If the thralls have been dispatched, the Nourishers 
move in to comume the brains of those that killed their pets. One of 
the Nourishers has a potion of healins; if it can aid a thrall that is 
injuled without endangering itself, it uses the potion on the slave. 

Creative illithid: AC 5; Mc' 12; HD 8+4; hp 44; THACO 11; 
#AT 4; Dmg 2 points+extract brain x4 (tentacles); SA mind 
blast, sugsesiion, charm person, and charm monstu; SD ESP, lmi- 
tnte, astral projection, plane sh$, and infravision; SW -10% 
penalty to all Hear Noise checks; M R  90%; SZ M (6' tall); ML 
champion (15); Int genius (17); AL LE; XP 7,000. 

The Creative assesses the situation for a moment, then spends the 
next 2 rounds quaffing half of its potion o f f i r e  breath and vomiting 
forth a cone of dull flame (40 feet long, 20 feet wide, 2d10+4 damage, 
save vs. breath weapon for halfdamage). If seriously injured, it uses 
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plari,'sh!ii 10 gct away, dr:nks Its pi !m act i n  /ico/ziig'and the rest a! 
its p t i o n  $,Eye brentlr. thcn shifts hack S rounds ister to continue the 
attsck with renewed vigor. 

7 D  Illithids Brooding 
Thf, three mind flayers in this area are planning, not sleeping. AU 
1hn.e are members of the Ariser Creed, which is the faction most 
vebement about accelerating plans to conquer the surface world. 
Tht,y are discussing how the fall of the city might actually he to their 
benefit-with so few members of opposing factions present among 
the sunivors, it might be possible to take steps toward acting on 
the r desires to conquer. These three illithids can respond almost 
immediately to any attack on their temporay lair. 

4riser illithids (3): AC 5; MV 12; HD 8+4; hp 41, 34, 31; 
rHACO 11; #AT 4; Dmg 2 points+extract brain x 4  (tentacles); 
SAmind blast, suggestion, chnrrn person, and dmrm monstn; SD 
ESP, leuitole, a s t d  proiection, plane shG+, infravision, glaregog- 
:les (not blinded by right or contimid li@t spells); SW -109b 
?malty to all Hear Noise checks; MR 90%; SZ M (6' tall); ML 
rhampion (15); In1 genius (17); AL LE; XI' 7,000 each. 

When the party attacks, one Ariser drinks a dose of its potion of 
invisibility' (5 doses), passes the bottle to one of i 6  creedmates, and 
varishes from view. The second illithid also drinks a dose and dis- 
appears. The third telepathically commands the two groups of grim- 
1ocl;s in areas 7E and 7F to attack the invaders, after which it fights 
with its ranged attacks. The huo invisible ones wait to see the out- 
come of the battle. If the intruders defeat the other mind flayers, 
these two wait until the adventurers seem least likely to expect an 
attzck; then they make decisive shikes with mind blasts, following 
this up with tentacles. Each Ariser carries a set of glaregoggles, 
which are wrap-around lenses designed to allow an illithid to travel 
abrut in regular light or even sunlight without penalty. 

7E More Grimlocks 
As in area 7A, nine grimlocks wait here, with one posted farther out 
as ,I sentry They remain here unless attacked or until directed to 
move by their masters. Early in the combat, an Ariser from 7D will 

comnrmd t i i tse slaves tci msagc  th2 i i i t m ~  c r n n i n ~  iron, ;,A. 
Unknown to them, the githziai hare been waiting a tcw hundred 
feet further up the cavern for this opportunity. Once the grimlocks 
move away from the tunnel, Ravda's band begins stealthily creeping 
toward the lair, arriving 6 rounds after combat with the player char- 
acters starts (see "Githzerai Attack on page 27). 

7F: Sleeping Grimlocks 
The illithids are fairly confident that nothing has fallowed them from 
the ruin of their city, so they have left their exit path slightly less 
guarded than the other tunnels. Seven grimloch are sleeping in this 
passage, spread nut over about the first 60 feet. Any noises or strange 
scents in this area awaken them and incite them to attack. They 
ignore sounds from other parts of the cavern unless a mind flayer 
orders them to investigate. 

Grimlocks (7): AC 5; MV 12; HD 2; hp 15, 13, 4, 7, 11x2, 9; 
THAC0 19; #AT 1; h g  1d6 (handaxe) or ld8 (longsword); SD 
immune to sightbased magic, SZ M (5%'); ML steady (11); Int 
average (8); AL NE; XI' 35 each. 

7 G  Guardian Slaves 

An upcndcd small wagon blocks the view into some sort of 
alcove; a large chest braces the wagon in its current position. In 
front of the chest are two female fmr-foot humanoids that look ... 

The two demo are the charmed guardians of the precious cargo 
that waits in area 7H If the heroes attack them, or if any of the party 
comes within 30 feet, they begin firing their repeating light cross- 
bows until their foes are dead. They will not leave the area that they 
have been assigned to guard. 

Demo (2): AC 4 (studded leather, Dextaity bonus); MV 9; HD 
3; hp 18,16; THACO 17 (15 with repeating crossbows and Dex- 
terity bonus); #AT 2 (repeating crossbow) or 1 (dagger); Dmg 
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Id3+poison/ld3+poison (bolt/bolt) or 1d4 (secari [dagger]); 
S A  poisoned bolts (2d6 additional points of damage on failed 
save vs. poison. no damage on iuccciifnl save); SD infravision 
(30-foot range): SZ S (4'); ML fearless (20); AL CE; XP 973 each. 
Dex 17, !nt 14. 

Each derro's crossbow can fire six shots before needing to be 
reloaded; it fires at a rate of hvn bolts per round. Note that the bolts 
are coated with poison (see above). Demo idravision does not reach 
beyond 30 feet, and so they will no1 fire into a general melee in dark- 
ness for fear of displeasing their terrible masters. They do have very 
keen hearing, granting them the equivalent of the Blind-fighting pro- 
ficiency (-2 penalty on attacks in darkness rather t h a n 4  penalty). If 
their opponents come close enough to force them into melee combat, 
they step away from each ather and use their ornamental daggers. 
This strategy may seem as if  the derro wish to move behind their 
opponents, but it's actually to make mom for the mimic to attack. 

Mimic: AC 7; W 3; HD 8; hp 40; THACO 13; #AT 1; Dmg 3d4 
(pseudopod); SA glue (holds fast any creature touching or 
touched by the mimic); SD camouflage (4 penalv to oppo- 
nent's surprise rolls); SZ L (roughly 3'x6'x8'); ML champion 
(15); Int average (9); AL N; XP 1.400. 

What appears to be a large chest is actually a mimic that the 
mind flayers charmed a few weeks earlier. It must also attack any 
foes that approach area Mi. The mimic sprouts a pseudopod (roll 
for surpriie, assigning a 4 penalty to the ITS) and attacks any of 
the pary members within reach. Thc mimic knows several Under- 
dark languages and Common; if  seriously wounded (say, below 10 
hp), il releases anyone held by its glue and begs for mercy in eveq, 
language it knows. If all of the mind flayers are killed, it snaps out 
of its charmed state and befriends anyone that gives it food (dead 
foes work just fine). 

7 H  Faded Glory 

three feel cicrnrs. Recting or t.% mwr,  just in front ot the pot's 
handle, is a shanpe sciilpture, seemingly madc out at TVX and 
i h a p d  vaguely likr a mind tlaycr's hcad. 

The "i\-ax" figurine is achally congealed illithid mucous; it has 
been imbued with psionic circuim and now acts as a psionic seal. 
Anything that approaches within five feet of it without tlnking the 
proper sequence of thoughts ("Wisdom, Dominion, Thrall, Dark- 
ness") suffers l0d6 points of mental pain (succesiful saving throw 
7's. death magic for half-damage). This item requires 21 hours of 
recharging before i t  can strike again. As it is little more than thick- 
ened protoplasm, a good whack from a weapon can easily destroy it. 

Thc stciqmt is just that--a stewpot, normally used to make meals 
for thralls. It was necessary to find a container quickly to hold the 
new budding growth of the cih~'s elder brain, and the stewpot was 
all that was available. Removing the lid reveals the elder brain 

The briny smell , > f  $em ater it'aft5 upward from the pot, ;md you 
sce t!iat it is full rf liquid and huthi7g a bit a1 the edges. 4 grayish 
shape lies hencat, the iurfacr, 5lIinE the conlaincr-tho convolut- 
rd and marbled ?esh of n mass of illithid brain tissue, kept alive 
1hroiigF some i 

iPl0li I icwi- WU?? 

Kawarlenaa is in a rery precarious position. Rather than shand- 
ing itself on the Astral, as man>- af its kind do when threatened, it 
chosc to separate out what it thought its most essential knowledge 
and form a bud containing that idormation from its main masE--a 
bud thal would be limited in pon.er for a time but strong in know+ 
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Ixperience. -4ccording to the plan, some of its semaots 
sport it to safe?, where it could think and plan and build 
Now, however, it lays exposed and vulnerableits life 
mnds of a few transient mortal surface-dwellers. 
21 brain tries to convince its captors that it is a valuable 
hould not be destroyed. It offers valuable information in 
it at the depth of knowledge it has (the DM should allow 
art of the answer to some problem that has long plagued 
ling them realize that given more time and information it 
I the entire riddle). Tempt them mightily The elder brain 
be totally passive, lacking any will of its awn, in the hope 
r i l l  preserve it a i  their own private sage-in-a-box. Later, 
;afely away from this dkaster, it can dominate its captors 
'm to its own advantage. 

maa, elder brain: AC 10; W nil; HD 8; hp 33; "HAC0 
ion, charm person, charm monster, 
P, potion of extra healing' (see 

SW immobile and helpless; MR 90%; SZ S (1' diame- 
fearless (20); Int supra-genius (20); AL LE; XI? 10,000. 

,duced form, the elder brain's powers are reduced in range; 
beings only within SO feet of itself, communicate telepat& 
reahres within 10 feet of itself, and use its powers on vic- 
five feet of itself (note that a charmed v i c h  that leaves this 
~ g e  is sal clinmied . . . it's jmt that Kawarlenaa cannot estab- 
on a target who d m  not come within its attack rangc). If it 
he party is going to attack, the elder brain uses its limited 
'umi one of them and orders its new slave to protect it at all 
riny water it rests in has already been mixed with a potion 
'ng: so immediately after it is wounded the first time, it 
i points of damage. It also has a bottle of oil of slipperiness 
niche on the w a l l  above; if it sees no other option, it telek- 
Ils the oil at the  part).'^ feet, then uses telekinesis to move 
: to safety hiding for as long as is necessary 
i other treasure the mind flayers had in addition to the 
rcked underneath the stcupot: a silk bag with 785 gp (all 
p b  while fleeing from the city). 
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Githzerai Attack 
\$%en the githzerai arrive (which should be after 6 rounds of combat 
c r  at the DM'I discretion), Ravda m-ill have invoked a mind lnrr upon 
herself; this keeps anyone from succeeding at any mind-control 
attempts made on her. Their first goal is to kill m y  mind flayers in 
t?eir way and, once the illithids are no longer an immediate threat, 
f n d  and destroy the piece of elder brain. They ignore my pleas for 
assistance from the party unless helping them involves killing mind 
f ayers. Thus, if the PCs are being decimated by the grimlocks, demo, 
or mimic and think the githzerai arrival is "cavalry coming to the 
r?scue," they will no doubt be disniayed when the githzerai ignore 
them, focusing their attention on killing their ancient foes. Only 
when no other illithids remain standing will the rrakkma help their 
mercenaries. Rather than foolishly rvasting their time in psionic 
mrnbat with the much more experienced brah-eaters, the githzerai 
fight hand-to-hand with as much ferocity as a thousand years of 
vmgeful hatred can muster. 

Kate that the g ihera i  S!iomm, with his wand ofmeniy defrcfion, 
would be very helpful in finding any enemies that have escaped or 
turned invisible. If amy of the iilithids 7,anished during thebattle and 
any of the githzerai saw it, Ravda orders him to use the item (she 
also docs this if any of the PCs tell hcr they s a w  one disappear). 

Should any of the githzerai be alive when the elder-brain is 
found, they m w e  to upset the pot and kill the t h g  immediately If 
t k  PCs E- to prevent them from doing this, the rrakkma warriors 
are not above using lethal force to get the adventurers out of their 
p,\th (the githzerai assume that myone behaving so foolish must be 
dziminated by the elder brain's ponw). Once the elder brain is 
diastroyed, the githzerai pull themselves out of their genocidal frenzy 
and tend to their wounded. They also pay the PCs the balance of the 
gi'ms that the? are owed for their services. If asked, they feleporf the 
adventurers hack to the outskirts of Dohc; they also point the way to 
the ruined illithid city (should the PCs want to explore 01 loot it) and 
can even give rough directions to the closest way back to the surface. 
Oi course, the party is free to wander about the Underdark if they 
chose. As far as the githzerai are concerned, the task is done, the 
party has been paid, and the time has come for the two groups to go 
their ieparate ways. This does not mean that they no longer have 
ary concern over the fate of the PCs; githzerai honor demands that 
the debt of assistance in time of need be repaid, but Ravda will be 
astonished if the PCs squander the debt of honor for company in a 
little dungeon-delving. 

The End 

,._____,_ .... l__"_, _. - . ,  . . . . . . . .  

.... __, ~,~ -, .... ......... . . . . .  ._ . . . . .  

.. . . ~  ......... ;_ ~ ................ . _. . .  -. - .  - .. 

. , ~  .... ~ ..... ~ .. I__r ...... . . . .  ... 

ale githzerai, 3rd-level Fighteri3rd-level Mase): AC 4 
imni: +I); IIV 12; hp 13; l~HAC(1 lk; #AT 1; Dmg Id8 
\. c A ?,.iil ~.." ,,,.. c n  ..ji_"i",. ,,,, in,, A"", <"',lji. $7 
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Qe Oanxome 'foe 
An ADVEUTURERS GLITLD actventure 

set in the PLANESCAPE cam.paip 
for four to six characters of 8th to 12th level 

by Christopher Perkins 

"The jaws that bite. 
the claws that catch" 

he Manxome Foe" is a stand-alone PLANESCAPE module 
inspired by the Tales From the Infinite Staircase advenhxe 
anthology (TSR #2632). This adventure takes heroes though 

one of the many doors on the Iniinite Staircase, tramportjng them to 
one of the twin layers of Bytopia. For more information on Bytopia 
and the ways of its inhabitants, refer to pages 28 to 45 of the Libn 
Benadmtaie, one of the books in the Plnnes of Conflict boxed set (TSR 
#2603). Enough information abaut the plane is provided herein to m 
the adventure without this resoure. 

Oje Door to Dothion 
rYr he Inhnte Staircase is exactlv that-dlesslv miraline stairs 

Divination: All scrying spells (clainvymce, clairaudimce, and so on) 
must involve the elements of this plane or its products. For example, to 
use claiwoyance, a character would need to look in some refledive SUI- 
face (like a pond) to receive the information. A caster who wanted to 
uy clnirnudimce on a p u p  of NPCs in a thicket of trees, would need 
to place an ear against a tree to eavesdrop on the distant conversation. 
Necromancy Life-sustalrung spells of this school are enhanced; the 
spell functions as though the caster were one level higher than the 
character's actual level. D a m a p g  or killing spells are diminished; 
the spell functions as though the caster wem one level lower than his 
or her actual level. Damaging spells don't function at all if they're 5th 
level or higher. 
Elemental: Any elemental spell with wide-ranging effects (control 
weatlin, part water, move earth, and so on) requires a successful saving 
throw us. spell on the part of the spellcaster to succeed. If the saving 
throw fails, the spell fails. Otherwise, elemental spells are cast nor- 
mally on Dothion (and enhanced on Shmcck). 

creative thoughts exist. Bytopia has more than its fair share of&&- 
men and thus has many hidden doors linked to the Infinite Staircase. 

he tale begins with Vhawn, a capricious armanite tanar'ri. 
Some time back, Vhawn was captured and plucked from the T Blood War by a movanic deva named Toves. The deva sensed 

One of the more newly formed doors on the h t e  Staircase appears 
in the side of a large tree tnmk on the Bytopian layer of Dothion. Char- 
acters who pass thmugh the portal find themselves standing in Brillig, 
a village of centaurs located in a secluded domain known as The that Vhawn was d i k e  other annanites and, true enough, she wasn't. 
Hiddm Knoll. Not far hom the door lies the cozy hovel of a @d ten. The dark is that VhaWn was created from the remnants of a fallen 
taur M,eapons~fh whose ma&-hp for the bariaur paladin whose sod was lost to the Lower Planes. Although 
formation of the portal that comms this place to the Infirute staircase. has no memory of her past Life, Toves sensed a shred of the 

The adventure hegins as soon as the hemes enter Brillig. They might paladin's goodness in the armanite and refused to destroy her. 
do so out of curiosity, or perhaps becaw the lillendi have discovered Against the wishes of his peers, Toves brought the armanite to 
the new dmr and ask the hems to find out what lies on the other side. Bytopia and fitted her with a radiant collar designed to negate the 

d t e ' s  magical abilities. The deva then left Vhawn with the cen- 
The Pastoral Splendor of Bytopia taurs of Brillig, who watched the armanite during Toves' absence. 
Referred to as "The Twin Paradises" by primes and leatherheads, Tooves has given Vharwn an opportunity to choose between her 
Bytopia is a haven fram the evils and angst of the multiverse. The currrnt existenc- evil gnmt fighting an eternal war agajnit the 
piane has two layers (Dothion and Shurrock) held apart by he baatezu-and her previous existence as a paladin fighting for the 
enormous pillars of rock, called the Spires. The two layers face a Prisoner 
inward; one can look straight up and see the verdant forests, lush Of war, and 
meadows, rolling pastures, and to her unit. Toves is aware of the 

armanite's desires. Regardless of 
which path Vhawn chooses, she will 
remain a prisoner on Bytopia until 
she performs a good deed for the 
benevolent centaurs of Brillig. The 
confident if meddlesome Toves 1believes the armanite will have a 

windswept peaks of the other layer. 

the hvo layers of Bytopia glows 
with warm, ambient light that fades 
with the fall of night. The "stars" 
seen at night are, in truth, campfires 
and the like on the surface of the 

harder time choosing the path of evil over the path of good after com- plane's opposite layer. 
folk. meyk gentle F lehg  this good deed, thusrrkindhg thespirit of the fallen paladin. 

Toves chose to leave Vhawn at Brillig because, for several months, or timid or charitable. They expect everyone to e m  his or her keep. 
A body oI the to work find much the centaurs of B r a g  have felt threatened by a ferocious creature 

living in the nearby Tulgey Wood. They have not been harmed by it, here. The Bytopians are artisans and craftsmen, and they fenrently hut it has devoured the occasional woodcutter and wild elf hunter. believe in taking care of themselves. 
The centaurs call this beast the iabbenvock. and the wood elves 

Backgounb 

Of good. In her Own rmnd, 
to Play the deva's game until she can 

mg the the sky "Planewalkem, huh? Ever do an honest day's work?" 

-a Dothion Centaur horseherder 

The people of Bytopia are heart)s 

Magical Conditions on Bytopia 
Bytopia imposes few reshictions on spellcasters. Only the following 
schools have altered effects: 
ConjurationJSummoning: The only items and creatures that can he 
summoned are those that already exist on the plane. Euards black fm- 
tacks ,  for example, automatically fails, since "black tentacles" are not 
indigenous to Bvtopia. 

believe it lairs in the whimsy Ca;es, cawed f k m  the hillside near a 
caxading 

The jabbenvock is not a native of Bytopia. It crawled through a 
one-way portal comecling to the Lower Planes. The portal, located 
deep within the whimsy Caves, also brought forth a number of other 
creatures that now stalk the woods, including the bandersnatch and 
the jubjub bird. 
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Only vorpal weapons can harm the jabbemock. To make 
\%awn's task fair, Toves has paired the armanite with a centaur 
master weaponsmith named Orhion, who lives a peaceful life in Bril- 
fig. With Orbion's assistance and Toves' magic, V h a m  must craft for 
herself a vorpal weapon capable of slaying the jabbemock. If the 
armanite succeeds in killing the beast that plagues Brillig, and she 
aprees to give up her tanar'ric existence and become a champion of 
good, Toves has promised to restore \%awn's paladinhood and 
bariaur form. All of this hinges on Vhawn's success. The heroes' 
timely mival gives them the chance to accompany Vhawn on her 
quest to slay the jabberwock and to help her overcome the other 
timats in the Tulgey Wood. 

'Cmas Brillig 
ou walk through the door and emerge from the side of a tree. 
The door leading back to the Iilfinite Staircase blends indis- 

i L tiiipiiihably with the trunk except ior a small, ~ w d x .  knob 
io pull the door open. 

The tree stands on one side of a grassy knoll. Behind the knoll, 
i i  gigantic rock) spire rises like some huge stalagmite into the 5k::. 
(:lauds drift lazily by, but you can sce mountains and rivers direct- 
l v  above you-another landscapti suspended miles over your 
head. Below you, the side of the knoll is dotted with trees. Small 
groups of centaurs snooze in the shade, while groups of younger 
ones play on t!ie slopes. You ~ - e  a sii-able cave mouth in the hU- 
Fide, nearer to the certaurs that to you. Spark leap from the open- 
iig, and periodicall! there emergcs the ringing sound of metal 
zhiking metal. The centaurs don't seem to notice. 

The jabberwock has made the centaurs cautious about entering 
the woods, but they feel safe on the Hidden Knoll. The centam are 
fliphty creatures, traipsing over pastures seemingly without a care in 
ths world. They look after their own, of course, but to most outsiders 
the centaurs are a lazy lot (at least, that's the way the other inhabitants 
of Dothion feel about it). The exception to the d e  is Orbion, the cen- 
taur weaponsmith. Orbion, a perfectionist, has crafted only three 
weapons in his lifetime (his spear, a hammer for some barmy 01' 
,l.,,",..."-,"-2L--c.L 1 . ~ ~ J l n ~ ~  I ./ . 

Currently, Orbion is teaching Vhawn how to craft a vorpd sword. 
Vhawn stands stupidly beside the centaur with a look of contempt 
burned into her ashen face, infuriated by the centaur's unhurried 
mt?thods. Vhawn cannot tell whether Orbion is being deliberately 
slow to tax her patience, or if the deva made the centaur that way to 
pcnish Vhawn further. Either way, the characters arrive just as 
Vham's temper finally snaps and she begins to throttle Orbion; the 
party hears the centaur's smothered a).. 

Peering into the cave, you see hvo :reatures--one of them a cen- 
ti.ur The other ueatuic is similar but much larger. Wicked horns 
ibt  from hcr hdeous bovine taw. and a shimmennr ii1ve-r mllar is 

Once Vhawm becomes aware that others are looking on, she 
unclenches her talons, releases the centaur, and burns suurily away The 
ceiitaur, gasping for bwath, says, "Ah, what good tirmng! Stay, I pray 
you. My name is Orbion, and this irritable creature is Vhawn. Have 
you come to purchase a weapon, or are you just passing through?" 

Orbion welcomes the PCs to Brillig and tells than anything they 
want to how about where they are. If the characters inquire about 
thc inddent with the armanite, Orbion laughs and says, "Vhawn is 
here against her will. She must remain on Bytopia until she completes 
a quest, at which time she is free to return to the Abyss, or wherever 
her kind comes from." Orhion can provide details about the "angel" 
who brought Vhawn here, but this only infuriates Vhawn. The 
incensed armanite grabs the sword from the anvil and threatens 
anyone she thinks is mocking her. Tows has not yet endowed the 
SR ord with vorpal qualities, but it is othemise a bastard sword t 3 .  

"Tanar'ri ar82 re\ olting. h e ,  but  nc: huy.mi  redcmkplvn." 
-Tm es thc deva, pitying Vhawn 

If combat erupts between the characters and the armanite, Orbion 
retreats into a safe comer, snatches up his spear (just in caie), and 
stands clear of the melee una Toves appears the following round. 

Orbion (centaur): AC 5; MV 18; HD 4; hp 24; THACO 17 (13 
with spear +4); #AT 3; Dmg ld6/ld6/ld6+4 (hoof/hoof/ 
speurt4); SZ L (8' tall); ML elite (13); Int average (9); AL CG; 
XP 175. 

Vhawn (armmite Knecht): AC 0; Mv 21, fly 21 (C); HE 8; hp 
55; THAC0 13; #AT 3; h g  3d6/3d6/2d4+10 (hoof/hoof/bas- 
fnrd sword +3, Strength bonus); SA crushing hooves (destroys 
shield 01 breastplate on roll of natural 20); SD immune to 
weapons of less than 12 bonus, immune to cold, electricity, and 
poison; SW holy water (3d6 per vial); SZ L (10' tall, 6' at the 
haunches); ML champion (16); AL CE; XP 7,000. Str 19, Int 8. 
The manite 's  innate tanar'ri powers are negated by the silver 
collar around her neck; this collar absorbs magic and cannot be 
removed by anything short of a wish spell. 

The Slithy Taves 
Toves, the barmy deva, has tremendous magical abilities and uses 
them to keep watch over the captive amanite. The instant there is 
trouble, Toves leaves his sanduary on the central spire of Bytopia and 
teleports to the scene, appearing as a silvery, radiantly beautiful 
young man with feathered silver hair, a two-handed sword strapped 
to his waist and a talisman around his neck. He does not usually 
appear in his natural form, except when he's going for the shock 
value. Since this is the first occasion the characters have had to meet 
him, he prefers not to deceive them with illusions. 

The deva takes spedal pleasure meddling in the affairs of mortal 
creatures He views the tanar'ri, the centaurs, and even the characters 
as wilful children in need of firm guidance. Toves' attitudes hasn't 
wan him many friends among his own kind, so he wanders the planes 
looking for ways to a m u s  himself while smiting evil in all its forms. 

Toves appears i f  the armanite attacks the characters, or if the char- 
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actem try to leave the plane t i l a  the lnfinite Staircase. He u s  a wish 
spell to temporadv seal the portal to the InfirUte Staircase, effechre- 
ly trapping the party in Dothion for reasons he explains below: 

Thc p c e f u l  dera glances at the armanite with Crisp blue eyes, 
then smile% ~ a r n I \ ;  "The armmite  DOSWSSCI~ thP rt iourttr  and 

.against so inanxcne a toe, tor the same portal that hrauPht the 
creature to  thi i  plane has hrousi-t athcr creatures i v k h  ravage the 
T I J I ~ ~ ~ ~  l V x d  I a;k that you accompany Vhalm on her iourney 
ensunrip that she c,zmpletes her qu& and faces her choicc." 

If the characters inquire about the "choice" to which Toves refers, 
the armanite snaps out the answer: "The chance to leave this dismal 
plane!" TOYE gves a more informative response: 

"Once Vhawn completes this \~aloroui duQ-, I intend to offer her .. . . . . .  ~ . .  

The dera beliews his plan is inspired. Others might dismiss the 
scheme as misguided, hvisted, or manipulahve, but Toves expects the 
characters to aid Vhawn in any ewnt. Taves dws not accept "no'' for 
an answer. If this adventure is being played as part of the Zles From flit 
iyfiiiit? Staircnse adventure, the d e n  might entice the party by promis- 
ing to help them in some fashion once Vhawn's quest is finished. The 
dew might know some information concerning the Iron Shadow, the 
mysterious "plague" infecting the planes. The characten might ax-d 
themselves of To\& vast spell repertoire; the deva would be happy to 
cast a spell or hvo, or even teach a new Invocation spell to a studious 
PC mage, but Toves is flighty and won't offer much beyond that. 

Before leaving, Toves summom forth a magical scroll. Written on 
the parchment is a modified permanent enchant an item spell. Ihe dera 
reads thc scroll (which is written in a secret tongue known to aasimons) 
and touches the sword, endowing it with vorpal qualities. Hereafter, 
the sword behaves as an uninteEgent ?,orpn/ bnsfard s r i w d  +3. 

Toves (movanic deva): AC -1; MV 12, fly 30 (B); HD 8; hp 63; 
THACO 13 (12 with t x w k m ~ d e d s w o r d  + I ) ;  #AT 2; h g  ldlO+l/ 
ld10+1 (two-hnnded sword il,,'Innie tonpe); SA spells and spell- 
like abilities, tnl ismnn 41 picrc good; SD parry (automahcally 
successful, even against spells such as mqic missile), double- 
strength protection froin mi! aura: immune to weapons of less 
than +2 bonus, regeneration (2 hp  per round), immune to cold, 
ekctricih, phitication, poison, normal fire, gas, and m q i c  mis- 
si!t,3, half-damaqe from magical fires, cannot be surprised; SW 

acid causes full damage; MR 40%; SZ M (7' t d ) ;  ML fearless 
(20); Int genius (18); AL CG; Xl' 11,flflfl. Spells: can cast any wiz- 
ardly invocation/evocahon spell, each once per day Special 
Abilities: nntimaffc she//, cure disease (x3), cure light wounds (x?, 
detect fie, detect snare5 0 pits ( ~ 7 ) .  dispel magic (x?, ked, infravi- 
sion (always active), invisibility 10' radius, /i,yht, polymorph se& 
protectionfrom evil, protection.fim n o m d  missiies. remove curse 
remor~efew speii timing, toiigues. 

Oe Culgey Woob 
s the characters accampany Vhawn through the Tulgey Wood, 
they encounter some of the local flora and fauna. Other A beings, such a i  the bandersnatch and the jubjub bird, are not 

natix-e to Bytopia and radiate strong auras of evil. The encounters are 
not restricted to particular areas of the forest and can be played in any 
order. DMs may temper or remove encounters that are too over- 
whelming for the characters. 

From the time they leave Brillig, the characters are watched by the 
jubjub bird. The creature uses its ring of iiwiiibiiiiy and flies overhead. 
The bird is a minor evil menace that emerged from the Whimsy 
Cares' portal. It has a mpdnllion qf ESP which it uses to study Vhawn's 
thoughts. Realizing that the annanite is being held against its will, the 
jubjub bird has decided, for lack of anything better to do, to thwart 
the party's quest and help Vhawn escape. The jubjub bird begins 
meddling in the PCs' affairs in encounter C. 

If by some happenstance \%awn is slain in the course of the adven- 
ture, the armanite's remains molder into a pool of ichor She c m o t  be 
misrd, reincnmted, or I P S I ~ ~ E C ~ ~ ~  on this plane. All that remains is the 
shining collar, which wink out of existence the following round. At 
that moment, Torres appears and tut-tub sadly over the failure of his 
little plan. Then he gets the hripht idea of imposing Vhawn's quest 
upon the party, aslung that thcy slay the jabbemock in her stead. If 
they succeed, Toves allows them to leave Bytopia whenever they 
desire and might offer a "token" of his gratitude (see "Frabjous Day?" 
on page 36 for details). If they refuse. he leaves them trapped on this 
plane until they "see reason" (that is, agree with his way of W g ) .  

A. The Grumbling Grove 

Entering the Tulgey \'hod, you suddenly get the feeling that some- 
on-i something-is watch 
tree next to you hvitrhes and 1 
Adisgruntled face appears on 
YOU mdk, you btmbling cloi-. . ._ . .  - _ _ _  _. :,_ ... .. . ._ _- 
galumphed upon hy a bunch of addlccovesl" 

R e  characters have disturbed one of six treants that live in this 
gove. As soon as the first heant reveali itself, the others do the same. 
"Humph! So much for being discreet!" mutters one of the other heants 
If the PCs apologize to the trcant for stepping on its mots, it gudging- 
ly accepts their apologv and inquires, "I.lmere do you travel in such 
haste that you barely mind your step?" If the PCs answer, the treant 
dismkses their reply with a yawn and bids them a frabjnus journey If 
they request directions to the Whimsy Caves, it  plies as follows: 

"Look ye for the Tumtum be?, twisted and gnarled its limbs. Its 
& slick with moss thick, alas and iroe is him. Stand yv on tile 
highest bough h u t  three, and t4e \\himsv Falls vou'll see. Ah, but 
there's a catch-" ("A catch! .A catc','' echo the othcr tieants) "the 
treecaneatyourcver); thought.makeynu forgEtirlirit!-ous~,ught." 

The treant dudes  to the hue nahlre of the Tumhm tree and the 
ohliviax moss that growis on its ,gnarled & (see area D for details). 
If the characters act rudely 01 open& carry torch and axe, the treant 
does not provide them with any clues before sending them on their 
way. The treanti of the Grumbling Grove are grumpy and old. If 
attacked, they animate twelve of the surrounding trees and use them 
to drive the itrangers out of Tulgey Wood. 

Treants (6): AC 0; MV 12; HD 11; hp 75 each; T'HACO 9; #AT 2; 
Dmg 4d6/4d6 (hranch/branch); SA animate trees (HD 12, 
4d6/4dh, MV 3); SD never surprised; SW fire-based attacks (+4 
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attack bonus, infhct +I point of damage per die, 1 penalhi to 
treant’s saving throw); SZ H (18’ tall); ML champion (ljI;-ht 
very (12); AL CG; xp 6,000 each. 

B. The Borogoves 

hestled in the woods ahead. tucked away behind patches of thlck- 
C I F  and irildiloiwrs, is quaint houie with a round wooden door 
avid flowcr hoxt.‘i under each Tiindorv. .&bent metal rhlmney pokes 
tl-rough the thatched roof. .~\ small wooden cart is Farked next to a 

~~ 

The house belongs to a family of halflings who enjoy the quiet life 
as Iberrypickers in the Tulgey Wood. A small cedar sign mounted over 
the door announces in quaint lettering ”The Borogoves,” while the 
mat in front of the door reads ”lVelcome.” 

Thomas and Hilda Rorogave have three adorable children- 
Lu,rky, Petal, and baby Clover. Their pet mule, M r  Tmtsalott, went 
mi,;sing after being chased away by the bandersnatch, a cmature that 
has made its lair near the Borogoves’ home aftcr the jabbenvock 
drrwe it out of the W k s y  Caves. 

After narrowly escaping the handersnatch. the Borogoves locked 
themselves inside their house. When he hears the approach of 
str.mgers, Thomas peers through the window, half expecting to see 
thr bandersnatch. From about 60 feet away, the PCs can see a 
halfling’s face appear at the window. The figure makes faces at them 
and points franticallp toward the wagon, but only PCs with the Lip 
Rmding proficiency or ESP can tell that he is actually r\.arning them 
to stay away The large rock next to the wagon is actually the bander- 
sn&h in disguise. Characters who approach within 10 feet ot the 
rock or the wagon are attacked. The monster’s sudden movement 
imposes a -5 penalty to surprise roils. 

This bandersnatch takes the form of a deathwatch beetle. It has 
gathered bits of rock and dust and cemented the material to its body 
using its sticky saliva. The beetle can vibrate its carapace very rapid- 
ly, creating a deadly ionic vibration known as  a death rattle. One 
romd after the beetle hegins its rattle, anyone w i t h  30 feet must roll 
a s~ccess fu l  saving thow vs. death magic or be instantly slain (the 

- ~ ~~ 
~. ~ 

Borogoves’ sealed hou5u provides the h a ~ . ~ I u ~ p i  ii-ith shclter from the 
effects). Those who succeed still sutfer 5G4 points of damage, as well 
as cramps and tingling sensations in their limbs for Id6 hours. The 
beetle can produce its death rattle once eve? ld4+1 hours. 

If the characters slay the bandersnatch, the Borogoves msh out of 
the house to greet their saviors. Hilda Rorogove treats the heroes to 
slices of j u n e b q  pie before they head deeper into the woods. Each 
slice heals Id4 points of damage; there are eight slices altogether. If any 
of the PCs we= slain by the beetle’s death rattle, Thomas suggests that 
they take their fallen comrades with them in case they should happen 
upon a patch of mome raths-wlid purple flowers whose pollen has 
an aroma strong enough to wake the dcad (literally). Thomas can 
direct them to the nearest patch, just over a mile away (see encounter 
C). He also asks that the PCs keep their eyes open for his mule, Mr, 
Trotsalott, who ran off into the forest aftt,r the bandersnatch tried to 
devour him. Thomas would appreciate the mule’s safe return. 

Thomas’ woodenstaff (leanulg against thecart) ismascal and has 
the ability to r q e l  insects thrice per day and locate objcct once per day 
Given to him by a druid friend, the staff was out of Thomas’ reach 
when the bandersnatch appeared and forced him and his family to 
seek sanctuary inside the house. 

Bandersnatch (deathwatch beetle): AC 3; MV 12; HD 9; hp 72; 
THAC0 11; #AT 1; Dmg 3dl; SA death rattle (see above); SD 
camouflage (-2 penalty to opponents’ surprise rolls); SZ M (7‘ 
long); MLelite (14); Int animal (1); AL N; XP 2,000. 

C. Whispers of the Mome Raths 

Hacking through the hvistcd thickets of the Tulge)~ Wood, you are 
stopped b?~disturbingscniation. Agmtlehrerzi~crcepS tipon you, 
carging with it a rvhiuipered message in a shrill, idiurncm mice. 

The gentle breeze was created by the iubjub birds idiispering wind 
spell. The creature is twm miles av.ay, waiting far the heroes 



elsewhere, hut it couldn't resist the mge to taunt them at this point, 
The jubjub bird can cast the dfispning wind once a day. 

The purple flowers in the clearing are called mome raths. One 
whff of their fragnnce offers the equivalent of a raise dead spell. 
Howwer, a flower must he brought within a few inches of the indi- 
vidual's nose for the ma@c to work, and the victim milst make a suc- 
cessful System Shock roll. Once someone benefits from this 
restorative power, he or she can never again smell the lavish scent of 
the mome raths. Hence, a berk can only he raised once in this fashion. 
Once picked, a mame rath lives for only a few roumds before turning 
whte and withering to dust. However, its fragrant pollen can he con- 
tained in jars of pruseraing and brought elsewhere to work its life- ~. 
@!ring power 

The mome raths are euarded bv the ethvkssmall. one-eved ,~ ~ ~ 

lemurlike omnixvres wit: prehensiie tails, sharp teeth, and cl~ws. 
Ethyks are native to Bytopia and make fine domestic pets. However, 
these ethyki a~ wild and fierce, feeding on the mome raths when it 
suits them. They do not take kindly to intmders, although they have 
tolerated visits by the Borogove chldren in the past. 

The ethyks have the ability to influence others' emotions, driving 
their victims to great anger. Each ethyk can use t h s  ability six h e s  a 
day, affecting any intelligent target within 100 feet for 3d4 rounds. 
The target creature is allowed a saving throw YS. spell to resist the 
effect. .4ffected creatures become angered and argumentative with 
another random target within 100 feet (excluding the ethyks them- 
selves). An influenced creature might attack the object of its anger. 
The c r e a t u ~  must make a successtul Wisdom check to resist attack- 
ing; in the case of beings like \%awn, who haveno Wisdom ralmg, an 
Intelligence check is made instead. 

The ethyks use their emotion manipulation to turn the PC5 
against one another, and Vhawn against the PCs. The ethyks contin- 
ue to do ths until the p a w  leaves or they are discovered, at which 
point the ethyks attack until they fail a morale check and aTe forced 
to retreat. The ethyks hide in a rotted, hollow log lying amidst the 
mome rathi. Tucked in the log are the ethyks' treasures: 11 pp, 14 gp, 
35 ep, a silver necklace adorned with five hollow silver horns (worth 
250 gp; each "horn" holds one dose of a potion of stone @ant sfrmgilt), 
a curved dagger +3 (crafted on Bytopia), and a small black velvet 
pouch that holds a gem ofseeing. 

Ethyks (4): AC 4; MV 12; HD 1+3; hp 8 each; THACO 19; #AT 
3; Dmg ld2/ld2/ld3 (claw/clar\~/bite); SA induce anger; SD 
superior senses of hearing and smell (cannot he surprised), 
infravision (10' range); SZ S (1' long); ML average (10); Int 
animal (1); AL N; XP 175 each. 

D. The Tumtum Tree 

The party has found the Tumtum t r e e t h e  remnants of a treant 
who died of extreme old age. The treant's ancient visage, nearly worn 
away with time, is still visible upon close inspection. The mule is 
Thomas Borogoves' missing mount, m. Trotsalott. After being fright- 
ened by the bandersnatch, the mule eventually found something 
worthy of its attention in the form of memory moss (obliviax]. It has 
been dining on ohliviax for the last several hours and has acquired 
the memories of a passing druid, a centaur huntsman, and countless 
small animals. rt has even leamed how to speak, although this abili- 
?- will only last for another hour before the moss's effects w e a  off. 

Once the mule becomes aware of the party's presence, it looks 
toward the PCs, a string of moss hanging from its maw. It says, "If 
you don't mind, I'd like to snack in private. Go find your own trw to 
munch on." 

Should the characters mention the Borogoves and the possibility 
of rehuning to them safe and sound, Mr Trotsalott replies in a droll 
voice, "The Borogoves? I think not! I'm weary of pulling Master 
Thomas's cart and standing out in the rain. And those children are a 
dreadful nuisance! Do you know haw many times they've tugged on 
my tail? Thank you, no. I think SI1 stay here a while." Eventually, Mr 
Trotsalott will r e m  to the Borogoves, if only for an apple or two, hut 
until then he plays the stubborn mule and cannot he coaxed without 
the aid of magic. Spells that affect normal animals (for example, 
animal,+7endskip) do not affect him while the heightened intelligence 
lasts, hut spells that affect intelligent creatlUes (such as c h r m  person) 
haw their normal effect. 

PCs who come w i t h  60 feet of the tree are susceptible to the six 
remaining patches of memon moss that grow beyond the mule's 
reach. Each patch of moss can attempt to drain the spells and 
memories of a single individual each round. Wizards are the 
preferred targets, then other spellcasters. A victim who fails a 
saving throw vs. spell loses all memories of the last 24 hours, 
including memorized spells. If an ohliviax is attacked, it retaliates 
by casting any spells it has absorbed from the PCs. Lost memories 
can be regained by eating that particular patch of moss and mahug 
a successful saving throw vs. poison; those who fail become too ill 
to move for 3d6 turns. 

Anyone who climbs the highest boughs of the tree sees the 
Whimsy Falls less than one mile distant. The forest beyond the 
Tumtum tree is disorienting, and without any hearings the party 
becomes hopelessly lost and alwayi ends up traveling in circles and 
returning to the Tumtum tree. If the characters know roughly in 
which direction the Whimsy Falls is located, any I'C with the Direc- 
tion Sense proficiency can find the way (Tracking simply lets them 
idenlify their o m  tracks as they come upon them again and again). 
Hemes can also usefind the pntk spells or arrows $direction to guide 
them safely and quickly to the Whimsy Caves. 

Mr. Trootsaloti (mule): AC 7; MV 12; HD 3; hp 15; "HAC0 17; 
#AT 1 or 2; Dmg Id2 (bite) and/or ld6 (kick); SZ M; ML 
unsteady (6); h t  normally animal (I), currently very (12); AL 
N; Xl' 65. 

Obliviax (6): AC 10; h4V 0; WD %; hp 2 each; "HAC0 20; #AT 
0; Dmg nil; SA steal mwnories and spells; SD poisonous; SZ T 
(6" patch); ML average (9); Int average (8); AL NE, XP 35 each. 

E. Uffish Thoughts 

Night has fallen. The forest becomes a den of shadows, darker than 
th~st~arlitsk~nndf.trmoremenacing.Strangenoisesissuefromthe 
brambles as the woods come alivc with thc sounds of crickets, 
owlc, and other thinss. 

If the characters decide to make camp, Vhawn protests. The 
armanik does not require rest and sees no reason to delay her quest. 
Persuading her to stay requires a successful Charisma check at a 4 
penalty, a successful charm monster or hold monstrr spell, or same form 
of subterfuge or entrapment. 

Before the PCs reach the Whimsy Caves or hefore they lie down 
for a good night's rest, they are beset by the jubjub bird, who tries to 
steal the vorpal sword. The eblis uses its ring of inaisibility to spy on 
the party from a distance of ld4x10 feet (see ring description below 
for the chance of malfunction). After using its medallion of ESP to iden- 
tify wluch characters are the most intelligent (based on their surface 
thoughts), it then uses the medallion (if necessary) to determine who 
is guarding the vorpal Made. 

First, the juhjuh bird casts its audible glamn spell, creating a distur- 
bance in the woods (away from itself hut witlltlun thc party's hearing.) 
The disturbance might he cackling laughter, the sound of footfalls 
through the brambles, or the whispering of some would-be ambushers. 
Thejubjub bud then casts bha on itself and moves toward the individ- 
ual with the vorpal sword. Next round, it casts a hypnotic pattern to 
enthrall the sword-wielder and all other beings within range (affeding 
up to 24 levels or HD in a 30' cube). Once the hypnotic pattern is set, it 
persists for two more rnundi, during which time the jubjuh bud tries 
to seize the sword from its dazed possessor. If attacked, it mewes its 



spook spell for its most powerful 
attacker, counting on its Armor Class 
and blur spell for defeme. 

If the jubjub bird succeeds in 
snatching the sword, or if the sword 
is clearly unattainable, the iubiub 

for details) or if disturbed by the 
"The bad news is we last the wizard. Granted, he makes a juhjub bird. 
fine statue." The Whimsy Caves are 

around the Caves radiates a pecu- 
liar. waverine maeical aura. Anv 

justly named, for the area in and 

bird be;omes invisible (see beldw) 
and flies toward the Whimsy Caves to awaken the jabbemock from 
its slumber. 

" Y  

spell cast within range (that is, from 
any location on the map) has a 25% chance of not working as 
expected. Use the table below to determine what happens. All 
effects are centered on the spellcaster unless noted otherwise. Note 
that only spells (including spells cast from scrolls) are affected. 
Spell-like effects generated by other magical items (rings, wands, 
potions, and so forth) are not affected by the Whimsy aura. 

ldlOO Random Spell Effect 
01-10 Slow, lasting one turn 
11-18 Deludes wielder for one round into believing the spell 

functions normally when, in fact, the magic simply fiz- 

19-25 

2G30 
31-36 
37-42 

4345 

46-52 

53-57 
56-63 

64-66 

~ . _  
zles out. 
Teleports all of the spellcaster's possessions to a random 
location within 100 feet. 
Stinking cloud, range 30 feet. 
Fog cloud, range 60 feet 
Summon ethyk (01-25), centaur (2&50), or naked nymph 
(5140) 
Fireball, inflicting 6d6 points of damage. Spellcaster saves 
at 4 penalty. 
Stream of 600 butterflies pours forth and flutters about 
for three rounds, blinding everyone within 30 feet. 
Enlarge spellcaster to lox normal size, lasting one turn. 
Darkness, 15'9adius hemisphere centered around spell- 
caster, lasting ld4+2 turns. 
EntanPle (if terrain has foliaeei or Maximilian's earthen 
grasp c f  terrain lacks foliage),&ing ld6+4 rounds. 

69-74 Teleport with all belongings to a random location within 
100 feet. 

75-81 Diminish spellcaster to one-tenth of normal size, lasting 
one turn. 

82-86 Invisibility, lasting one turn. 
67-93 Shatter. affectine all breakable items and containers " 

within.30 feet. 
94-97 Permanently increases one ability score, determined ran- 

domly 
98-00 Flesh to stone, permanent until reversed. 

Encounter Areas 
The following encounters occur at the locations noted on the 
Whimsy Caves map on page 34. 

1. The Alluring Maiden 

APP g to the jabhemrock's lair, you are 
drawn by a beautiful melody to the nearby pool where the water 
from the falls cascades and swclls before trickling off into the 
Tulgcy Wood. Swimming in the pool is d slender. oearl-skinned vir1 
with golden hair. 

The figure in the pool is described in more detail below (see 
area 2). If the PCs choose to ignore her, they can continue unim- 
peded to the cave entrance (area 3). 

th from the 
cascading waterfall. When shc sees you, shc smiles hut does not 
introduce herself. Instead, she swims toward the ccnter of her small 
pond. Watching her moving unclad through the bubbles and 
waves, yon spot the gleam of gold a t  the bottom of the pool. 

Aquiel is a Chaotic Good nereid who lulls the jabberwock to 
sleep with her melodious voice. She knows that the monster is 
malevolent, but so far it has taken no interest in her. Aquiel hides her 
shawl in a small crevasse at the bottom of her pristine pool, where it 
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is guarded hy her pet watcr snake. The snake ha? camouflagrd itself 3. Crystal Cave 
to blend with the surroundingrock and silt and is 90% undetectable. 

If the characters hail the nereid, she answers their questions. As 
she swims up to them, the water snake coils around her affection- 
ately, and the PCs might catch their first glimpse of the serpent. 
Aquiel knows that a "terrible monster" lives in the Whimsy Caves, 
but she also knows that she can put it to sleep with her song. She 
has occasionally heard it snoring from behind the waterfall (area 9). 
So far as she knows, nothing else lives in the caves. 

The gleaming object at  the bottom of the nereids pool is a golden 
shield +3 lying atop the skeletal remains of a human who died from 
Aquiel's kiss (the fighter visited the pool years ago and, enamored by 
her beauty-, begged her to kiss him, which she did). The skeleton wears 
a suit of rusted scale mail; a helm of telepathy cradles the skull, A 
1onxsword +I, +3 us.J+e-based creatures lies buried in the silt nearby and 
is visible to a detect ma@ spell. Aquiel d 1  give these i tem to the char- 
acters if they request them, provided they have ha ted  her kindly. If 
Vhawn is with the p u p ,  this is likely, as she views the nereid as "a 
dangernus temptms," a foe to be destroyed without quarter. 

Both of the entrancc tunnels lead to an oval cav? with a 20-foot 
ceiling. The rvnlls and ceilinfi roughly hewn and adorned 
with sharp outcroppings of transparent crystal. Crystal frag- 
ments lic strewn upon thc, floor, but otherwise the cave is empty. 
Two tunnels lead to dceper chambers-one to the left, the other 
directly ahead. 

This cave is empty Characters may rest here without incurring 
the wrath of the jabberwock or the denizen in area 4. The crystals 
are worthless quartz. 

4. Death From Above 

A short, 
15 feet wide. The walls, floor, and ceiling are smooth-not at all 
like the <crystal entrance cave. 

leads to this roughly sphe&l CaVe Some 

Alurker above clings to the ceiling. The lurker waits until some- 
one enters the room before dropping down to engulf the hapless 
prey. Impose a 4 penalty on surprise rolls unless the PCs are care- 
fully watching the ceiling. 

Aquiel (nereid): AC 10; MV 12, swim 12; HD 4; hp 18; THACO 
17; #AT 0; Emg nil; SA spit venom (20', blinds target for 2d6 
rounds), create pseudo-water weird (4 HD, ld4 damage per 
strike), kiss of death (save vs. breath weapon at -2 or drown; 
those who save are lost in ecstasy); SD control water within 30' 
(slows movement to '/1 normal, deafens characters for 3d4 
rounds, increases chance of drowning by IO%), males who see 
her cannot do her ham,  flow like water (escapes damage or 
capture on successfd save vs. poison); SW shawl (con& her 
life essenceshe dissolves into water if it is destroyed); MR 
50%; SZ M (4'); ML steady (11); Int very (12); AL CG; XP 975. 

Aquiel's serpent (giant poisonous snake): AC 5; MV 15, 
swim 15; HD 4+2; hp 25; THACO 17; #AT 1; h g  ld3+poison 
(bite); SA poison (save or die in 2d4 rounds; successful save 
indicates an additional 10 points of damage); SD camouflage 
(90% undetectable); SZ M (12' long); ML average (9); Int 
animal (1); AL N; XP 420. 

Lurker: AC 6; MV 1, fly 9 (B); HD 10; hp 48; THACO 11; #AT 
1; Dmg Id6 per round (constriction); SA suffocation in ld4+1 
rounds; SD 90% undetectable; SZ H (20' diameter); ML 
steady (11); Int non (0); AL N; XI' 2,000. 

5. Remnants of the Burbled 

The turmcl slopes upward, ending before another crystal 
cavern. 'The 30-foot ceiling of this cave is covered with a thick 
crystal canopy. Shattered bones and shredded animal remains 
litter the floor. The cavc is otherwise empty. Two passages slope 
down toward thc right. To the left, 6 feet abovc the floor, a 
tunnel continues away into darkness, toward the roar of the 
waterfall. 
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The bones are the remains of small game and other larger beasts 
that wandered into the caves, were magically confused by the jab- 
berwock's burbling, and summarily slain. Any loud noises here 
have a 50% chance of awakening the sleeping jabberwock in area 9. 

Any PC rogue who makes a successful Detect Noise roll hears 
the heavy breathing of the jabbemock emanating from the raised 
tunnel to the left (that leads to area 8). No noise rises from the hr- 
nels to the right (leading down to area 6). 

6. The Fetid Portal 
Thc tunnel descends into a dark and dismal cavern with a 15- 
foot ceiling. The floor sinks to form a pool filled with brackish, 
foul-smplling water. Periodically, a bubble riscs to the surface of 
thc murk and pups with a dull "blurp." 

The pool in this cavern has been tainted since becoming the 
receptacle for a portal leading from the Abyss. The portal is o n e  
way only, and PCs who enter the water suffer no ill effects. The 
water is about 10 feet deep. 

For every three rounds the PCs spend in this cave, there is a 
cumulative 15% chance that a wandering chasme on the other side 
of the portal senses their presence, goes through the portal, and 
emerges from the murky pool, attacking anyone it sees. The 
chasme are normally charged with the task of tracking down 
tanar'ri that evade participation in the Blood War. When it sees 
Vhawn, it concludes that it has found such a tanar'ri and attacks 
the armanite. 

Chasme (tanar'ri): AC -5; MV 6, fly 24 (D), can walk on 
walls; HD 8+2; hp 37; THACO 13; #AT 3; Dmg 2d4/2d4/ld4 
(claw/claw/proboscis); SA wounds from claw attacks bleed 
for 2 points of damage per round until magically healed, 
terror (anyone seeing a chasme must save vs. spell for flee in 
terror for ld4 hours), drone (save vs. spell or fall asleep for 
2d4 hours); SD immune to poison, electricity, and nonmagi- 
cal fire, half-damage from cold, magical fire, and silver 
weapons; SW acid, cold-forged iron, magic missiles; MR 50%; 
SZ M (7' wingspan); ML champion (16); Int average (9); AL 
CE; XP 14,000. Special ab es (at will, as 8th-level spellcast- 
er): darkness 15'radius. detect good (always active), detect invis- 
ibility (always active), gate (one chasme; 40% chance of 
success, thrice per day), infrauision, insect plague, ray 
of enfeeblement, telekinesis, teleport without error. 

7. Flying Heads & Forgotten Hoards 

Roughly h e m  steps lead to a dark cave with a tiered 
floor. Lying atop the raised section to your left are 
heaps of gold and gems, as wcll as two large chests 
sealed with golden bands and hefty iron locks. Fluttcr- 
ing around the treasure hoard arc threr derrepit heads 
with bat-likc wings and writhing tentacles for hair. 

The creatures are vargouilles from the Lower 
Planes, brought to this plane via the portal in area 6. 
The creatures attack anyone who enters the cave. 

The treasure hoard belongs to a dwarven 
planewalker who found solace from his many enemies 
in the pastoral comfort of Bytopia. He hid his treasures 
here, fearing that they'd be stolen elsewhere. He has 
not visited the caves in some time and is unaware of 
their present inhabitants. The two chests are locked, 
and the locks are magically reinforced (treat each lock 
as AC 0 with 50 hit points). Rogues suffer a -20% 
penalty to their Open Locks rolls, but a knock spell 
opens them normally. 

Chest #1 (3'x2'x2') holds a finely wrought suit of 
dwarven plate mail. The armor is nomagical but well 
crafted and can be sold for 1,000 gp. Chest #2 (2'xZ'xl') 
has iron handles for easy transport and contains 825 pp 
of dwarven mint. Buried under the platinum trove is a 
potion of storm giant strength in a stoppered brass bottle. 

In addition to the chests, the raised dais has the following treas- 
ures heaped upon it: 2,309 sp, 1,117 ep, 756 gp, 53 gems (10~1,000 
g p  18x500 gp,  and 25x100 gp  respectively), ten gold rings (mixed 
with the coins; worth 50 g p  each), three jade elf statuettes (150 gp 
each), a 4-inch silver orb (non-magical; worth 10 gp), an empty but 
finely crafted scrolltube made of bronze (worth 25 gp), and a vorpal 
battleaxe +3 engraved with a run--a symbol ofstunning that affects 
all who gaze upon it (a successful saving throw vs. spell negates 
this effect). 

Vargouilles (3): AC 8; fly 12 (B); HD 1+1; hp 9, 8,6; THACO 
19; #AT 1; Dmg ld4 (bite); SA bite damage is permanent on a 
failed save vs. poison, shriek (save vs. spell or be paralyzed 
by terror), kiss (transforms paralyzed victim into a vargouille 
within 4d6 hours); SD infravision (120'); SW blinded by day- 
light or continual light; SZ S (3' wingspan); ML average (10); 
Int low (5); AL NE; Xl' 650 each. 

8. The Wending Way 
The tunnel, its walls covered with crystalline lattice, twists and 
widens. The roar of the waterfall grows louder as you continue 
upward. The water's roar is mixed with an inhuman snorting 
sound and the harsh scrape of claw against stone. 

If the jabberw 
cessation of the nereid's song, or noisy party members, it is 
sleeping away the day in area 9, twitching and snorting in its 
slumber. If lhe jabbcrwock has bccn awakcned, it awaits intrud- 
ers in area 9, its glowing eyes reflecting off the faceted walls of 
this passagcway 

9. The Jabbenvock 
If the jabbemock is still sleeping when the party arrives, read the 
first paragraph below, If the jabbemock is awake, read the second 
paragraph to the players. 

not been awakened by the jubjub 

chind thc roaring waterfall, is 
a monstrous serpentine beast twitching in the depths of some 
dcep, disturbing dream. its eyes are closed, but its nostrils flare 
wildly as it:, lip pulls back with a tooth-filled sneer. Batlike wings 



. .  . .  
ss its scaly back, and whipping back and forth is 

a tail studded with metal barhs. 
'Re baleful gleam of two glowing eyes fills your hearts with 

dread. A monstrous, serpentine creature uncoils its great bulk, 
revealing four clawed feet and a huge head filled with yellow 
fangs. Ratlike wlllgs rise from i t s  hunched shoulders. A harhed tail 
whips the floor as the crratuurc coils hack m d  prepares to lash forth 

Characters who approach the sleeping jahberwock have normal 
chances to surprise the beast (a mU of 1-3 on ldlO indicates that the jab- 
berwock is surprised). However, even while sleeping the jabberwock 
emits a low, rumbling burble that fills the cave (the waterfall drowns out 
mmt of it; nmmally the range of the jabbemock's burble is 200 feet). 

Anyone who hears the jabbemocks burbling must make a saving 
throw vs. spell at 4 or become mfujed.. The confusion lasts as long as 
the victim is within range to hear the burbling (a silence spell is espe- 
cially useful in negating this effect). The confusion has the added effect 
of imposing a -3 penalty to the victim's attack rolls. Moreover, the 
v ic t im is shuck by the equivalent of a babble spell (a revemed tongues) 
and cannot pronounce words properly; this effectively ruins spellcast- 
ing. The eye-bems of the jabbemock act as rays ofparalymfion, h e z -  
ing in place any single target who fails a saving throw vs. paralyzation. 

Normally, the jabbenvock bites with its jaws, inflicting 3d10 points 
of damage. However, it can also grab prey in its hooked talons, lmmo- 
biking one human-sued opponent with either forepaw. The follow- 
ing round, it meives a +2 bonus to hit immobilized prey (4 if both 
forepaws are clutchjng a single victim). The jabbemock prefers to con- 
centrate all its attack on a single foe until he or she is dead, then trans- 
fers its attentions to another opponent. If attacked by a large group of 
assailants, the creature unleashes a flurry of attacks, striking in all 
directions with swipes of its forepaw claws (ldlO/ldlO), wing buffets 
(2d10/2d10), hind leg stomps (2d6/2d6), bite (3d10), and tail lash 
(2d8). Each of these attacks is made at a -2 penalty to hit, but each has 
a 50% chance of knocking down 01 driving back its recipient, enahling 

"Pity me, will you? Take that!" 
-Vhawn, "hoofing" the deva 

the jabberwock to focus on a new target. only vorpal weapons h a m  
the jabberwock, although non-vorpal weapons may be used to 
subdue the creature. To make this final encounter truly epic, the DM 
may rule that the creature cannot be killed unless its head is severrd, 
which can only be done once it has been reduced to zero hit points. 

Once it finds something to attack, the jabberwock pursues its 
quarry relentlessly If the PCs flee, it follows them all the way back 
to Brillig if necessary, chasing after living prey and leaving the 
corpses of slain victims behind. Teleport, dimension door, and similar 
spells enable PCs to shake the jabberwocks pursuit. If there is no 
one left to hunt, the jabbemock whiffles back to its lair, curls up in 
its cave, and goes back to sleep. There is no treasure in the jabber- 
wock's lair, as the creature has no hoarding instinct. 

Jabberwock: A C  -10; MV 15, fly 15 (C); HD 15; hp 99; 
THAW 5; #AT 1 or 8; Dmg 3d10 (bite) or see above; SA 
burble, eye beams, fear aura, attack frenzy, grasp; SD immune 
to non-vorpal weapons, keen senses (automatically detects 
invisible or hidden opponents); MR 80%; SZ G (30' body, 25' 
tail); ML fearless (20); Int semi (4); A L  N; XP 25,000. 

Fabjous Day? 
f Vhawn and the heroes successfully slay the jabberwock, Toves 
lets the party complete their exploration of the Whimsy Caves 
before appearing in a flash of warm light. 

st thou 

I 
'Twas no mean feat-ridding the Tulgey Mbod of such a vicious 
threat. You may kecp the treasures of these caves as your reward. 
I have s8jmething clse for each of you-a gift for a job well donu." 

Toves gives each character a golden ring (worth 100 gp) 
enchanted with one limited wish spell (the DM should re-read the 
spell description carefully before allowing the PCs to use the 
spells). Whether or not Vhawn is destroyed, Toves takes the vorpal 
sword as his own. He certainly does not allow PCs to keep the 
sword, claiming he has more important need of it (which is true). 

If Vhawn has not been slain, the magical collar that binds her is 
removed by the deva's touch. Read the following description: 
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An ADVENTURE'S GUILU adventiire 
set in tlw RAVENLOFT campaign world 
for four tu six herocs of 6th to 8th level 

by John W. Mangrum 

he  Heart's Final Beat" is a RAVENLOFT adventure set in 
Necropolis, although it  can he adapted for use in almost any 
domain in the Demiplane of Dread. For the sake of the story, 

one or more characters should either be members of the Order of 
the Guardians or have close ties to that brotherhood. Though all the 
information needed to play this adventure is included here, Dun- 
geon Masters may find Domains ofDread (TSR '12174) and Van Richt- 
en's Guide to Fiends (TSR '19477) useful sources of further infor- 
mation. This adventure highlights Champions of the Mists (TSR 
#3559), using kits and secret societies from that hook. 

Before beginning the adventure, give the heroes the following 
information: 

The Order of the Guardians is an extremely secretive society of 
men and women dedicated to protecting the Land of the Mists 
from the insidious threat of powerful artifacts created to serve 
wicked ends. Thosp accursed tools of evil which thu Guardians 
cannot destroy t h y  seal away, hiding thcm from thc world that 
might ahuse their powers. 

Although the order is divided into numerous isolated fac- 
tions, most sects do keep records of the accursed artifacts held by 
the other groups. A wrtain Sister Eleyna id the Guardians in 
Mordent was studying the historical records of thc malignant 
artifact known as "the Key to the Abyss" when, in a moment of 
inspiration, she conceived of a way to destroy the supposedly 
indcstructiblc item! Thc Kcy is held by an order calling itself the 
Watchers at the Gate, so with all due haste Sister Eleyna sent off 
a fellow monk to the Watcher?' stronghold in Necropolis. This 
Guardian, Brother Greggory by name, hore a sealed letter detail- 
ing the means of the Key's destruction. 

When the messenger's return w a s  a week overdue, Sister 
Eleyna grew concerned The letter contained important informa- 
tion w,hich could prove disastrous to the Order i f  it fell into the 
wrong hands. Thus, Sister Elepa has decided to send another 
Guardian [one of the ITS] to follow Greggory's trail to the 
Watchers' stronghold, learn Ius fate, and recover the letter. Since 
the messenger would almost certainly he facing unknowm dan- 
gers, thc Guardians have arranged for him [or her] to he joined 
by several of their allies. 

Beginning the Adventure 

After a week's travel ta Necropolis, and a hard day's trek into the 
Mountains of Misery, your hastily assembled group of heroes 
now stands before the Watchers' stronghold. Located on an 
ancient and abandoned trade route, their home is quite literally 
a fortress-a blocky structure of massive, weathered stones jut- 
ting from the toot of a cliff. Doubtless this ancicnt fortification 
extends deep into the mountain's heart. 

Disturbingly, as you near thc stronghold, the air grows 
clammy and humid, despite the rising elevation. No birds fly 
overhead, and nc mountain hreezes ease your crawling skin. 

This scenario assumes that most of the heroes are strangers to 
each other, united only by their alliance to the Guardians. If they 
try to share information, they quickly learn (to their regret) that 
most of them know nothing about the Watchers other than that 
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2mpts). When a character attcnipts til turn iine d the undcad 
hin this area, his or her holy symbol glows slightly. Any Psychic 
ong the PCs can vaguely sense this spiritual malaise hanging 
:I the fort. 
When the heroes decide to enter the fortress, go to encounter 1 

intering the Fortress 
z massive double doors facing the road are the only entrance 
o the Watchers’ stronghold, and they are not easily breached. 
nstructed of thick, iron-clad oak timbers, they resist any 
zmpts to simply bash through. The doors are also barred from 
, inside, making lockpicks essentially useless. The aforemen- 
ned runes prevent magical entry. The heroes thus have the 
,ice of battering their way through the doors or simply pulling 
,bell chain. Either way, the heroes alert the current inhabitants of 
!ir presence. When the heroes ring the bell or otherwise 
,ounce their arrival, read or paraphrase the following: 

fter a few moments, y 
savy bar slowly sliding away from thc massive portals. A 
oment later, one of the doors shudders into motion, swinging 
,en a few feet so that a single figure ran slip outside. The 
oman is dressed in a simple gray robe, idcntical to that worn 
:the Guardians. Her hands arc campietely hidden by the vnlu- 
linous folds, and she keeps her face in thc shadows of her cowl, 
iielded from the afternoon sun. 

The doorkeeper stops just outside the door and takes a 
loment to silently pwr at you, then offers a curt grrcting. ”What 
3 you want?” she asks in a dry voice. 

This “Watcher” is acbally a juju zombie, sent to get rid of the 
roes as quickly as possible. It answers all of the heroes’ questions 
the same concise, no-nonsense manner, hoping to quickly satis- 
these visitors and send them on their way Its answers are a mix- 
‘e of half-truths, bluffs, and outright lies. Yes, the messenger 
mm Mordent arrived without complaint (True). Yes, the letter was 
livered safely (In fact, the zombie did not know of the letter until 
s very instant). Yes, the messenger left the stronghold quite some 

timr ago. If he ran into t r o h e ,  i t  i vas nftir hc left (Fdsc; i n  f‘ict, lhe 
messenger is still bcing tormented within the stronghold). llie 
undead impostor entertains the heroes’ questions only as long as 
absolutely necessary. As soon as it realizes the heroes are looking 
for the missing messenger, it dismisses the matter as “none of my 
concern” and insists that they take their search elsewhere. 

If this lack of interest is not enough to convince the heroes that 
all is not right with this Watcher. two further clues may give the 
ruse away. If a Ghostwatcher is present, he or she sees a desperate 
apparition appear behind the evasive Watcher. After the monk has 
replied i o  a few of the heroes’ questions, give that character’s 
player Handout #l. Similarly, the undead doorwarden could inad- 
vertently give itself away to a Psychic; give Handout #2 to any 
player of a Psychic character. Note that the vision this describes is 
certainly worthy of a horror check. All of these undead were Kargat 
in life, killed by the terrible wave of negative energy which 
destroyed 11 Aluk; thus the psychic will see similar deaths for any 
of the other supposed “Watchers” he or she touches as well. 

If a Ghostwatcher or Psychic give any obvious sign that he or 
she knows something is horribly wrong here, the doorwarden 
notices their alarm and decides to stop playing games: 

sadly and says, “Jt appears the charade is up.’’ Suddenly she rips 
back her hood to reveal a hideous facc of dried, Irathcry flesh, and 
eycs which glow like dying embers. The undead creature hisses a t  
you, immediately turning on its heel to bolt for  the open door! 

The juju zombie wants notbing more than to run inside, seal the 
doors, and warn its comrades that the visitors have seen through 
the ruse. If the heroes block its path inside, it will make a desperate 
grab for the bell chain to raise the alarm, then attempt to fight the 
heroes alone. The heroes should have no trouble dispatching this 
single creature. However, during the melee the ghostly monk 
described in Handout #1 will slip back inside the fortress (assum- 
ing it was seen at all). Once the undead monk has been defeated, 
the heroes have an easy, if obvious, means of entrance into the 
fortress. 
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Should the heroes examine the doorwarden’s corpse, they find 
two items of interest. First, the woman carries a holy symbol, caked 
in blood and thoroughly defiled (a small kite shield pierced by a 
slender sword; any hero with Priestcraft can identify it as a holy 
symbol of Ezra). Second, she bears an hourglass tattoo over her 
heart. Characters who make successful Intelligence checks with a 
-6 penalty know that these signify the creature’s membership in 
the Unholy Order of the Grave, a society of undead who serve 
Death (the ruler of I1 Aluk). Any hero with ties to the Necropolis 
should attempt another Intelligence check, with success reminding 
him or her of rumors about the life-draining abilities of Death and 
his agents. 

Most of the undead currently in the Fortress are members of 
that society and thus have been granted the ability to drain levels 
from their foes (or have that ability augmented if they already pos- 
sessed it). Oddly, most choose not to use this ability here or use it 
only as a last resort. The Abyssal energies seeping through the Key 
have corrupted this region, tainting the life force of every living 
thing within it to the extent that even these foul undead find them 
distasteful 

Juju Zombie: AC 6; MV 9; HD 3+12; hp 30; THACO 15; #AT 
1; Dmg 3d4+energy drain (fist); SA successful attack drains 
one level (Unholy Order of the Grave augmentation, no 
save); SD immune to nonmagical weapon and to illusions, 
psionics, electricity, magic missile, and mind-affecting spells, 
half-damaze from fire and from blunt or Diercine weanons: 
SW may <e turned (as spectre), holy wakr (2di poiits of 
damage per vial); SZ M (5’6”); ML fearless (20); Int very (12); 
AL NE; XP 1,400. 

If the heroes think to investigate the stronghold rather than 
simply storm in, any Cold One among them would, dressed in the 
monk’s robe, make an appropriate spy Other undead inside the 
fortress do not react to his or her presence so long as the character 
keeps face and hands covered and keeps to himself or herself. Such 
a spy can wander freely throughout the stronghold‘s upper level as 
he or she sees fit. If he or she enters the library (area 5), one of the 
undead present will simply ask (in a notably bored tone) if the 
”interlopers have been sent packing.” So long as he or she grunts 
out some satisfying answer, they do not bother the disguised hero. 
However, should he or she attempt to go downstairs, one of them 
barks out a angry warning: 

”Where are you going? Master Bralkam does not want to be dis- 
turbed”’ The creature then hirns to its neighbor and adds a 

I 

sneering comment: ”-whatcrer it is he’s doing down there.” 

2. Foyer 

Just as the mountain pass is drenched in sunlight, the foyer is 
drenchrd in shadow. If the undFad creature which answered the 
door had any need of light, this chamber docs not show it. The 
square room is constructed of the same massive stones used for 
the outside walls; all in all, it s e ~ m s  more brfitting a tomb than a 
foyer. Heavy candelabras stand in each comer, hut the candles 
have all melkd down to shapeless lumps and winding tendrils 
of cold wax. 

Before you, a second set of double doors, closed but not 
nearly as sturdy-looking as the doors leading outside, lead 
deeper into the fortress. To either side, a single door offers 
entrance into unknown chambers beyond. Although nc light can 
be seen seeping under the cracks of any of these closed doors, the 
stronghold is not abandoned; through the door to your lcft you 
can hear muffled voices. Though you can’t make out their words, 
you can detect a certain. . . amusement to their banter. 

If a Ghostwatcher PC is present, the spectral monk reappears to 
him or her. Give the player Handout #3. In addition to this dis- 
turbing visitation, the heroes will start to detect a strange, coppery 
taste in their mouths. This is yet another manifestation of the 

Abyssal enr-gics trickling through the Ke) to the Abyss. On top of 
any other effects, the entire upper level of the stronghold acts as a 
-2 sinkhole of evil (imposing a -2 penalty on all turning attempts). 
If a character attempts to turn one of the undead within this area, 
his or her holy symbol grows warm and glows brightly 

3. Kitchen 
The left-hand door in the foyer leads into a mid-sized kitchen. 
Should the heroes investigate this room, drawn by the muffled 
voices, read or paraphrase the following: 

As you cautiously push the door open a crark, the two voices 
you heard hcforr become much clearer 

”. . . I  don’t know, what hit do you think looks tastiest?” says 
the first voice. 

“Slab of ribs?’’ replies thc second. 
“Hm--flank steak?” counters the first. 
“Nah-i;~\,eetmeats?’ queries the second. 
As the hissing, leering voices call each apparent dclicvcy in 

turn, you hear a dull thud and a weak, agonizing cry! 

As soon as the heroes enter the room, they can see the cruel 
deeds that accompany this light banter: 

In the darkness, your eyes make nut three figures in gray robes. 
One seems to bc a badly beaten man, dangling limply by his 
wrists from chains that hang from the ceiling. Circling him like a 
pair of ca&ling vultures are h ro  figures carving crude metal 
pokers, appasently taken from the nearby hcarlh. Although tho 
twc tormentors wear the same wbri as the man t h y  torment, 
their faces betray them as unnatural crcaturcs. Long, bloated 
tongues play over their cracked fangs and drooling lips as thcy 
savur their prisoner’s terror. 

“No,” one of the two creatnrcs glwfully howls to its cnm- 
panion, ”I know what I want! I’ll take the brisket!” It accentuates 
this choice by slapping the bruised prisoner’s chest with the 

savur their prisoner’s terror. 
“No,” one of the two creatnrcs glwfully howls to its cnm- 

panion, ”I know what I want! I’ll take the brisket!” It accentuates 
this choice by slapping the bruised prisoner’s chest with the 
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monk will not h i  the first hutchercd in this kitchen. 

At this point, the ghouls will prepare to carve the prisoner into 
pieces. If the heroes do not interfere, the monk will be killed horri- 
bly in a few torturous rounds. So long as the heroes'battle against 
the ghouls lasts only a few rounds, the undead in the nearby 
library do not bother to investigate. They are quite used to sounds 
of struggle and cries of pain coming from this room and grow curi- 
ous only if the sounds of combat last too long for their liking. 

Ghouls (2): AC 6; MV 9; HD 2; hp 13, 15; THACO 19; #AT 3; 
Dmg ld3/ld3/ld6 (claw/claw/bite); SA successful attack 
causes paralysis (ld6+2 rounds, save vs. paralyzation to 
resist); SD immune to sleep and charm spells; SW may he 
turned, kept at bay by protection from evil (unless attacked); 
SZ M (S'IO'', 5'9"); ML steady (12); Int average (9,8); AL CE; 
XP 175 each. 

If the heroes defeat the ghouls, they can free the monk from his 
bindings (on a successful Pick Locks roll with a +25% bonus or by 
prying open the shackles using a poker with a successful Strength 
check). T h i s  monk is in fact Brother Greggory, the Guardian's orig- 
inal messenger, so the Guardian PC should recognize him despite 
hs  rather battered condition. The ghouls' torture has left him badly 
shaken and wounded, but if the heroes take a few minutes to calm 
the poor man, he tries to explain what has occurred here: 

es his experiences ''I 
ai rived here late m thc day and thev attacked that \ ery mghtl 
Curse my soul, thoie monsters must have followed me1 I muit 
have ledthem right to the hatchers' doorstep! I'm not sure why 
they attacked, hut it has something to do with the Key. I'd swear 
upan it!" 

If Greggory is asked about the fate of the Watchers, he shudders 
at the memory, then tells what little he knows: 

into the prison downstairs-b 
for food-blood for the master and . . ." Greggory pauses to take 
a long look at the gnawed hones scattered around the room and 

and meat for his servants!" 

If the heroes ask about the letter, Greggory simply tells them 
that he handed it to Brother Ruden, head of the Watchers. He does 
not know what Ruden did with the letter, hut he assumes the 
undead invaders now possess it. Like the heroes, Greggory knows 
next to nothing about the Key itself. 

In his current state, Greggory is too weak and dizzy (from the 
life-draining effects of the attackers, lack of water, and the wounds 
he took) to accompany the heroes. If magically healed for at least 7 
hit points, he can draw them a crude map showing the basic layout 
of the upper level. However, his nerve has broken from the horrors 
he has witnessed and he dare not accompany them deeper into the 
fortress (if forced to do so, he automatically fails all fear and horror 
checks). 

The kitchen's hearth holds a number of crudely-made metal 
tools used to stoke the fire (the ghouls were using two of these 
pokers). These tools date back to the strongholds ancient days as a 
border fortress and are actually made of cold iron-which may 
make them useful weapons. Due to their inferior craftsmanship, 
these cold iron pokers act as crude clubs in combat (damage 
ld6-1). Any Monster Hunter PC who knows about the Key to the 
Abyss at this point should quickly realize that these tools could 
come in handy if they actually encounter a fiend 

4. Barracks 
The side door on the right side of the foyer leads down a hallway 

As you peer into the vast hall, the faint illumination from a small, 
barred skylight overhead offers no more than ghostly hints of the 
room's details. Dusty bookcases stand against the wells here and 
there, and books he scattered on several tables about the room. 
Although thc hall's huge hearth has been allowed to grow cold, 
thc room is oppressively hot; just standing in the doorway causes 
heads of sweat to wind their way down your face. Toward the 
rear of t'he room, a wide staircase leads down into utter darkness. 

Of m.ore immediate interest, you see six-no, eight-robed fig- 
ures engaged in various activities about the room. Thrcc of the 
decayed creatures sit at tables, silently reading, while the other five 
pull tonies from thc bookshelves and toss thcm in large burlap 
sacks, going ahout their work in a decidedly lackluster manner. 

The oppressive heat is another sign of the ever-strengthening 
Abyssal energies leaking through the Key 

Death gave this group a simple command seek out sources of 
magical power and bring them hack to I1 Aluk. All fine and good 
as far as these undead were concerned, hut their leader, Master 
Bralkain, has been ignoring Deaths commands. Instead of gather- 
ing up the Watchers' magical lore and returning to their lord imme- 
diately, Bralkain has left his underlings loitering here for well over 
a week. Bralkain is up to something these undead have not figured 
out, and they do not like it one bit. Some of the more suspicious 
undead have decided to learn just what Bralkain does during all 
those hours he spends locked in the stronghold's well room, but 
they quickly put their research aside when faced with intruders! 

In the original tournament upon which this adventure is based, 
one of the heroes was a Redeemed former agent of Azalin's Kargat. 
Should any player character share a similar history, a particularly 
gruesome shock awaits him or her; read or paraphrase the follow- 
ing when the heroes enter the room. If no such character accompa- 
nies the party, simply assume that the wight mistakes one of the 
heroes for a look-alike with a more sinister past 

stovs short. For a moment. its moldcrine lius curl in confusion. 

rccogmnon. 

you in I1 Aluk." 
"You!" it  hisses. "How wonderful to see you! We all missed 

The other undead also now pause to stare at you, and they 

,, ' 
finally splitting into a widc grin. The creahire's eyes burn with 
recognition. 

"You!" it  hisses. "How wonderful to see you! We all missed 
you in I1 Aluk." 

The other undead also now pause to stare at you, and they 
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a? a ec 
Their leader squints and continues, "Azalin ordered us all to 

the Requiem, and we obeyed. But look at 11s now Rotting shells! 
And look at you-you defied his order! You abandoned us! And 
look a t  thc reward for your treachery! Why should your heart 
still heat while ours rot? Why were you spared?" A well of hatred 
boils up with the creature's words, growing more intense with 
each question. "It's time you rejoined the fold!" 

With that, the undead fling themselves at the heroes. Just as 
many of the undead recognized their old comrade, the Redeemed 
character may recognize them too, once he or she looks past the 
decay. Seeing this unliving example of the fate he or she narrowly 
avoided is certainly worth a horror check. A character who simply 
resembles their former comrade will not suffer this shock, of 
course, but he or she is left with the knowledge that someone who 
strongly resembles the hero was doing unsavory things in Darkon 
in the not-too-distant past. 

Having been created in the Requiem, these undead are more 
intelligent than most of their unnatural kind, and if the battle 
turns against them, the last undead left standing may offer a 
deal, bargaining for its existence. If the heroes will allow it to 
leave the stronghold with just one sack of the Watchers'books, it 
will happily tell the heroes all it knows: that they were sent to 
find magic, that they learned about the existence of the Watchers 
and followed the messenger to the Watchers' stronghold, and 
that Master Bralkain is defying their lord's commands, obsessed 
with some strange artifact he calls the Key to the Abyss. 

If turned, these undead flee to the barracks, not down the stairs. 

Wight: AC 5; MV 12; HD 4+3; hp 27; THACO 15; #AT 1; Dmg 
ld4+level drain (touch); SA touch drains two levels (Unholy 
Order of the Grave augmentation, no save); SD immune to 
nonmagical weapons, immune to poison, paralyzation, 
sleep, charm, hold, and cold-based spells; SW silver 
weavons do full damaee. holv water (2d4 Doints of damaee 

Ghouls (5): AC 6; MV 9; HD 2; hp 13,15,12,16,14; THACO 
19; #AT 3; Dmg ld3/ld3/ld6 (claw/claw/bite); SA success- 
ful attack causes paralysis (ld6+2 rounds, save vs. paralyza- 
tion to resist); SD immune to sleep and charm spells; SW may 
he turned, kept at hay by protection from evil (unless 
attacked); SZ M (average 6'); ML elite (14); Int average 
(8-10); AL CE; XI' 175 each. 

Juju Zombies (2): AC 6; MV 9; HD 3+12; hp 35,24; THACO 
15; #AT 1; h g  3d4+energy drain (fist); SA successful attack 
drains one level (Unholy Order of the Grave augmentation, 
no save); SD immune to nonmagical weapon and to illu- 
sions, psionics, electricity, magic missile, and mind-affefecfmg 
spells, half-damage from fire and from blunt or piercing 
weapons; SW may be turned (as spectre), holy water (2d4 
points of damage per vial); SZ M (6', 6'2"); ML fearless (20); 
Int very (12); AL NE; XP 1,400 each. 

However the heroes handle the undead, once the creatures have 
all been dealt with, the heroes can look through the three books the 
undead were reading (still lying open on the tables). Any Psychic 
PC can detect an increasing spiritual malaise as he or she nears the 
stairs, sensing the growing evil streaming through the Key 

Book 1: Historical Records 
This text (shown in Handout #4) is a compilation of historical 
records surrounding the destruction of the village of Creeana by an 
infernal creature which came to he known as "the Whistling 
Fiend." As well as the personal accounts of those who survived the 
creature's senseless rampage (excerpts of which appear in Van 
Richten's Guide to Fiends), the text contains the recently underlined 
transcript of an unsubstantiated rumor, recorded years after the 
fact, detailing the origins of the creature. 

Book 2 ne Key t o  the Abyss 
This tome was written soon after the Watchers first claimed the Key 
and hid it in their stronghold. The two excerpts shown in Handout 
#5 are of particular interest. 

Book 3: Personal Journal of Brother Jarvik 
Brother Jarvik was a prominent Watcher around the turn of the cen- 
tury The undead had been reading an intriguing section detailing 
the results of Jarvik's divinations (Handout #6). 

6. Lower Hall 

darkness At 11s base a short. wide hallwav leads torward to vet 
another closed, iron-bound door. Although several lanterns hang 
in this hall, none are currently lit. 

The Abyssal energies permeate this level; the entire lower level 
reeks of sulfur (character must make Constitution checks to avoid 
nausea; failure imposes a -2 penalty to all rolls and checks for as 
long as that character stays on this level). To make matters worse, 
the lower hall and the prison (area 7 )  act as a -3 sinkhole of evil 
(imposing a -3 penalty on all turning attempts). When a hero 
attempts to turn one of the undead within this area, his or her holy 
symbol grows extremely hot and glows brightly 

7. Prison 
If the heroes open the iron-hound door, they see only a narrow hall 
leading into the shadows. However, from those shadows the 
heroes hear something speak 

"Is he dead?" asks a gurgling vo 
tone "He smell? dead to mc " Jn reply, you hear onlv a brief, 
faint murmur 

If the heroes investigate, they quickly find a small prison con- 
sisting of two cells. The gurgling voice belongs to the lone wight 
that acting as jailer for two monks slumped in one of the cells. The 
low murmur must have come from one of the monks, but from the 
heroes' vantage point either or both of the Watchers could he the 
corpse the wight was asking about. 

The heroes may he able to take the wight by surprise and in any 
case should he able to defeat it quickly. Once the creature has been 
eliminated, the heroes can take its key ring, allowing them to 
unlock both cells. 

The Jailer (wight): AC 5; MV 12; HD 4+3; hp 30; THACO 15; 
#AT 1; Dmg ld4+level drain (touch); SA touch drains two 
levels (Unholy Order of the Grave augmentation, no save); 
SD immune to nonmagical weapons, immune to poison, par- 
alyzation, sleep, charm, hold, and cold-based spells; SW silver 
weapons do full damage, holy water (2d4 points of damage 
per vial), may he turned, instantly slain by raise dead; SZ M 
(6'); ML champion (16); Int very (12); AL LE; XP 2,000. 

Only one of the two remaining Watchers in the cell is still alive, 
and he is near death (having been used repeatedly to slake Master 
Bralkain's thirst for blood). This Watcher, Erother Pelov by name, is 
so physically and spiritually exhausted it takes him several min- 
utes to realize that he has been rescued. Until that time, he believes 
the heroes to be new prisoners and begs them not to let the jailer 
know that his companion has died. If they find out, the ghouls will 
cart the dead monk off to the kitchen, or their hideous master will 
animate him as a mindless slave. 

Erother Pelov can offer the heroes the same basic information 
about the attack as Brother Greggory (see area 3).  In addition, he can 
offer complete details of the strongholds layout (including what 
little the heroes will not have explored by now). On top of this, 
l'elov can tell the heroes that the invader's leader, Master Bralkain, 
is a vampire (in fact, Bralkain keeps his coffin in the vacant cell). 

Brother l'elov expresses his worry over the untended Key before 
he passes out, muttering that several days have passed since the 



Key last received any blood, and by now it is surely draining away 
the very last drops of i t s  supply. l'elov also comments on the unnat- 
ural taint spreading throughout the stronghold. The stench, the 
heat, the humidity, the strange coppery taste-these are all signs 
that the Key is dangerously weak. The Abyss is already starting to 
slip through the portal! All of these fragmentary remarks are likely 
to alarm heroes who have not yet learned the nature of the Key 

In life, the second monk was Brother Ruden, head of the Watch- 
ers of the Gate. Sadly, he has been dead far over a day, having final- 
ly succumbed to the wounds he suffered during the initial attack. 
If a Ghostwatcher PC looks at this Watcher's aged features, he or 
she may he in for a bit of a surprise: BTother Ruden is quite plainly 
the spirit who appeared at the stronghold's entrance (see Hand- 
outs #1 & #3)! If the heroes search Ruden's body, they find Sister 
Eleyna's letter, still tucked safely away in an inner pocket over the 
man's heart; give the players Handout #7. 

8. Well Room 
When the heroes approach the double doors at the end of the hall, 
they can hear a single voice chanting within. Any Psychic hero can 
also sense that the room beyond the door is flooded with evil. In 
fact, within this final room the Abyssal energies pulsing through the 
Key create a 4 sinkhole of evil (imposing a -3 penalty on all turn- 
ing attempts)! When a character attempts to turn one of the undead 
within this area, his or her holy symbol grows painfully hot (caus- 
ing one point of damage per round) and glows as if a iigM spell 
were cast on it. Corruption this intense will require a madness check 
on the part of any Psychic heroes, but since the build-up has been 
gradual, the character can be considered to have prepared himself 
or herself for the shock, thus receiving a +4 bonus to the roll. 

Master Bralkain has locked the doors from the inside to prevent 
his underlings from interfering with his rituals, hut the doors can 
be opened with a successful Pick Locks or Bend Bars/Lift Gates 
roll. The well room is a large chamber, made somewhat cramped 
by numerous ancient supplies stacked around the perimeter of the 
room in dusty crates and moldy barrels. The open well at the rear 
of the room is ringed by a low wall. 

When the heroes finally enter the room, read or paraphrase the 
following: 

A crimson ring of strange symbols has been painted onto the 
flagstones of the floor in this room. the unidcntifird pigments 
still glistening and wet. This ring i s  surrounded by some two 
duzcn motionluss figures each m u  silcntly holding a thick, flick- 
ering candle in its hand . Most of these figures wear the gray 
robes of the Watchcrs, and all are quite clearly dead. 

A hideous creatiir~ stands in the center of the circle, chanting 
a ceasrluis string of oily syllables, holding what looks for all the 
~ w r l d  like the steel heart of a madman's automaton over its 
hcad. A latticework of black veins, bleached hones, and yellowred 
eyes ai? all cleal-ly visible through the creature's colorless, jelly- 
like flesh! As you watch, it cries out, "The liour is at hand! The 
conduit opens-" The creature's incantation stops as it turns its 
hcad to peer in your direction and lowers the stecly heart. In the 
creature's horrid features you drtcct a note of both confusion 
a n d  irritation. 

"And what do you children want?" it rasps. 

The motionless figures are the animated corpses of the Watch- 
ers, supplemented by the few undead Kargat who were also killed 
during the raid. Unlike the other undead which lurk in these halls, 
these are simple, mindless zombies, the product of Bralkain's 
spells. The hideous undead figure is Master Bralkain, the vampiric 
leader of this unit of the Unholy Order of the Grave. For 170 years, 
Bralkain served Aralin as a leader in the Kargat. Like almost all the 
rest of the Kargat, he was present in I1 Aluk during the Requiem. 
That event, which caused untold death and misery for thousands 
of others, had very little effect on the long-dead Bralkain, simply 
prompting him to change allegiance to his new master, Death. 

Even more important than who Bralkain is in death is who he 
was in life. In the year 580, Bralkain led the wizards from Karg who 
accidentally created this living conduit and unleashed the 
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Zombies (25): AC 8; MV 6; HD 2; hp 13 each; THACO 19; #AT 
1; Dmg Id8 (fist); SD immune to sleep, charm, hold, death 
magic, poison, and cold-based spells; SW holy water (2d4 
points of damage per vial), may be turned; SZ M (5' to 6'); 
ML fearless (20); Int non (0); AL N; XP 65 each 

Master Bralkain, 9th-level Wizard and Vampire: AC 1; MV 
12, fly 18 (C); HD 8+3; hp 60; THACO 11; #AT 1; Dmg 
ld6+4+energy drain (blow, Strength bonus) or by spell; SA 
touch drains three levels (Unholy Order of the Grave aug- 
mentation, no save), spells, charm gaze (-2 penalty to saving 
throw); SD gaseous form, spider climb (at will), regeneration (3 
hp per round), immune to nonmagical weapons, immune to 
poison, paralysis, and sleep. charm, and hold spells, hali- 
damage kom cold and electricity, shape change (giant bat); SW 
garlic, mirror, holy symbol, sunlight, running water, holy 
water (ld6+1 points of damage per vial); SZ M (6'6"); ML 
champion (17); Int genius (18); AL CE; XP 9,000. Spells: mafic 
missile (x3), taunt; hind, levitate, Melf's acid arrozrr;fireball, hold 
person, lightning bo1t;fire shield, shadoiv monsters; domination. 

DM Note 
Startine in the round the heroes enter the well mom. the final bar- 
riers bgtween Necropolis and the Abyss are tom away With each 
round, describe the following cumulative effects of the Abyssal 
energies pouring through the conduit. Although none of these 
manifestations have any direct game effects, they may well be 
worthy of a fear and horror checks! 
Round 1: The earth shudders, openjng cracks in the stone walls, ceil- 
ing, and floor. The shape of the room itself begins to slowly distort. 
Round 2 A warm, greasy black slime boils up from the cracks in 
the floor, oozes down the walls, and drips from the ceiling. 
Round 3 Sickly green light bursts from the depths of the well itself, 
bathing the dripping ceiling in a gangrenous glow. 
Round 4 Distorted, inhuman shadows start playing against the 
infernal light, and a hideous, high-pitched wailing warns that 
something, or perhaps a great many somethings, are on their way! 
Round 5 The first of the Abyssal entities arrives-but not from the 
conduit; proceed to the next section 

E W i s t l i n g  Fenb 
ralkain seeks only to bind a single fiend to his power and has 
no more intention of letting fiendish forces overrun the world 
than do the heroes. However, Bralkain is not the only party 

with an interest in the Key to the Abyss. The Whistling Fiend first 
entered the Demiplane of Dread through the living conduit that is 
the Key, and it still has an intimate connection to the Key Wherev- 
er it may be lurking within the Mists, it senses when the conduit 
opens, and immediately comes to investigate. 

Due to an event far removed from Ravenloft, most fiends have 
lost their ability to teleport without error; the Whistling Fiend, how- 
ever, has connected itself so strongly to the Mists that it retains that 
powerful ability so long as it is within the demiplane. Rather than 
teleporting, the Fiend simply mistwalks to the location of the Key 
(though until now the wards carved into the outer wall have pre- 
vented it from simply materializing in the stronghold itself) At the 
end of round 4 of the battle against Bralkain, the Whistling Fiend 
enters the stronghold via area 1. During round 5 everyone in the 
stranghold can hear the Fiend's eerie whistling tune grow louder 
as it saunters through the halls of the fortress, headed directly for 
the Key Even if the heroes think nothing of the disjointed tune, 
Bralkain recognizes it immediatcly: 

As the strange whistling grows louder, the undead wizard stops 
short and you see true fear creep into his ryes. "You fools!" hc 
ciies. "Your meddling has doomcd us ali! If you v a l u e  your 
lives-or your eternal souls-stand back and dc not interfere!" 

No matter what actions the heroes take, Bralkain tries in vain to 
prepare himself for the Fiend's imminent arrival. In round 6, the 
Whistling Fiend finally makes its appearance: 

The whistling tune comes closer, and closer still! As it nears, you 
hear the eerie tunenow joined by a softer sound: a sizzling hiss. 
Amomcnthtcr, you are- given the source of this strange noise. At 
the end of t ie hall, you see a foot step inlo vicw, black as night, 
shriveled to  the bones, and glistening with slime. As thc foot 
touches the step, thc very stones begin to smoke and boil! 

Casually. yet with a certain glecful spring in its step, the crea- 
ture saunters down the stairs. Standing a t  lcast seven feet tall, i t  
looks at first like a mummificd corpse: dry, chon skin stretched 
tight over a skeletal frame. But in thc details this beast IOSPS all 
claim to humanity Its fingers sport blood-red talons, and every 
tooth in its jaw is a jagged fang. It? entire body is coated in 
obscenely glistening slime that luoks likc red jelly. A long, tun- 
ing horn sprnuti from the back of its skull, occasionally throwing 
sparks as i t  scrapes along the hall's low ceiling. Its eyes are pits 
of darkness illuminated by balls of bright grew flame-lhe same 
diseased color as that thrown LIP from the screaming portal. 

As the repulsive creature approaches. stiil merrily whistling 
its dreadful tune, you cannot decide nhich looks more wick?& 
the hooks and barbs on the mctal pikc it c a r k s  or thc monster's 
shriveled grin. 

The appearance of the Whistling Fiend is certainly worth a 
horror check; if Bralkain is still alive when the fiend arrives, then the 
creature is quick ta demonstrate whom the heroes should truly fear: 

The Fiend now turns all of its attention to destroying the party 
So long as it has defenseless victims to terrorize here, it is in no 
hurry to rejoin the Blood War, so leaping through the screaming 
portal i s  the last item on its agenda. 

Until a hero wounds the fiend, it will treat the party as mere prey, 
using only its preferred weapon (the pike) on them. As soon as a 
hero wounds the fiend, however, the pitch of its whistling changes 
as it starts taking the opposition seriously and turns up the ferocity 
of its attacks. Although it still prefers to impale with its pike, it may 
instead use some of its spell abilities if these seem mom appropriate. 

The Whistling Fiend (Tanar'ri, Greater-Babau): AC -3; 
MV 15; HD 8+14; hp 65; THACO 13; #AT 1 or 3 (pike or nat- 
ural weapons); Dmg 1d8+7 (pike, Strength bonus) or 
ld4+1/ld4+1/2d4 (claw/claw/gore); SA Xaze (enfecble- 
mcnt, ZO'range), corrosion (contact with the "red jelly" coat- 
ing the fiend's skin causes 1d6 points of acid damage), 
backstab (+4 attack bonus, quadruple damage), chokingfog a t  
will (15' diameter, centered on the fiend, all others must save 
vs. spell or suffer confusion), poison touch once per day (save 
vs. poison or die after 24 hours of agony, even on successful 
save target is wracked with pain and unable to cast spells, 
only able to enter combat at 4 attack penalty on successful 
save vs. death magic each round); SD immune to nonmagi- 
cal weapons, immune to fire, poison, and electricity, half- 
damage from silver weapons, half-damage from magical 
fire, cold, and gases, corrosion ("red jelly" coating reduces 
slashing and piercing damage by half and has 2076 chance of 
destroying any metal weapon that strikes it-item saving 
throw vs. acid to resist). thief skills (see below): SW full 
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blood from the fiend to slake its own never-ending thirst. The Key 
to the Abyss is an unwieldy weapon (nonproficiency penalties 
apply), but it is somehow magically drawn to the fiend, granting a 
+1 bonus when attacking the Whistling Fiend. If a hero successful- 
ly strikes the fiend with the Key, read the following text aloud: 

ey’s razor-tipped blade 
oozing hide, the creature’s merry whistling turns into an ear- 
shattering blare of pain and alarm. The fiend suddenly twists 
this way and that, tearing the Key from your grip as the creatuye 
despcratelp tries to claw the metallic object from its s i d e a l l  to 
no mai l .  Even a i  the hooting fiend tries frantically to pry the Key 
loose, you can see the foul artifact doing its work, the cqrstalline 
tubes filling with black ichor. 

An instant later, the room begins to tremble from unknown 
pressures, and an icy wind flares to lift., a whirlwind threatening 
to drag everything in the room down into the shimmcring ~rel l .  
The fimd finally pulls the Key to thc Abyss free, hot too late. The 
Key is tom from the fiends claws, sucked down into the portal, 
and the fiend itself dragged along to thr lip of thc well. 

The low walls of the well collapse, the stones sucked down 
into the deepest levels of the Abyss, and the fiend is left hanging 
over an open maw. There it is caught, torn between the planar 
forces (dragging it back to its wellspring and the unknowable 
powers which tie it to this land. Finally, the tug-of-war is dccid- 
ed. As the fiend wails horribly, a sound that you know will haunt 
your dreams for years to came, its shriveled body is torn asiin- 
dpr, dragged back tu the Abyss one squirming, ovring piece at a 
time. A j  the last remnant of the fiend is sucked dawn intc thc pit, 
the winds double in strength, pulling you forward a s  if  to share 
the Whistling Fiend’s gruesome fate! 

Any heroes who does not immediately flee the room must make 
a successful Strength check to avoid being pulled into the gaping 
portal. Those who avoid this dire fate survive to see the portal snap 
shut in the next round 

, .  
The wind reatening to drag the entire 
stronghold down into the pit. Then, with a deafening thunder- 
clap, they die. The conduit snaps shut, collapsing back down 
into the evil realm from whence it came. All is quiet and calm. As 

Thirt Abilities: Pick Pockets 30’5  Open Lacks 30%, Find & 
Remove Traps 25”/0, Move Silently 95%, Hide in Shadows 
BO%, Detect Noise 35%, Climb Walls 90%, Read Languages 
30% Spells (one per round, at will): darkness li’rudius, dispel 
magic, fear, Jy, heat metal, infrauision, leuitate, polymorph sey, 
teleport without error (mistwalk). 

The Whistling Fimd will take quite obvious pleasure in the tor- 
turous destruction of the party downing them one at a time. If the 
heroes try to stand up to it in a direct fight they will almost cer- 
tainly be overwhelmed, especially after having just spent their 
resources battling the undead Kargat. However, if the heroes are 
lucky and clever, they may yet be able to snatch victory from the 
Whistling Fiends grasp. 

The Abyssal conduit can be sealed simply by ”feeding” the Key, 
Anyone who wounds himself or herself with the Key‘s spike is 
drained of Id6 hp  each round until he or she breaks off contact 
with the living artifact. Once the Key is given 6 hp worth of blood, 
the conduit snaps shut, ending the immediate threat from the 
Lower Planes. However, closing the conduit does not dissipate the 
sinkhole af evil, nor does it have any effect on the Whistling Fiend 
itself. The Fiend will simply seek to kill the heroes so that it can 
claim the Key for itself and open the conduit again. If the heroes 
simply try to throw the Key into the portal, they find this impossi- 
ble. The conduit is one-way, and at the moment leads only from the 
deepest levels of the Abyss into this very chamber! 

In the off-chance that the heroes actually best the fiend in 
combat, they may be able to drive it off. If the fiend is dropped to 
dangerously low hit points, it mistwalks to the foyer upstairs, 
saunters outside, and vanishes into the Mists to lick its wounds. If 
the heroes have not yet sealed the conduit by this time, they can 
easily do so now. However, the fiend has a long memory (as 
Bralkain just learned to his sorrow), and the heroes can rest assured 
that some day the creature will come looking to even the score. 

The heroes’best chance for victory rests in the Key itself. If the 
heroes read Sister Eleyna’s letter (Handout #7), they may know a 
way to destroy the Whistling Fiend and the accursed Key in one 
fell swoop. If a hero manages to wound the Whistling Fiend with 
the Key’s bloodthirsty spike, the Key immediately begins draining 

chamber. The ooze, the heat, the sulfurous stench are all gone. 
Although it came at grrat cost, two of the land’s most vile evils 
have becn stopped this dav, and the unwitting world ha5 you to 
th,mk for it. 

you gasp for breath, you realize a change has come over the 
chamber. The ooze, the heat, the sulfurous stench are all gone. 
Although it came at grrat cost, two of the land’s most vile evils 
have becn stopped this dav, and the unwitting world ha5 you to 
th,mk for it. 

The End 
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An ADVENTURERS CUlLD adventure 
using the SAG.?" Game Rules 

set in the DRAGONLANCE: FIFTIH AGE: campaign world 

by Steven "Stan!" Brown 

ince this is an advcnhxe set in the DRAGONLANCE setting, 
the Book of the Fifth Age from the DRAGONLANCE: FIFTH AGE S boxed set (TSR # 1148) will be very helpful for the Narrator, 

prologue 
This Prologue contains information that all the heroes know at the 
beginning of play. 

Port Balifor 
Even before the Second Cataclysm, Port Balifar was a unique town. 
With the number of pirates, smugglers, and fugitives that called it 
home, Port Balifor richly deserved its reputation as the roughest, 
most dangerous city on the Bay of Balifor. In the Age of Mortals, it 
maintains that image, but for a completely different reason 

When Malystryx the Red Dragon chose Balifor and Kendermore 
as her base of power, the Bay of Balifor was filled with a tide of 
refugee boats. The denizens of Port Balifor laughed at them, if they 
noticed them at all, right up until the day that Malys burned the 
city to the ground. Perhaps through bravely, perhaps through stu- 
pidity, but probably just through bull-headedness, the locals rebuilt 
the town. This began a cycle of construction and destruction that 
lasts to this day. Every time the Port Baliforans rebuild their town, 
Malys reduces it to ashes. 

What Malys doesn't know, though, i s  that while they keep 
rebuilding their city, the citizens have also built a new city hidden 
in the sea caves below the smoldering ruins of Port Balifor. This 
city contains sheltered piers and ports, so the business of Port Bal- 
ifor can continue right under the dragon's nose. In ten years, the 
underground town has grown from a ramshackle safety shelter to 
a stone-hewn city nearly ready to accept all of Port Balifor's resi- 
dents. One day, the people will simply disappear off the face of the 
earth and, hopefully, Malys will be none the wiser. 

The High Stakes 
The heroes work on the High Stakes,  a local fishing vessel. The 
ship's captain, Bharn Presman, holds a legendary reputation in 
ports (and port-side taverns) all along Anialon's eastern coast as 
perhaps the finest Seaman ever to sail the Blood Sea of Istar. He 
spent the first part of his career running a merchant ship that 
would occasionally carry smuggled goods, particularly if the cargo 
was likely to cause grief or consternation among the Knights of 
Takhisis. However, a Dark Knight flotilla captured Captain Pres- 
man during the Summer of Chaos. His crew (including his wife 
and four sans) followed the ship and harassed the Dark Knights' 
fleet for six days, despite the fact that their ship sustained critical 
damage to its hull from the larger military vessels. On the seventh 
day, though, their luck ran out. The ship sank, and all hands went 
to watery graves refusing all aid the Knights of Takhisis offered. 

Presman spent two years in a Dark Knight stockade and, when 
he was released, seemed a broken man. Rather than accept captain- 
cy over another merchant vessel or embark on a voyage of revenge 
against the Dark Knights, he used hus not inconsiderable savings to 
purchase a small cargo ship and took on a crew of commercial fish- 
ermen. l'resman named his ship the High Stakes to remind himself 
that the price of a captain's mistakes is often paid by his crew 

Despite the fact that the High Stokes carries nothing more valu- 
able than summer golden bass, many a youngster with dreams of 
a lifetime on the sea signs on for a ten-year apprenticeship with 
Captain Presman. He teaches them things about being a mariner 
that a life on the waves might never reveal, but very few appren- 

tices stay aboard the High Stakes  for more than two years. The 
romantic dreams that brought them there rarely remain unsoiled 
by the stink of a hold full of bream. 

A Strange Voyage 

When the Hisk Stnke? left port last week, you thought it was just 
for a final run on the Courrain salmon before they lett for 
warmer waters. But when the ship came within sight of a 
tremendous scl~ool, ?ish leaping so high into tile air that you 
could 1.8ave leaned out over the prow and caught them by hand, 
Captain Presman gruffly ordered the ship onw,ard. Likewise, he 
led you past schools of luna, &hdlone, and even a pod of whales, 
any of which would have hrought catches rich cnough to kccp 
your new u,ell-paid through the long, lean winter. 

As far as you know, and as fat a i  Captain Presman has ever 
taught 'gnu, nothing is worth fishing for in this part of the ocean. 
The 1fi::k Sfnkrs seems to be heading for a stretch of sea known as 
"Leviathan's Ducp." T h i s  a i c w  is rumored to be whew one of the 
1evinth;ms (a whale-like creature the sirc of one of the Great Drag- 
ons) hibcrnates. Legend says that thc leviathans sleep until thcy 
arc callm2d uprm to protect their children, thc whales of Ansalon. 
Recently dozens of merchant ships with experienced crews have 
sailed into these waters and simply vanished without a trac?. 

With no explanation for this destination, thc crew is becorn- 
ing moi'e and morc agitated. They \i.ork on a fishing vesscl, and 
generally a short-haul one at th'it. This voyage has them ipooked 
and jittcry, and the captain's silencc only makes matters worse. 

Furthermore, the captain has been showing signs o? stress. 
Where;~s most voyages he spends the majority of his time on 
deck, traching and encouraging the crew,, this trip he spends 
most nf his time locked in his cabin. Scvcral men curious cnough 
to lay an ear against his door  say that he is talking to himself. 

What does a l l  this strangc behavior mean? Has Captain Pres- 
man be8.n strickcn with some form oi madness? m'hv is he taking 
the ship tu Ixviathm's Derp? And what will thu CTCM- find i n  
those accursed waters? 

Scene One: 111 Winbs 
The adventure begins with the heroes ten days out of port. Their 
captain has been acting strangely, and they are not sure where the 
ship is sailing or what their goal is. 

Ooeruictu 
The fishine vessel HiQh Stakes is makins full soeed toward 

Y " 
Leviathan's Deep. The nexvous crew sees omens of death and 
destruction everywhere. As tensions mount and mutiny threatens, 
the crew must put personal differences aside when a sudden storm 
threatens to swamp the ship. A map on page 55 shows the course 
of the High Stakes. 

6ening Start& 
The Narrator should make sure that the players all understand 
their heroes' abilities and are acquainted with the information in 
the "Prologue" section. He or she should work out with each 
player a reason why his or her hero is on board the High Stakes. 
When everyone is clear about what his or her hero knows, the Nar- 
rator can begin play. 
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irst Impressions 
h e  sea is rough and boiling in spots, the sky steel-gray, and the 
vind, though directly a t  your back, blows a stinging rain across 
he deck. This would bc a normal day on the Bay of Balifor, were 
t not for the fact that your situation is so unusual. Now the 
veathcr simply seems a bad omen on a trip that mmt of the 
ailors feel they should never have takcn. 

It is ten days since the High Stakes left Port Balifor. She has 
ailed pist all the plentiful game fish and seems bound for 
.eviathan's Deep, a stretch of ocean that most seamen hope 
iewr to have to cross. 

he Story Begins 
le heroes and the rest of the sailors perform their daily task. some 
rubbing the deck, others sewing fishing nets, still others working 
e rigging. On the surface this seems to be a tightly !sit crew acting 
It their dream of making a living fsom the sea. The truth, however, 
that these sailors' nerves are strained nearly to the breaking point. 

"tiny! 
nsion runs high among the crew of the Hish Stakes. Everyone has 
'en pulling his or her share of the workload, but more and more 
ewmen are grumbling aloud. Were it not for the fact that Captain 
esman commands such respect, a confrontation would have 
upted days ago. Even now, men talk of storming into the cap- 
in's quarters and demanding answers. 

It's our lives at stake, lads!" says Old Fraff, a scarred and tat- 
med giant of a man. He's the oldest member of the crew, and 
lmosl as highly respectrd as the captain, especially since he 
olds the position of first mate. "1 sailed with Cap'n I'resman 
eforc the Chaos War and joined this crcw so 1 could finish my 
!ays on a friend's ship. But I ain't never seen the Cap'u act this 
ray. . . not even when his family were all kilt. 

"If there's a good reason behind it, let 'im come forward and 
hare it. I'd fullow that man into the Abyss if the cause were 
ight. Rut if he's leadin' us into Leviathan's Deep on a kender's 
,him, we've gut to turn this ship around before it's too late." 

The heroes must decide on which side of this issue they stand. 
3 they join with Old Fraff in inciting the crew to possible mutiny, 
do they support Captain Presman and try to calm the agitated 

?w? The Narrator should allow them each the opportunity to try 
sway their shipmates one way or the other. 
Unless the heroes have extraordinary success, the fifteen 

amen will he split almost evenly. About half the crew fears for 
eir lives and supports Fraff while the other half staunchly 
,fends Captain Presman. Angry words are exchanged between 
e two sides, and violence threatens to erupt. 

le Battle 
;ah, the heroes may wish to attempt to inflame or placate the sit- 
Ition. If even the heroes hold split opinions, matters can quickly 
tou t  of hand (see the "Actions" section in this scene below). 
If a fight does break out, it should be nonlethal. The crew are not 

med, so the most dangerous weapons available are fish-cleaning 
hives and belaying pins, and only a few of the participants have 
en these weapons at their disposal. In any case, the Narrator 
ould not let the fight last longer than a few minutes. 

le Storm 
iptain Presman appears on the poop deck (brandishing a wicked- 
>kine cutlass if there is a fieht eoine on\. and a strained silence 

If the hemes look to the huriroii, they i e e  llmt the captain is 
indeed correct. A wall of angry, black clouds is bearing down on 
the HiXh Stakes, and the wind has strengthened and begun to swirl. 
Within minutes, the skies open, and rain comes dawn nearly hori- 
zontally, pelting painfully off any exposed skin. The crew struggles 
to batten the ship down, and the heroes should help out in any 
manner they can. 

Atmosphere 
The Narrator should strive to create a nautical ahosnhere. Tams 
of surf or seagulls would be appropriate, as would penny-whistle 
hornpipe music. This is the calm before the storm (both figurative- 
ly andiiterally). 

For the argument. the mood should be tense. Old Fraff is a 
Y 

frightened man, and so are many other members af the crew. They 
are not evil nor power-hungry, and the proposed mutinv is in the 
name of survival rather than avarice 

When the storm hits, the players should feel the unbridled 
chaos of an angry sea. Sudden loud noises would be appropriate, 
as would insisting that heroes whose players do not speak loudly 
cannot be heard. One thing follows quickly after another as the 
heroes try to keep their wits and their balance. 

n my ship! Now get back to work-can't you see that a storm is 
rewing? And it looks like a bad one." 
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CtiOnS 
x t  of the critical actions are detailed in the text, but two others 
: likely to pop up during this scene. 

xk the Rigging 
fficulty: 
:tion ability: Strength 
,position ability: None 
Comments: This action may be used for any shipboard activity, 
8m raising the sails to battening the hatches. For these sailors, it 
usually of average difficulty, but during the storm it becomes 

Mishap: The hero falls from or is hit by the rigging and suffers 
mage points equal to the face value of the top card of the Fate Deck. 

IdIncite the Crew 
fficulty: Average (8) 
tion ability: Presence 
,position ability: Varies 
Comments: The crew will be highly emotional, and convincing 
?m that what a particular hero wants is the "best thing for every- 
e" will not be easy If the hero is arguing on behalf of Captain 
:sman, the opposition ability is Old Fraff's Presence score (9). If 
is inciting mutiny, it is half of Presman's Presence score (5).  
Mishap: The crew reacts strongly to the hero, but not the way he 
she likes. The hero must succeed at an average Agility action or 
struck by a thrown bottle for 3 damage points. 

Should the heroes not h o w  what to do about the fight that is 
!wing, or if they are split about the issue themselves, the Narra- 
should flip the top card of the Fate Deck. If the card has a white 

ra (the color around the card's suit and number designation), a 
luting match breaks out between the two factions; however, 
)ler heads prevent actual violence. If the card has a red or black 
ra, someone throws the first punch (quickly followed by a 
:ond, third, and fourth as the crew dissolves into a brawling 
tb). The Narrator may decide that heroes caught up in the fight 
I1 not notice the storm until it is upon them. 
When the storm hits, the Narrator should have each hero 
empt a challenging Agility action. Anyone who fails has been 
ight unaware by a wave, hocked off his or her feet, and swept 
the railings. The hero must make a successful daunting Strength 
ion (or be aided by another crew member) in order to get back 
his  or her feet. A mishap in this attempt indicates that the hero 
i lost his or her grip and fallen overboard. The hero is lost from 
ht; his or fate will be revealed at the beginning of Scene Two. 
The Narrator should next have all remaining heroes attempt 
rage Perception actions. Those who succeed notice that Captain 
isman has been washed off the poop deck by a great wave and 
xked unconscious. He lies on the main deck, perilously close to 
broken rail. As the ship rises on another swell, it is apparent 

t the captain is about to fall overboard. The closest hero may 
rmpt to rescue Presman, which is a challenging Agility action. 
:cess means that the captain is still unconscious but safe. Failure 
ans the hero is too late and Captain Presman has been washed 
:rboard and out of sight. A mishap means that the hero has 
Zrexteuded himself or herself and falls into the sea as well 

Average (8) 01 Challenging (12) 

1llenging. 

acaaecs 
IS scene involves the followine characters: 
Captain Bharn Presman: kuman male adult, commanding 
demeanor, Master. Ag 6C, Dx 5C, En SB, St 7C, Re 9C, Pe EA, 
Sp 7C, Pr IOA, Dmg+4 (cutlass), Def -2 (leather). 
Old Fraff: Human male adult, authoritative demeanor, Master. 
Ag 4D, Dx 78, En 7C, St 5C, Re 8C, Pe 7A, Sp 4D, l'r 9A, 
Dmg +2 (dagger), Def 0 (none). 
Fifteen crewmembers: Human adults, various demeanors, Adven- 
turers. Co 5, Ph 7, In 4, Es 4, Dmg 0 or +1 (none or stiletto), 
Def 0 (none). 

Outcome 
The storm, though strong, is not terribly large. It blows over in less 
than an hour. The Narrator should flip the top card of the Fate Deck 
to determine how many crewmen were lost in the squall. If the card 
is from the Suit of Dragons, then a number of crew members equal 
to the card's value fell overboard. If the card is from any other suit, 
then only one or two seamen have been lost. Their fate will be 
learned at the start of Scene Two. 

Scene two: Into the Deep 
The storm has passed, but the High Stakes has arrived at 
Leviathan's Deep. The captain's strange behavior is explained, and 
the heroes receive a secret mission. 

Ovecuiem 
The CEW cleans up after the storm and are amazed to recover all 
crew members lost during the gale. Captain Presman is conscious, 
but hurt. He invites the heroes into his cabin and introduces them 
to Kellishion, an elf who is the key to the secret mission the captain 
has undertaken in the name of all Port Balifor. The heroes go to the 
sea floor and see many wondrous things. They find ancient sunken 
ships and search for a peculiar type of kelp. 

6etting Starteb 
The Narrator should be ready to refer to the magic section of the 
Book of the F$h Age, since some of the heroes might want to help 
heal the wounded crew members. Playing background soundtracks 
such as whale songs or light electronic ambient music would be 
appropriate. Finally, any Dexterity or Agility actions are not trump 
while underwater. Also, when the heroes speak to one another 
underwater, the Narrator should consider having them make easy 
Perception actions to see if they can understand each other. 

First Im~cessions 

izing repair crews, but evesyobe's mind is ;u thhc poor souls h o  
were washed away during 

Just then, the lookout ye 
Rwhing to the rail,  yo^ ~~.~ h . ~ ~ L ~ U  y.* . I I . I ~ ~ y L ~ I u o  "'FI.,,. 

sailors clineine to Dieces of driftw-ood. All the lost men have 

the squall. 
?lis, "Man overboard!" 
' _l..g "raa*nA L.. * -;"",..,,-.." ..:-l.L. 

Y I, ' 
somehsw managed to weather the storm, although some of thcm 
seem to be in a bad way 

Any heroes or characters washed overboard turn up before the 
action begns. They are clinging to driftwood, drenched to the bone, 
but alive. The Narrator should flip the top card of the Fate Deck to 
determine the state of the rescued characters. If the card's aura is 
white, they are relatively unharmed. If it is red, half of them sus- 
tained injuries and require medical attention. If it is black, all the 
rescued crewmembers have wounds so bad that they can no longer 
perform their duties. To determine how well any rescued heroes 
fared, the Narrator should go to the "Action" section of this scene. 

Captain Presman is now conscious but has a severe head 
wound (suffered when the wave knocked him from the poop 
deck). He finds it difficult to concentrate and complains of 
headache and double vision. 

Toe Story Continues 
All thoughts of mutiny have vanished with the foul weather. The 
crew is too busy making sure the Higk Stakes remains seaworthy to 
bicker over more trivial matters. Besides, the point is moot-accord- 
ing to the navigator, the ship has arrived at Leviathan's Deep. 

The ship's doctor (the cook) approaches the heroes. He has just 
come from tending to Captain Presman. The captain will survive, 
but his injuries prevent him from performing his duties. He 
requests that the heroes join him in his cabin. 
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Your Mission 

The captain’s cabin 13 large and decorated with all sorts of 
memento? from Prcsman’i life on the sea Stuffcd and mounted 
fish of all description adorn the room, including an octopus the 
size of a pony that serves as the headboard for the captain’s bed. 
Onc wall, however, is bare save for a poorly rendered portrait of 
the captain’s late wife. 

“We never got around to having it painted while she was 
alive,” Presrnan says from a table i n  a dark corner of the room. 
”All the artist had to work with was a tiny cameo and my failing 
memory. But enough about my painful past. Our present holds 
enough danger.” Fle motions to same empty scats set loosely 
around the tcihle. “Please. . .join us.” 

For the first timc you noticc the other figure seated next to the 
captain. Me is not a member of the CICK; you would recognize 
any of them cven on a moonless night. In the dim light, the only 
thing you can tell is that he is an elf, and that he is studying you 
as intently as you are studying him. 

Captain Presman first swears the heroes to secrecy He is abou 
to reveal information that only a half-dozen souls are privy to, an, 
he must have the heroes’ word of honor that they will repeat non 
of it to anyone, not even other members of the crew. Assuming tha 
the heroes give an oath of silence, he continues: 

”You all know about the d a n  to relocate our citv of Port Balifor 
to the sea caves. What you don’t know is that after ten years of 
construction, the Prefect has discovered that the plan cannot 
wmk. We will be nc  safer below, ground than we arc above!” 

The captain goes on to tell the heroes that New Port Balifor i 
nearly completed. Enough light filters through the porous rock t 
give the cave a twilight air, and the heated water of the Bay of Balifc 
keeps the cave at a livable, if somewhat sultry, temperature. Unforn 
nately when the first hundred families moved down last month, 
flaw was revealed. Enough ambient light was present to make it s a l  
to walk the rock-hewn streets, but torches and fires were still nece! 
sary to light the interiors of buildings. Even with only thirty building 
occupied, the smoke from the hearths poured from the fissures in th 
sea cliff and rose hundreds of feet into the sky When the abovf 
ground city suddenly becomes abandoned, the captain explains 
Malys will h o w  exactly wherc all the people have gone. 

Renshar Morgenes, the Prefect of Port Balifor, was beside hirr 
self when he learned this information. There had to be some way t 
light the homes of the new city without giving away its presenct 
At first he looked into hiring sorcerers to cast spectramantic spelll 
but the limitations of modern sorcery made it such that a hundre 
sorcerers working day and night would be unable to maintain th 
necessary lighting. The prefect and his advisors thought of th 
panic that would sweep the port when the citizenry discovere’ 
that their carefully laid, nearly completed escape plan was term 
nally flawed. A solution had to be found-and quickly! 

As luck would have it, about that same time an elf arrived i 
Port Balifor. He was looking for a ship to carry him not to anothf 
port but simply to a particular stretch of ocean. He inquired abor 
the possibility of chartering the High Stakes. Captain Presman SUI 
mised that the elf must have some connection to the Dimemest 
the sea elves who, until the coming of the sea dragon Brine, we1 
favorite trading partners of local merchants. 

It is only now that the captain introduces Kellishion, a Qui 
linesti elf who has spent the last few years of his life living with th 
Dimemesti sea elves. Kellishion can give the heroes direct answei 
to their questions, but he does not offer any information of his ow 
accord. Although he sympathizes with the Port Baliforans’ pligl 
and supports their efforts, he joined the sea elves because of a basi 
distrust of surface dwellers. As far as he is concerned, they are a 
barbaric, warlike, and not to be trusted. 

He recounts how Presman bmught him before Prefect Morgenc 
who questioned him at length on how the Dimemesti lit their undei 
sea “ties. It couldn’t possibly be with torches, so how did they do ii 
Kellishion explained that a certain species of kelp, one that grows a d  
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in the deepest, most isolated parts of the ocean floor, has the nahxal 
property of biolumine-ceit gives off light. As it happened, a bed 
of this kelp grew nearby his destination: Leviathan’s Deep. Morgenes 
swore Captain Presman to secrrcy (jut  as Presman just has the hemes) 
and gave him the mission of escorting Kellishion to these cursed 
waters and returning with kelp to transplant in the cave waters. 

to nd 
you can sue I’m no longer fit for such a job. You’re all strong, able 
seamen, and the closest thing to a family 1 have left. I could order 
you to do it, hut I’d be much prouder if, for the sake of Port Bal- 
ifor and everyone who lives there, you‘d volunteer to go.” 

If the heroes agree, proceed with ”Under the Sea,” below. If not, 
go to the “Brine Attacks” section of Scene Three. 

Under the Sea 
Captain Presman pulls out a chart of the ocean floor and shows the 
heroes where the kelp bed can be found. The spot is amid a garden 
of sunken ships, some of which plied the seas before the first Cata- 
clysm. Kellishion then explains exactly how to remove the kelp 
without damaging the delicate roots. 

When the heroes understand all this, Kellishion produces a 
watertight pouch containing a deep green wad of putty with an 
awful stench like the docks at low tide. This, he explains, is trannin, 
an ancient Silvanesti concoction made from a very rare herb; the 
Silvanesti chew it to allow them to breathe underwater while visit- 
ing their Dimernesti cousins. The heroes can use this to swim 
below to the kelp bed and gather what they need. The pouch con- 
tains enough putty for he lve  doses. 

But, he warns, non-elves may use trannin for no more than 
twenty-four hours in a row. After that the putty will get into their 
bloodstream and poison them. Victims of this poison find that no 
matter how much air or water they breathe, they cannot get enough. 
Their bodies will not accept the oxygen they need to survive, and 
they slowly suffocate to death. Elves have a natural resistance to this 
effect and can use the putty repeatedly without serious harm. 



After this lecture, Captain Presman thanks Kellishion and 
wishes him well in finding the elves that will escort him. The elf 
repeats his instructions to the heroes one last time, then opens the 
great hay window over the captain's bed and dives into the sea, 
presumably to return to the undersea city of Dimemost. 

Before departing, the heroes may supply themselves with what- 
ever gear they think will be useful. The ship's stores contain shov- 
els, picks, spears, harpoons, and anything else the Narrator deems 
appropriate. After this is done, they should he ready for their dive. 

Atmosphere 
The first half of this scene should be filled with various levels of 
relief and shock. The heroes' friends are all safe and the captain has 
survived, hut the ship is in dangerous waters. Captain Presman's 
mission should have an immediate and urgent impact on the 
heroes. After all, Port Balifor is their home too. 

When the heroes move underwater, the Narrator should strive 
to create a wholly alien atmosphere; disorient the players as much 
as possible. Everything not only looks and sounds different hut is 
different; even the heroes' own bodies feel different because of 
their relative weightlessness. 

Actions 
Heroes picked up from the water at the beginning of the scene 
should attempt a challenging Endurance action to determine how 
much damaged they suffered in the ordeal. Success means that 
they take one card worth of damage; failure means they suffer 
damage equal to half the cards in their hands (round down); a 
mishap means that their hands are depleted and their shipmates 
find them floating unconscious on the water. 

While the heroes remain underwater, they CaMOt gain trump 
bonuses for Agility and Dexterity actions. The most important 
action the heroes will make during this scene, however, is the ini- 
tial action to determine how well they adjust to breathing under 

water. Failure means that all subsequent physical actions are one 
degree more difficult than normal. Once their ability to breathe 
underwater has been determined, the heroes must succeed at a 
challenging Strength action in order to swim down. Otherwise, they 
tend to hover in a certain position until one of their companions 
can help them descend. The exception to this is any dwarf with the 
party; being denser t h p  other races, dwarves begin to sink at once. 

.Thy-should help them get to the bottom quickly, hut the Narrator 
should keep in mind that dwarven heroes will need help from their 
friends to get back up to the surface. 

While they are looking around, the heroes should attempt aver- 
age Perception actions. Any who succeed notice the silhouette of a 
sunken galleon, and several other ships beyond that., Kjllishion 
told them that the kelp beds lie near "a gardehof sunken ships," so 
they should head in the direction of the galleon. Finding the kelp 
bed can he as difficult or easy as the Narrator chooses to make it. .
The heroes might automatically see the ghastly glow of the plants, 
or they might have to succeed at several Perception actions in order 
to locate the right patch. Once there, the heroes must perform five 
successful challenging Dexterity actions before they have enough 
kelp to satisfy Port Balifor's needs. 

The final action of the scene takes place just as the heroes sac- 
ceed in harvesting the last bit of kelp. The heroes must perforn 
average Perception action. Those who fail are considered surprise 
the start of Scene Three. 

I an 
d at 

Cnarxters 
Besides the heroes, the characters listed below may play a part in 
the scene: 
(5 Captain Bharn Presman: Human male adult, commanding 

demeanor, Muster. Ag 6C, Dx SC, En 88, St 7C, Re 9C, Pe 8A, 
Sp 7C, Pr 10A, Dmg +4 (cutlass), Def -2 (leather). 

(5 Old Fraff: Human male adult, authoritat& demeanor, Master. 
Ag 4D, Dx 78, En 7C, St 5C, Re EC, Pe 7A, Sp 4D, Pr 9A, 
Dmg +2 (dagger), Def 0 (none). 

(5 Fifteen crewmembers: Human adults, various demeanors, 
Adventurers. Co 5, Ph 7, In 4, Es 4, Dmg 0 or +1 (none or 
stiletto), Def 0 (none). 

6 Kellishion: Qualinesti elf male adult,)crce demeanor, Hero. Ag 6D, 
Dx 7B, En 5C, St XA, Re 7C, Pe 88, Sp 7C, Pr 78, Dmg 0 (none), 
Def -2 (sharkskin). 

Outcome 
This scene is slightly odd in that it ends in the middle of the heroes' 
actions. Scene Three begins just as they have finished digging up the 
glowing kelp. The Narrator should note which hemes were not SUT- 
prised so that they can take actions at the heginnjng of the next scene. 

Scene Oree: In Deep, Deep Crouble 
The sea dragon, Brynseldimer, attacks and causes terrible trouble 
for the crew of the High Stakes. 

Ooemictu 
Brine suddenly menaces the heroes and chases them into hiding. 
Then the sea dragon moves off to attack the High Stakes. He sinks 
the ship and swims off into the depths, leaving the heroes 
marooned on the ocean floor. 

If the heroes refused to go on Captain Presman's mission, they 
are onhoard the High Stakes when Brine attacks. Pick up the action 
in the middle of the "Brine Attacks" section below. 

6etting Starte? 
Narrators should remember that any Dexterity or Agility actions 
are not trump while underwater. Again, when the heroes speak to 
one another, the Narrator should consider having them make easy 
Fercej~tion actions to see if they can understand each other without 
needing to repeat what they have said. 

Any kind of sweeping, powerful soundtrack will add to the 
overall effect of Brine's attack on the ship. Particularly good are 
scores from nautical war movies or television programs. 
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first Impressions 
This scene begins abruptly and in such a way that the players an‘ 
their heroes do not sense that one scene has ended and anothe 
begun. Heroes who are not surprised at the end of Scene Two wil 
have the first opportunity to act. They notice a dark ominou: 
shadow pass over them. If they look up, they see a terrifymg sight 
Those whose alertness seems impaired, however, will come undei 
attack before they even realize they are in danger. 

Speeding through the water above you is a. two-hundred-foot 
monster. Tail swishing almost lazily, the dragon lord 
Rrynseldimer is patrolling his territory in which you and the 
1 li,qh Stnkes are clearly trespassers. 

One of the great, deep-set eyes fines on your group digging in 
the kelp. With incrt-dible speed the sea dragon spins and accel- 
crates toward yon, maw gaping, ready to srualloiv your entire 
group whole. 

Oe Story Continues 
Brine is vicious and cruel. Most of all, though, he is a bully He will 
not simply kill the heroes, though he could. Rather, he wants tc 
play with them first, showing them how powerful he is and how 
helpless they are before him. This is the only thing.that.wil1 save 
the lives of those heroes who failed to notice Brine’s approach. 

Brine Attacks 
Unlike other types of dragons, sea dragons do not have a dragonawe 
attack. Therefore, any hero who notices Brine’s approach can 
perform any action he or she likes. However, since Brine is bearing 
down on the groap with his mouth agape, swimming far safety 
seems to be the most likely reaction. 

Instead of finishing his dive and scooping you into 
maw-, Brine suddenly pulls up and grins at you malevolently He 
opens his mouth again, unleashing a stream of scalding water. 
The boiling blast streaks toward you, and the water in your cars 
hegins to pop and hiss. 

Heroes who were not surprised may attempt to avoid this 
attack (see “Actions” below). Luckily, this attack was intended to 
frighten, rather than kill, the heroes. 

The hemes may stand and fight the sea dragon, hut sensible hemes 
are morr likely to look for somewhere to hide. There are plenty of 
likely spots under thick kelp beds, inside one or another of the sunken 
ships, or even behind a convenient coral r e f .  Even if the heroes are 
unsuccessful on theic initial attempts to hide, Brine is having too much 
fun torturing them to end the game so quickly Subsequent attacks 
from the dragon will still be at reduced damage levels. 

When all the heroes are hidden, unconscious, or dead, Brine 
turns his attention to their ship. Depending on the state of the 
heroes, read the following aloud, adjusting as necessary: 

At first it seems as thoiigh the great sea dragon is about to makc 
a pass a i  the spot where you lip, but instead he curls gracefully 
around himself and swims toward the surfarc. Far overhead you 
can see a tiny spcck bobbing nn the silvery waves that he is clear- 
ly  aiming directlv for-the unsuspecting H!ph Stakis! 

Below is a description of the action as seen by the crew of the 
High Stakes. Heroes at the bottom of the ocean could not witness the 
attack in such claritrl, but the dramatic impact of the description 
adds to the emotion of the scenario. Narrators who are sticklers for 
realism may choose to shorten or paraphrase the sections below. 
Heroes who are on the ship will, of course, see this scene firsthand, 
no doubt much to their regret. 

Two hundred yards off the stern, something enormous breaches 
the waves arid lets out n mighty roar. It’s the sea dragon, Brine! 
Even with only a portion of his body out of the water, his head 
towers over .?he ship’s main mast. 

Captain Presman barks out orders. ”Hard astern! Man the har- 
poons!” The experienced crew members do their best to fallow 
them, but the younger Lars arc too awestruck by the sheer size of 
the sea dragon to do more than gape and mumble broken prayers. 

If some or all of the heroes remained on the ship, they may react 
as they see Sit. After each hero has attempted one action, continue 
with the following: 

in’, lads” cries Old Frail 
means t‘ram us!” 

Indeed, Brine swims at the ship at speeds unmatchable by 
even the fastest ship in Port Balifor. Just beforc hitting, though, 
he dives beIc,w the ship and disappears into Leviathan’s Deep. 

Silence falls over the scene. The sea is unnaturally calm, and 
the crew hold their brcath for long minutes. Just when it seems 
that ail is well, twin eruptions spout from the water on either 
side of the hdl.  Tr*.o monstrous rows of teethrise into the air and 

instead th; sea Jragnn slowly hcgins to dive, pulliig the’ship 
down with him 

”He’s going to scuttle us!” shouts Captain Presman. ”Aban- 
don ship! All hands, abandon ship!” 

clamp firmly onto the ship, locking it in place. Brine has swum 
under thc Hiqh Stakes and now holds i t  in his mighty maw! He 
could easily snap the small vessel into a thousand pieces, but 
instead the sea dragon slowly hcgins to dive, prilling the ship 
down with him 

”He’s going to scuttle us!” shouts Captain Presman. ”Aban- 
don ship! All hands, abandon ship!” 

If the heroes are onboard, they must quickly decide what to do. 
The dragon’s jaws are unprotected and may he easily attacked, but 
at any moment he may dive deeper, sucking the ship below the 
waves. If this happens, the heroes will find themselves instantly 
swept hundreds of feet below the surface, unable to swim to safety 
or even take a full breath of air. 



sh over the railing, swamping the d 
the High Stakes swim with a11 their might to put as much ocean 
as possible between themselves and their doomed ship. All the 
crew, that is, but two. 

Old Fraff clings to one of the giant jaws, stabbing a t  it futilely 
with his fishing knife. ''I signed on to finish my career with this 
crew, and that 1'11 do! No damned sea serpent is wnna make a 
land lubber outta me!" 

Even as  hc uttered these words, the first mate loses his grip 
on the dragon's jaws and falls down its throat. Atop the poop 
deck, Captain Presman stands gripping the wheel as if his soul 
depcnds on it, a look of grim determination etched on his f x c .  
He was a prisoner the last time a ship under his command was 
sunk. Many loyal crewmen lost their lives-his family lost their 
lives-and hc was not even allowed the honor of going down 
with his ship. He will not let the same thing happen again. 

Inexorably, the ship sinks lower and lou,er, and hardened 
sailors find droplets too hot and bitter to be seawater rolling 
down their cheeks. Scvcral snap final salutes to their captain 
the High Stakes vanishes below the waves. The sound of the sea 
swirling in her wake fills the air like deep, vicious laugh. 

If the heroes are on the ocean floor, they see Brine drag the Higk 
Stakes to the bottom and tuck it next to the rotted hull of an ancient 
cog. Like a dog burying a bone for later consumption, he secures 
the treasure and swims away 

The heroes have survived the attack, as have the crew members 
floating on the surface, but that is cold comfort. They have no pro- 
visions, no ship, and hundreds of leagues separate them from the 
nearest dry land. Brine may not have killed them outright, but they 
certainly seem to be doomed. Before continuing with the section 
below, allow the players to ponder the situation for a few minutes. 
Help them come to terms with the immensity of their predicament. 
If they immediately attempt to help the captain, then allow them to 
begin their efforts before running the "Friends in N e e d  section. 

Friends in Need 
The situation may seem utterly hopeless, or the heroes may already 
have a plan. Indeed, they may be bobbing on the surface of the 
waves, walking on the ocean floor, or attempting to find Captain 
Presman before he dies. In any case, once they have had time to con- 
sider what to do, Kellishion returns with three Dimernesti warriors. 
They saw the attack but could do nothing to prevent it. Now they 
come offering any aid they can (which, truthfully, is not much). 

If the heroes did not go to the ocean floor, Kellishion again 
offers them doses of the elven putty to allow them to do so. As for 
rescuing Captain Presman, if the heroes push or persuade the elves 
into helmins. the Narrator needs to eo to the section "The Storv 

L ", " 
Continues" in Scene Four. 

This section is desimed mainly for roleplayin%. Kellishion and his 
comrades will answer-any questiins the hemes hive and offer advice 
to the best of their knowledge as to what their best course of action 
may he. Facts the Narrator should know include the following: 

6 No ships sail in the general area. Thus, nn one will be along to 
rescue the castaways. 

6 TIX -ti have a mid d a g e  atout five m i k  away (as the fi& 
swims). They have fccd to spare, can offer medical attention to any 
kjured m w  membas (indudjng the haws), and one of them is slolled 
enough at hydmmncy to aansiann a win~~kjn filled from the sea into 
k h ,  drinkable water. However, their tawn is on the ocean flcar, and 
thereisnoterough of t h e p u ~ t o a l l o w ~ e - ~ b ~ a t h e ~ ~ .  
me. k i d s ,  one day of wata breathing dl not solve their hubla .  

6 Brine is likely to return eventually and eat anyone who is still 
in the area, 

6 Wood, ropes, and sails can be scavenged from the High Stakes 
and other wrecks if the heroes want to fashion life-rafts. This 
will solve their most immediate problem but leave them at the 
mercy of further dragon attacks. 

6 The High Stakes does not seem to been shucturally damaged (it 
hasn't). If the heroes can somehow manage to get her to the surface 
and drain the water from the hull, she should still be seaworthy 

This  last point is important. If the players cannot figure out h m  
to rescue themselves, Kellishion will suggest that course of action. 
Raising the High Stakes is the best solution to their predicament, and 
the Narrator should make sure the heroes are aware of this option 
It is important, though, that the players not be railroaded into doing 
exactly what the Narrator (or this text) says. Part of the fun of role 
playing games lies in the unexpected turns a story can take. Sever- 
al other plans of escape that might work include the following: 

6 Constructing a raft with a sail and sailing away on it. 
6 Using cryomancy to create an ice floe and floating away on it 
6 Using pyrornancy to fill the elves' air bags (see Scene Four, "The 

Story Continues") with hot air and balloon away. 

The Narrator should carefully evaluate any plan the players 
come up with and decide if it is feasible. If so, the heroes can pro- 
ceed along that route, with the elves able to offer them any aid that 
is reasonable. Ignore whatever portion of the following scene is no 
longer applicable and improvise new material to take its place. 

Atmosphere 
Much of this scene depends greatly on the Narrator's storytelling 
abilities. The Narrator must strive to capture the grandeur and 
drama of events that the heroes may he viewing from relative 
safety The players should not be allowed to passively watch these 
events: they should be able to feel the emotion of the High Stakes' 
final moments. 

The loss of their ship should be traumatic for the heroes. It is all 
right if the players seem severely shaken by these events. The 
return of Kellishion is meant as a way to snap them out of this funk 
and get them back on track to solve this problem and get them 
selves and any surviving crewmates to safety. 

Actions 
Heroes who attemDt to avoid Brine's attack should oerform an aver. 
age Agility (Dexterity) action (remember, no trump bonuses are 
allowed). Anyone who is surprised by Brine's approach (or who 
failed the Agility action) receives only 12 damage points rather than 
the 58 damage points that a direct hit would have caused. 

Finding a sanctuary to hide from Brine requires a successful 
average Perception action. Actually getting there without Brine spot- 
ting the hero, however, requires a successful average Agility (Percep- 
tion) action. 

Save Putty 
Difficulty: Average (8) 
Action ability: Perception 
Opposition ability: None 

Comments: During their flight from Brine, the heroes may fall 
or he struck. Whenever this happens, the Narrator may decide that 
a hero must succeed at this action or the putty will fly from his or 
her mouth. If this happens, the hero must take his or her next avail- 
able action to pick the putty up and put it back in his or her mouth. 
If he or she does not do so within three minutes, the putty's effect 
fades and he or she will drown. 

Mishap: The hero does not see where the putty fell; he or she 
must succeed at a challenging Perception action to find it. 

Scavenge Shipwrecks 
Difficulty: Average (8) 
Action ability: Perception 
Opposition ability: None 

Comments: There may be tons of wood, rope, and sail on the 
ocean floor, but most of it has decayed to the point that it is useless. 
Succeeding at this action allows a hero to pick only material that 
will be useful in whatever plan he or she is hatching. 

Mishap: The hero grabs rotten or damaged material. When the 
plan gets underway, the Narrator should flip the top card of the 
Fate Deck. If its aura is black, the material disintegrates, shatters, 
tears, or simply fails to work properly (with disastrous results) 



Characters 
The following characters and monsters may play a part in this scene: 
6 Captain Bharn Presman: Human male adult, commanding 

demeanor, Master. Ag 6C, Dx 5C, En SB, St 7C, Re 9C, Pe SA, 
Sp 7C, Pr 10A, Dmg +4 (cutlass), Def -2 (leather). 

6 Old Fraff Human male adult, authoritative demeanor, Master. 
Ag 4D, Dx 78, En 7C, St 5C, Re 8C, Pe 7A, Sp 40, Pr 9A, 
Dmg +2 (dagger), Def 0 (none). 

6 Fifteen crewmembers: Human adults, various demeanors, 
Adventurers. Co 5, Ph 7, In 4, Es 4, Dmg 0 or +1 (none or stiletto), 
Dei 0 (none). 

6 Brynseldimer (Brine): Sea dragon male wyrm, tyrannical 
demeanor. Co 13, Ph 58, In 17, Es 17, Dmg +40, Def -30, also 
dragon breath and swallow whole. 

6 Keiishion: Qualinesti eljmale adult,fierce demeanor, Hero Ag 6D, 
Dx 78, En 5C, St 8A, Re 7C, Pe 8B. SP 7C. Pr 78, Dme +5 

Y 

(trident), Def -2 (sharkskin). 
6 Three sea elf warriors: Dimernesti elf males, brave demeanors, 

Adventurers. Co 7, Ph 8, In 5, Es 6, Dmg +5 (tridents), Def -2 
(sharkskin). 

Outcome 
At the end of this scene, the heroes should have some plan of action 
for Scene Four. If it is not to somehow raise the High Stakes, the Nar- 
rator needs to improvise much of the coming action. If the heroes 
wanted to rescue the captain right as the elves enter this scene, then 
the action should carry on in the section "The Story Continues." 

Scene yoour: lzaising the StAkes 
The heroes set out to extricate themselves from their predicament. 
As the plan comes together, Brine returns. 

Ooeroiem 
The first half of this scene deals specifically with ways in which the 
heroes might raise their sunken vessel. If they are pursuing a dif- 
ferent escape plan, the Narrator will have to improvise. Assuming 

that their plan, whatever it is, works, the heroes must overcome 
one more obstacle-Brine's return. They will have to find a way to 
either outrun him or chase him off-both easier said than done. 

6etting Starteb 
Since the heroes might need to motivate the crew, the Narrator 
should be prepared to use the Incite the Crew action from Scene One. 
Also, dramatic background music similar to that used in Scene Three 
would be appropriate when the heroes and the crew raise the ship. 

First Impressions 
The action may begin with the heroes bobbing on the surface of 
Leviathan's Deep or in a small Dimernesti village about five miles 
from where the Higk Stakes sank. They should bear in mind that at 
least some of their comrades are still floating on the waves, easy 
prey for sharks (or Brine, should he return). If the scene opens on 
the floor or surface of the sea, the heroes are fully aware of their 
surroundings. If they have gone with the Dimemesti warriors to 
their village, however, the scene must be described for them. 

The s practically invisible as you swam 
toward it. The half dozen or so houses grow directly out of a 
coral bed and have such a nahxal shape that you would need to 
know what you we= looking for in order to see them a t  all. 

Inside, the walls are lined with shelves and jutting table-like 
outcroppings at a11 levels. Since Uimcrnesti are just as buoyant as 
humans, there is no need for their home lives to remain floor- 
bound. Most of the furniture is grown from the same coral as the 
structure itself, but often it is covered with a softer, mossy algae, 
making it quite comfortable to sit on. Strips of the same kelp you 
were digging earlier grow on the ceiling and walls, brightly illu- 
minating thc buildings. This, you see, will be an elegant and 
practical sohition to Port Balifor's problems-assuming you and 
your crew make it back alive to make it all possiblc. 

The Dimernesti village was practically invisible as you swam 
toward it. The half dozen or so houses grow directly out of a 
coral bed and have such a nahxal shape that you would need to 
know what you we= looking for in order to see them a t  all. 

Inside. the walls are lined with shelves and hittinz table-like 
8 o ~ ~ ~ ~

outcroppings at a11 levels. Since Uimcrnesti are just as buoyant as 
humans, there is no need for their home lives to remain floor- 
bound. Most of the furniture is grown from the same coral as the 
structure itself, but often it is covered with a softer, mossy algae, 
making it quite comfortable to sit on. Strips of the same kelp you 
were digging earlier grow on the ceiling and walls, brightly illu- 
minating thc buildings. This, you see, will be an elegant and 
practical sohition to Port Balifor's problems-assuming you and 
your crew make it back alive to make it all possiblc. 

Oe Stow Continues 



6 Air bags: Not all Dimernesti buildings are filled with water. 
Since the sea elves can breathe air as well as water, they some- 
times build waterproof shelters and fill them with air. In order 
to keep the air fresh, the elves must occasionally bring fresh air 
down from the surface. This is done using large air-tight blad- 
ders. One of the local houses is built for air breathing, so the 
elves have four of these bladders available. If the heroes can 
think of a way to use them to fill the ship's hull with air, it will 
float to the surface. However, if this is not done carefully, the 
ship may flip over in the process and surface upside down-hut 
at least the hold will not he flooded. 

The Narrator should let the heroes roleplay out the activities 
involved in their plans, calling for relevant card play fmm time to time. 
In the end, though, the success or fdw of thek actions should depend 
more on the heroes' thoroughness, ingenuiq, and effort than the luck of 
the draw. Once the heroes have successfully executed whichever plan 
they chose, the Narrator should continue on with the sedion below. 

Anchor's Aweigh 
Now that the heroes and the crew have a way to get themselves back 
to land, they will want to gather up the kelp and set sail as quickly 
as possible. Kefishion warns them that Brine tends to remain in the 
same waters for a few days in a row and may come hack at any time. 
If the heroes did not finish their harvesting (or lost their kelp in the 
chaos) and are tempted to simply leave without the kelp, the rest of 
the crew refuses. As much as they are frightened of Brine, they do 
not willingly harbor the idea that Captain l'resman died in vain. If 
the heroes are sadly battered, the Narrator may wish to move direct- 
ly to the Epilogue. However, he or she is urged to include the return 
engagement of Brine to make for a truly explosive conclusion 

The $ails raise and hillow a? they grab the wind, h e w i n g  to propel 
the Htqh Stake? through the w a i  es In vour wakc, Kelhshmn and the 
Dimeinesti warriors wave farewell: "May the gods watch over 
you!" he shouts. The elf's manner, however, suddenly changes, his 
smile nbniptly replaced with a look of disbelief and fear. 

"He's back!" screams a terrified lookout. "The sea dragon i s  
back?' 

The crew are seized w,ith panic. Crown men cower like chil- 
dren afraid of a thunderstorm. It was only a short time ago that 
this very same beast grasped the Hith Sfakri in its jaws and 
draggcd it ta the bottom of the sea! What is to prevent it from 
doing the very same thing again? 

As their last encounter proved, fighting the bust is next to impossi- 
ble. However, Brine dws not want to wander too far from his temtory 
He survived the Dragon m e  by keeping a low pmfile and prefers to 
remain a power that is known through rumor and supposition only He 
h a s n o w i s h t o h u n t d o s e a g h t o ~ y s ~ ' ~  temtoIytobep&ved 
as a h e a t  by the Red. Therefore, if the her= can manage to get the Hi,@ 
Stakes up to full speed and hold off the sea dragon for a t he ,  they have 
a chance of escaping. The hnoes can the oew to at@& using 
harpoons, conventional missile weapons, and magical spells. 

Despite the overwhelmmg odds, despite the awesome size of 
their foe, demite the went- of earher in the dav, the xx\iwnz 
sailors work in unison. Some raise the rigging while others aim 
wholly inadequate weapons at the charging beast. They may not 
win this battle, but they will surely go down fighting. Captain 
Presman would have wanted it that way. 

Brine surfaces along the starboard bow and a hail of arrows 
and harpoons fly, most bouncing harmlessly off the sea dragon's 
hide. But  it doesn't matter. The crew has a purpose-survival! 

Every time the heroes succeed at using the Incite the Crew action, 
their shipmates remain focused and motivated for five minutes. 
When the ship has been underway for fifteen minutes, Brine follows 
it no farther, giving up the chase rather than follow them into the 
Red's realm. When he dives for the final time, however, make them 
sweat it should not he clear that he has p e n  up the chase, and the 

heroes (and sailors) may conclude he is ahout to come up beneath 
them again. Stretch out the suspense for as long as possible; their 
relief will be all the greater once they realize they are finally safe. 

Atmosphere 
The Narrator should describe the raisine of the Hi& Stakes with all 

Outcome 
h the end, the heroes will either e x a m  or get the High Stakes sunk for 



"Watery Grar 
section to giv 
were successi 
have a good 
tried their be: 

. . .And  a St; 
As the sim se 
thc horizon. 
and you and 

Another 
tended kelp 
along the w, 
will not hav, 
every man, 
all-hope. €. 
of Mdys. Tt 

Watery Grav 

Tbe constan 
will evcr ha 
from this, it 

When the 
s a t .  And i f f  
you, but one 

inPortBalifo 
in the name < 

and your ere. 

Cl)e Story 1 

There may E 
before conch 
kelp or provi 

Most like1 
a1 services f c  
highly emoti 
roleplaying. 

re" section. The Narrator should use the appropriate 
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ful or not, the goal of this game was for everyone to 
time. Even if the ending is less than perfect, having 
jt should be satisfymg for all involved. 

ir to Sail By 
ts, you can we the lights of Port Balifor glowing softly on 
By morning the Higk Stnks should bc sailing into port, 
your crew can get a well-deserved bit of shvre leave. 
glow catches your eye-the glow of the carefully 
lying in the ship's hold. Lives may have been lost 

a?, but as long as that cargo i s  delivered safely, they 
c been lost in vain. The rare plant you carry will give 
woman, and child in Port Ralifor the greatest gift of 
lope that one day they can psiape the tyrannous rule 
IC hone ot freedom. 

Atmosphere 
It is u~ to the Narrator to assess the players and their moods and pro- 
vide a' satisfactory ending. Some gr&G may require a somber, river- 
ent tone, while other may better appreciate a musing, breast-beating 
conclusion. Remember, the mood the players have as they stand up 
from the table will greatly color their memory of the adventure. 

Actions 
Although there are no set actions for this scene, the Narrator might 
be called upon to help players figure out healing spells, and so on. 

Oaracters 
The followine characters could Dlav a Dart in the EDiloEue: " I , .  I "  

6 Surviving crewmembers: Human adults, various demeanors, 
Adumturers. Co 5, Ph 7, In 4, Es 4, Dmp 0 or +1 (none or stiletto), 
Def 0 (none) 

e 

t rise and fall of the wave? IS the cloqest thing you 
ve to a eraveitonc If there is a leqion to be learned 

Outcome 
This adventure should end cleanly; there should be no question as to 
the hemes' fate and the success or btherwise of their missibn. Narrators 
and players who particularly enjoyed adventuring on the waters 
around the Bay of B&or may wish to incorporate the High Stakes and 
her crew into their ongoing home campaign. In thk case it is likely that 
one of the heroes will end up captaining the Higk Stakes and one of the 
others will be his or her first mate. Port Balifor is a wonderful site for 
an ongoing DRAGONLANCE FIFTH AGE game: it is located on one 
of Ansalon's most historic coastlines, under the shadow of the Peak of 
Mdys, in close proximity to the Silvanesti Shield and the undersea city 
of Dimemost. And, of course, it is the best place from which to some- 
day launch a rekibutive strike against Brine. These sites and personal- 
ities m discussed in depth in the Heroes ofHope Dramatic Supplement 
(TSR #9546). In addition, the adventure- contained within Heroes ofHupe 
takes the heroes on a search for the Crown of Tides, where they can get 
some additional exposure to Brine and the Dimemesti elves. 

The End 

55 



New Mojave is the fourth planet in the Melinor system, approxi- 
mately 250 light-years from Earth. It rotates a yellow star much 
like Earths sun, but at a distance of .8 AU. The imer planets are 
mostly scarred balls of rock, but they contain enough metals to be 
of interest to miners and other fortune seekers. 

Thc outer planets are mostly gas giants or ice worlds that have 
little to offer. An asteroid belt, referred to as the Sandstorm due tu 

Gamemaster Summary 
his adventure requires use of the ALTERNITY Player's Hand- 
book (TSR #2800). It takes place in any Gravity Age (PL 7) z campaign setting, on a small planet in the Melinor system. 

The system represents the edge of explored space, and a new colony 
has been established to provide a safe haven for travelers, provide 
food and other resources, and eventually serve as a base camp for 
further exploration of the stars. The planet, New Mojave, is the only 
earthlike world in the system. A human farming colony was estab- 
lished six months previously in a fertile oasis near the planet's equa- 
tor. Everything was going fine until the colonists found themselves 
under attack by aliens, whom the locals have dubbed "Rugs." 

The adventure begins when the heroes arrive on the planet. 
Their mission is to evaluate colonists' requests for military support 
due to the hostile incursion of native life. If the threat is verified, 
the heroes are also charged with determining the extent of the 
threat. The heroes get to meet the colonists, learn about the alien 
threat firsthand in an ambush, and then have time to gather more 
information on the first day. On the second day, the heroes should 
survey the situation and may stumble onto a Rug outpost. There, 
they can attack, talk to the aliens, or sneak in and find a map that 
leads them to the "enemy" command center. Once at the command 
center. thev eet a chance to neeotiate directly with the head Rue 

its vast quantity of small rocks, resides around 100 AU from its 
parent star. Most spadarers awid entering the Sandstorm due to 
the navigational difficulties and probable collisions. 

The planet itself lacks any sign of native sentienb, but a variety of 
unclassified life forms roam thc surface. Most of these appear to be 
herbivores, but a numher of carnivores h a w  also been reported. 
Weapvni; are remmmended for all excursions on thc planet's surface. 

Travel toward either of the poles results in climactic extremes. 
North of the equator, the planet's surface hccomes more and more 
desertlike, while southern trdvd yiclds a more arctic climate. This 
isdue to the axial tilt of theplanet,whiih seTves to ahaysbake thc 
northern hcmisphcre while leaving the southern land masses 
shrouded in half-light (broken by long periods of total darkness). 

The habitationzoneat thcequatorl?as~~erymildscasons,ran~ng 
From brisk rains and mild frost in the tvinter to torrential downpours 
in the spring. Summers are much dryer but still provide enough rain- 
fall so as to allow crops to grow and avoid drought conditions. 

imate human appendages if necessav or mold their hands around 
various protrusions. This makes them excellent climbers despite 
their unwieldy body shape. 

Their race is known as the Jannigar, though the aliens would 
quickly remind listeners that mere verbal communication does not 
convey the subtleties of racial heritage inherent in the name. The 
jannigar have an advanced artistic culture. Their art involves 
numerous senses to convey an image or emotion; one piece of art 
can involve all five normal human senses as well as psychic ema- 
nations and radio frequencies imperceptible tu the unaided, non- 
psionic human. 

Jannigar take great joy in competition. They are almost never 
bad losers or winners: for them, the joy is in the game itself. This 
love of games most often manifests itself in war games with vari- 
ous restrictions, such as "no nuclear technology" or "naval combat 
only." They take delight in innovative games and new twists on old 
games. They often travel far away from their home world to take 
advantage of unusual terrain or dangerous indigenous life. 

Jannigar are strictly hierarchical. This social construct is rein- 
forced by physiological differences in the various levels of the hier- 
archy. Lower caste jannigar have more limited forms of 
communication and expression. Culturally, rungs on the caste 
determine which mimarv form of locomotion each rune uses, as 

the mission. 
Should thc hero team lack diplomatic skills, the Gamemaster 

can adjust the scenario accordingly Perhaps the heroes are traders 
who are mistaken for the expected envoys, mercenaries hired to 
help out in the crisis, or simply people who are in the wrong place 
at the wrong time and get drafted into the colonists' war. 

Alien Information 
The aliens are squarish, flat creatures roughly resembling manta 
rays or skates. They weigh around 200 kilograms but can move 
quickly using small feet at each corner of their bodies. In addition, 
they possess two fold-up arms on their underside with loose, 
mitten-like hands. Several "finger" bones rest beneath the skin 
attached to a ball joint; any or all of these fingers can act as thumbs. 
Tne skin is loose enough around the hands so that they can approx- 

treat lower-castemembers badiy Skulkers are not unhappy with 
their station, rightly perceiving themselves as a vital part of the 
system. Lopers do not lord it over lower-caste jannigar or take par- 
ticular pride in their station; they are simply "above" their inferiors. 

The Rug Hierarchy 
Skulkers are the basic troops. Though slightly below average 
human intelligence, they possess a natural cunning that makes 
them formidable opponents. They can only communicate 
through gestures and emitted olfactory chemicals, which smell 
like citrus to humans. They move flat on the ground in a SUI- 
prisingly fast crawl. Skulkers are the lowest members of janni- 
gar society, used mainly as ground troops in war games. 
Walkers are essentially the "sergeant" caste, overseeing field 
deployment of Skulkers and leading units into combat. They 
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generally stand upright and move with a sort of toddling 
motion. Walkers can imitate verbal noises, speak Standard 
poorly, and emit a wide variety of scents while communicating. 
They can hear but don’t understand most verbal languages. 
Cartwheelers command the Walkers and carry out the will of 
the Lopers (detailed below). They are called “cartwheelers” by 
the human colonists for their tendency to move by flipping end 
over end. They communicate via verbal and olfactory means 
and can speak and understand Standard and a few other stellar 

Lopers are the highest ranked jannigar that the heroes 
encounter. They are artists, administrators, and generals, often 
in charge of an entire war party. They move by loping about, 
with a ”fold” in the middle. They communicate almost fluently 
in different languages and mediums, including an expressive 
version of Standard. They also possess rudimentary telepathy 
and the ability to transmit and receive low-wave radio trans- 
missions. 

languages. 

Prologue 

Your team has been sent to check on an cscalating threat to a 
fledgling colony on the planet New Mojave. When New Mojave 

ed nearly 18 months ago, no indications of intelli- 
gent life were found. The planct was largely rocks and rubble, hu t  
a few oases were found which proved exceedingly futile, Human 
colonization brgan a yrar agu after sustainability tests wrre fin- 
ished. The first colony wavc settled at the Underwood Oasis and 
promises to be almost entirely self-sustaining in five years. 

Then the attacks started. Creatures which did not appear in 
thr threat survey began attacking the colony. At first, cdonists 
thought that the aliens (called “Rugs” because of their flat bodies 
and trndcncy to crawl) were native, unintelligent predators. 
Soon, though, attacks became coordinated. Thr colonists began 
suffering serious losses both in propert!’ and life, and tlicy have 
requested large-scale energy weapons and a troop garrison for 
defcnsc. Before committing such resources, the Interplanctary 
Govcrnmcntal Department of Colonization thought i t  best to 
send in a team of consultants tu investigate the effects and SOUICC 

of the threat. They sent you 

The Gamemaster should make all the information in the box on 
page 56 available to the players, should any of their characters e x p ~ s s  
1 desire to leam more about New Mojave; these are all well-known 
faacts that the heroes could discover on their way to the Melinor system. 

Arrival 

It is near sunset on New Mojavc when your shuttle lands. Thc 
landing pad where you touch down is little more than a flat area 
cleared of large rocks. From the looks of things, clearing the area 
must have been quite a task. Boulders the sire of your shuttle 
ring the landing pad. 

As you exit the shuttle, two hover trucks pull up. Five armed 
colonists emcrgc and walk toward your shuttle in a circle, wear- 
ing their guns and makeshift armor uncomfortably They look 
wary, but troubled. Thry’re clearly civilians, unused to the 
guarded paranoia of war. When the circle of men and womrn 
gets close to you, they open to rcvcal Snsha-Ka Underwood, the 
leader of the Underwood Oasis colony. 

Sasha-Ka is a muscular man in his mid-411s. His skin and 
sandy blond hair have the weathered look of someone who 
spends much time outdoors. His voice, while cordial, carries 
authority: “Welcome, diplomats. Forgive our lackluster greeting, 
but we are a t  war.” 

Give the heroes an opportunity to introduce themselves and ask 
questions, but don‘t let things get too involved. If heroes try to start 
complicated discussions, Sasha-Ka points out that a landing pad is 
hardly the place to linger-given the hostilities, they make too tempt- 
ing a target standing out in the open like this. In any case, after initial 
pleasan~es Sasha-Ka directs the party toward the hover tnxks. 

“Please also iorgive our poor transportation. We must ask that 
some of you ride in the hack of the trucks on the return to the 
compound. !Ne can make full formal introductions tonight at the 
welcoming banquet. For nom,, let u s  load up and depart. It is a 
15-minute trip back to the compound, and night falls quickly 
here on New Mojare.“ Sasha-Ka waves ta thc shuttle pilot, and 
the craft’s engines ih-hinc as it takcs off again to meet your trans- 
port ship in orbit. 

The trucks carry three in the cab tightly, and four in back loose- 
ly Anyone who rides in the truck with Sahsa-Ka can talk and ask 
questions (there’s a sliding window between the cab and the back, 
hut the wind blowing past makes it difficult to carry on a conver- 
sation through it). The heroes can discover that the landing pad is 
set kilometers away from the colonist compound so that it doesn’t 
take up arable land. Even roads don’t take up space; everyone uses 
hover cars and trucks to skim over crop tops, obviating the need. 

The Oasis itself is perhaps 60 square kilometers. This is quite 
small for a farming community, hut they are 60 very fertile square 
kilometers. Thanks to a favorable environment, a long revolution 
around its star, smart crop rotation, and well-adapted plant bio- 
engineering, the colonists can get two harvests out of each solar 
year (Sasha-Ka is very proud of this fact, and makes a point to 
mention it). 

Six-meter tall towers with blinking red lights mark the way 
toward the colony through the high stalks of grain. The towers are 
essentially ladders with lights and serve the dual purpose of navi- 
gation pointers and pick-up points for field workers looking to 
return to the base. The towers are obvious enough that anyone who 
glances out of the truck can see them. 

Ambush 
The trucks skim along, a meter above the top of the grain. Sunset 
on New Mojave is lovely for those inclined to notice. The large 
lemon-colored sun sinks heavily behind the mountains to the west, 
casting a red hue over everything. 

On the way to the oasis, the heroes are attacked. Have any char- 
acter riding in the hack of a truck make an Awareness-perception 
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or Awareness-intuition skill chec 
check spot an unnatural bending 
trucks and catch a whiff of an odd ! 

If the heroes tell anyone in the < 
drivers begin a wild bob-and-weave 
from drawing a bead on them. ET 
(heroes and supporting cast) must I 
to keep from being thrown out. C 
erupt from the field, wild shots try 
They continue to fire for three more 
of range. Anyone who falls out may 
the ground allow a hero with Ac 
make a skill check; all others mu! 
Consult Table P15: Impact Damaj 
Handbook for the results of this sh 
result causes d4w. The drivers no1 
trucks begin wide circles in opposi 
from them. Fallen characters can gc 
rounds and must spend a round cli 

If the party didn't notice or dic 
saw, a single red beam lances out o 
the truck not carrying Sasha-Ka Um 
unconscious, and the truck swerve: 
since it's in the middle of a field, b 
on the accelerator it slows to a ha 
slows, Rugs concentrate their fire o 
and bring it down. Any hero in the 
driver away in one round and ta 
moving again. If it comes to it, a he] 
cab and move the driver in two r o ~  

Once a hero is driving, have hi 
tion-ir skill checks every round t< 
event that the truck takes five hits, if 
After that, the truck runs frightenir 
rest of the hip, plowing through thr 
ground. The driver has no forward 
someone standing in the back of the 

Fighting Rugs in this encounter 

:k. Any heroes that make the 
of the crops to the left of the 
smell of citrus. 
:ab what they see or smell, the 
:pattern to prevent Rug snipers 
reryone in the back of a truck 
nake a successful Dexterity feat 
h e  round later, energy blasts 
,ing to hit the swerving trucks. 
' rounds until the trucks are out 
take damage from impact with 

robatic-fall specialty skill to 
it make Dexteyity feat checks. 
:e in the ALTERNITY Player's 
ort (S) fall; an Ordinary check 
ice fallen characters, and both 
te directions to draw fire away 
et to a navigation tower in Id4 
mbing to get picked up. 
In't warn anyone of what they 
E the field, striking the driver of 
iemood. The driver is hocked 
i. The truck can't actually crash 
'ut with no one to put pressure 
It in five rounds. As the truck 
nit, trying to hit the hover fans 
cab can move the unconscious 

Ike her place to get the truck 
.o in the back can climb into the 
mds. 
m or her make Vehicle Opera- 
2 dodge fire. In the unfortunate 
: loses a fan and dips in altitude. 
igly close to the ground for the 
: crops mere centimeters off the 
VI side vision due to the plants; 
truck will have to help navigate! 
is difficult. They stay low to the 

ground, shift positions regularly, and move more quickly through the 
tall crops than a human on foot. Anyone trying to fight them on the 
ground must make a successful Awarenessperception skill check to 
locate them; he of she still fires at a +3 step penalty because of the 
heavy foliage cover. Rugs can be tracked from above, however, with 
dative ease. If a hem tries to draw a bead on one by the trail of swish- 
ing crops and fires down on it, give a +1 step penalty to the action. 

With the onset of nightfall, and the Rug terrain advantage, Sasha- 
Ka yells for the drivers to pick up any dropped heroes. ?lie hover 
trucks then makes an attempt to outrun the snipers, heading for the 
safety of the compound. In three rounds, the snipers are left behind. 
Sasha-Ka apologizes profusely for the danger he has placed them in 
hut uses the incidmt as an example of the plight of the colonists. 

Skulkers 
STR 8 0 INT 7 0 
DEX 12 +2 WIL 7 0 
CON 12 +2 PER 7 0 
Durability: 12/12/6/6 Action Check 11+/10/5/2 
Move: sprint 20, run 12, walk 4, swim 4 

Attack? 
Beamdisk 13/6/3 d6+ls/d6+lw/d4+lm En/O 
Knife 9/4/2 d4+lw/d4+2w/d4+3w Ll/O 
Brawl' 10/5/2 d4s/d4+1s/d4+2s LI/O 
* Smother. see below 

Defenses 
Dodge-Successful skill feat increases DEX or STR resistance 
modifier vs. next attack by +1/+2/+3. 

Skills 
Athletics [E]; Melee Weapons [El-blode 191; Unarmed Attack [El- 
brawl [lO]; Acrobatics [12l+hdge 1131; Modern Ranged Weapons 
[12]-beamdisk [13]; Survival [12]; Tactics [7]; Awareness [7] 

#Actions: 2 

Skulkers are amber-colored with black patterned spots on their 
hacks. None of this is apparent to heroes in this encounter unless they 
kill one and pick up the body In unarmed combat, Skulkers have the 
unusual option of smuthering on a n h a z i n g  Brawl success. Basical- 
ly, the "Rug" wraps itself around an opponent, doing an automatic 
d4s every action until the target is unconscious. Unconscious targets 
begin to take wounds and then mortals at the same rate unhl dead. 

The Compound 

Your hover trucks fly over the compound walls to land in the 
motor pool. The walls consist of four-meter-tall metal plates 
scavenj:ed from the colony landing ship, reinforced by native 
trce trunks. Buildings and homes inside the walls have a frontier 
shabbiness about them: serviceable, but not pretty 

''Wc have nearly 400 peoplc here a t  the Underwood Oasis," 
Sasha-8:a says proudly as hc leads you to your quarters. "I'm ter- 
ribly sorry we couldn't give you more spacious uccommoda- 
tions, k,ut since the attacks we've had to become much more 
centralized and, I'm sorry to say, cramped. I'll let you rest up for 
an how before your wclcoming banquet. If you need anything, 
please do not hcsitate to ask your steward, Hyong-kim DiCarlo. 
He will bc at your disposal while you are our guei.ts." 

Hyong-kim is a red-haircd teenager who looks to be about 14 
years old. IHu stands attcntively by lhe door to the building and 
Leads you down long hallways past several doors to your quar- 
ters. "This used to he our school," hc says unenthusiastically, 
"hut now families live in our old classrooms." Hyong-kim shows 
you to ~ m u r  rooms. "These used lo bc the uffices uf VUT adminis- 
trators. Thcy'rc more quiet and private than anywhere else we 
could put you." 

Three rooms each contain two beds and a beat-up wardrohe. 
Despite their crudeness, they are a good deal more private than 
the classrooms that house entire families down the hall. 

After the heroes are settled in, Hyong-kim hangs around, 
dawdling, finding excuses not to leave. If players don't pick up on 
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hints, have anyone with the Awareness-perception specialty skill 
make a check. Tell those who succeed that Hyong-kim acts like he 
has something he wants to say Assuming anyone asks him about 
it, he looks around and says guiltily, "If I tell you something, will 
you not tell anybody else?" Assuming the heroes agree, he goes on: 

''I shot the first Rug." I+ pauses and looks at the floor. "1 was out 
in thc field with my shotrun, and I saw one sneakinr around. 50 

T shot it. The npxt day 1hi;'Rugs started using slug-tIl;owers. 'his 
i s  all my fault, isn't it?" 

In truth, Hyong-kim is not at fault for the Rug attacks or the arms 
escalation the colonists have experienced. If the heroes are kind and 
understanding, they've earned a loyal friend for their en& stay who 
wiU do almost anything to help them. Hyong-kim can procure supplies 
from around the compound that Sahsa-Ka may deny due to shortages, 
or he may provide inside information that the characters want to know. 

Dinner 

The Wclcoming Banquct is held in a long, low room-obviously 
iised as a mccting hall for thc populace. Virtually every one of the 
400 or so residents of Undenvood Oasis has cnmc hcre tonight tu 
shake your hand and thank you again for your efforts on their 
behalf. Before everyone begins eati Sash'i-Ka stands and taps 
his cup with his knife loudly tn get 

"We hold this poor banquet tonight for our guests, who come as 
diplomats and observers to allwia te ow desperate circnmstances. I 
am only s o r q  that this meal and cntcrtainincnt must be of such luw 
quality for visiturs of their status. I belicw our bpests will surely see 
thenecersiv otourplight and rccommend emrrgcncy supplies and 
weapons be sent to us from the greater inkrplanctaiy governmcnts. 
Nnw: witliout further apology, I d s  eat!" Tire cmwd rcs~onds with 
an unthusil,istic cherr, and evcqione digs in 

This is the time for players to gather information about life in 
the colony and what the colonists know about their enemy The 
iolonists are of average intelligence, although the seemingly 
random attacks have scared them into a hunker-down mentality 
Tbey are very happy to see the heroes, believing that once the team 
messes the situation they will certainly go back and recommend 
that troops and improved arms be sent to New Mojave. Through 
Iinner conversation with Sasha-Ka Underwood and various 
iolonists, heroes can get the following information: 

' They sure are happy to see the party here. The heroes can go tell 
the government that they're in desperate need and get them 
more supplies and weapons. ' The Rugs started showing up about four months ago. 
Rugs are squarish, flat creatures with spotted, camouflage pat- 
terns on their backs. ' No one has ever tried to capture one, they just kill them on 
sight. Rugs are silent, even in death. ' Rugs seem to prefer stealth and ambush to straight fighting. 
Colonists can usually overpower them in straight fights. ' Rugs usually attack around dark. 

' They generally seem to come from over the mountain ridge to 
the north. 

9 No one knows why they attack or what they want. They only 
attack to kill or sabotage. ' At first, Rugs snuck up on farmers and pummeled them to 
death with their weird mitten hands, sometimes suffocating 
people with their heavy, flat bodies. ' After the colonists started carrylng knives regularly, Rugs did 
too. 
Soon after, the Rugs began Using slug-thrower weaponry from 
sniper positions to pick off field workers. That's when the 
colonists put up the wall and sent guards out into the field. ' When the colonists began using their meager supply of laser 
guns, the Rugs started using energy weapons too. ' Rug energy weapons are strange. They look like flattened bowl- 
ing balls with a bunch of hales in one side and a slit on the edge 
where they think the beam fires. Nobody can make the guns 

work though. If the heroes want to take a look, someone will 
gladly show a captured beamdisk to them. 
If the heroes' team could just convince the interplanetary gov- 
ernment to issue a garrison of troops and weapons, they're sure 
they could take the Rugs. 

After the party gathers information, they will (hopefully) want 
to get a look for themselves. Sasha-Ka strongly discourages anyone 
from traveling by night, since this seems to be when the Rugs are 
most active, encouraging the heroes to sleep first and then search 
in the morning. If the heroes simply must go tonight, he lets them, 
but they see nothing in the dark aside from the ambush described 
below (assuming they are close enough to the Oasis at the time). 

Encounter 
At around 0200 in the morning, when most of the camp has retired 
for the evefig, the peaceful night is broken by the sound of klaxons. 

AA-OOGA! AA-OOGA! You awaken to the familiar blare of a 
warning horn. Moments Iatcr, Hyong-kim heats on the outer door 
to your makeshift bedrooms, "Perimcter Alarm! It's a Pevimeter 
Alarm! The Rugs arc trying a sneak attack! Comc quick!" 

Let players tell you what they do before you continue. Once 
they get outside, read the following: 

You see half a dozen colonists on a scaffolding behind a section 
of thc wall, s'moting down on the ground outside. Lights flood 
thc area, as Ihe colnnists have turncd every available light in the 
compound on the battle. Red enercv heams. like thosr firine at 

~ ~~ ~ ~~~~ .~~ ~~~. 
wall. "I'm goima kill me every Rug 1 can find!" screams an angry 
culunist from the tnp of the wall. 

~I 

the trucks ye!jterday, shoot upwarrtaward the colonists on the 
wall. "I'm goima kill me every Rug 1 can find!" screams an angry 
cvlunist from the top of the wall 

This battle is a jannigar diversionary tactic so that one Skulker 
can sneak in through a tunnel it dug under the wall. The stealthy 
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i: 1 

Rug is acting as ‘1 scout, poking around while looking for weak- 
nesses in the colonists’ defenses. It is covered with the alien equiv- 
alent of black greasepaint to hide its natural amber color, making it 
very difficult to see. Have every player make an Awareness-per- 
ception skill check at a +2 step penalty to spot movement farther 
into the compound, away from the action at the wall. Successful 
heroes notice a curious shuffling near the ground. It’s difficult to 
make out the Skulker, since most of the lights are turned toward 
the combat an the wall. 

If anyone shines a light in the direction of the shuffling, they 
discover a blackened Rug in the compound. If they alert the 
colonists, the civilians are simultaneously frightened and angry at 
the sight of it. Most of the guns remain in use on the wall, but one 
woman with a gun commences firing on the lone Rug. Characters 
wanting to get a closer look at it mnst now fend off a mob. By con- 
trast, if they investigate on their own, the fight at the walls draws 
away the colonists’ attention and the heroes should he able to 
easily defeat or capture the intruder. 

The stealth Rug is identical to the Rugs from the Ambush 
encounter (use stats on page 58). However, if three or more people 
show up to oppose it, it throws down its knife and heamdisk and 
holds out its arms perpendicular to its body, swaying slightly. 
Orders to ”Freeze!” or “Don’t move!” won’t stop this movement; 
Skulker Rugs are deaf and can’t understand Standard language 
anyway A Culturefirst encounter skill check indicates that this is 
a surrender, although players may not even need a roll to deter- 
mine this. 

The Rug is covered with a greasy black soot that comes off on the 
fingers of anyone touching it. The creature seems semi-intelligent. It 
responds to various physical stimuli (heat, touch) hut does not talk 
nor understand human language. It continues to sway or undulate 
its body the entire time in captivity unless physically restrained. 
Though the heroes can torture or kill the Rug (this is the colonists‘ 
suggestion), they cannot get any information out of it; it is physi- 
cally and mentally incapable of communicating with humans. 

The heroes can try to incarcerate the Rug, kill it, or let it go and 
follow it. Xenophobia is so high at the compound that any attempts 
to jail the Rug result in its eventual death at the hands of an angry 
mob (heroes choosing to play guardian to the creature must roleplay 
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their way through this confrontation). If they decide to release it and 
follow it back to the Rugs’ base, proceed to the next section; if they 
kill it or turn it over to the colonists, the heroes’ search for the Rug 
outpost will be much harder. 

Tech Op characters can figure aut how to make the heamdisk 
work with a Technical-juryrig skill check. Activation involves 
sticking several fingers into the holes at proper angles, then remov- 
ing certain fingers to fire. Humans can fire these guns awkwardly 
at best, and even that takes two hands (use the Modern Ranged 
Weapon broad skill with a +1 step penalty). The knife also seems to 
have various holes in the handle. Again, humans can hold it, but in 
a Rug’s “hands” the knife fits so naturallv as to almost he an artifi- 
cial appendage. 

Outpost 
Characters who simply wait in the outpost experience variations of 
the first day and night’s activities: snipers, ambushes, and the acca- 
sional surprise attack, all of which slowly drain the colony’s 
resources and resilience. If the heroes have still not acted by the 
third day, a group of hot-heads storm out of the compound, intend- 
ing to find and destroy the Rug base, only to fall into an ambush 
from which only a few stagger back more dead than alive. Any 
upgrade of weaponry from the player characters’ ship is quickly 
matched by a corresponding upgrade on the Rugs’ side, And 
throughout it all, the colonists’ numbers continue to decline 
through attrition. 

Eventually, the heroes should realize that the situation will esca- 
late out of control unless they gather some information about the 
aliens. The best way to do this is to scout out their base. If they 
didn’t find out at the welcoming banquet that the Rugs seem to 
come from the north or if they’ve forgotten the fact, have someone 
tell them or remind them. Once they set out, it will take several 
hours of travel and search to locate the outpost, even if they think 
to ask the colonists far an area map. Have them make Navigation- 
surface or Investigate-search skill checks to represent the search 
effort. Each check represents four hours of search time. If one of the 
heroes makes a successful Tactics-infantry check in conjunction 
with a terrain map of the surrounding area, he or she can find 
likely places for a strategic base camp, thereby reducing the search 
time by 75%. 

Give heroes a Survival-wasteland skill check before starting out 
to remember that days are long and hot in the mountainous regions 
of New Mojave. Plenty of water is essential for a long hike in the 
sun. Sasha-Ka offers little in the way of supplies, citing dwindled 
resources in light of the siege. However, if they made friends with 
Hyong-kim earlier, he can scrounge up water, rations, and short- 
range comm units for them. 

The easiest way for them to find the Rug’s base is to let the Rug 
they captured go and follow it. It heads straight hack to its outpost 
to report an the failure of its mission. Once the Rug arrives at the 
outpost, or the heroes eventually find it on their own, they’re in for 
an interesting show: 

You see a large tent-like strncture next to 
radio antenna. A two-meter watchtower with a steep stepladder 
stands ,a short jog away from the lean-to, with a gun rmplace- 
mcnt on top. Some sort of solid-wallcd animal pen is set up sev- 
eral meters away from the tent, though you don’t see any action 
in or  near it. 

One Rug stands upright on top of the tower, its rust-colorcd 
hack toward the gun and your position. Occasionally its body 
sways and its arms wave up and down. Two other Rugs stand 
below near the stepladder, swaying and waving similarly 

If the heroes fallowed the Skulker back into camp, read the 
players the following: 

The Rug you’ve been following crawls back into camp and 
approaches the standing Rugs near the tower. It thrashes on the 
ground. moving its arms vialcntly. The other Rugs do not sccm 
to chan,se their behavior. 



Allow heroes with the Culturefirsf encounter skill to make a 
check to understand that the Rugs appear to be in conversation. 

thrashing and rolling around on the ground go 
fcw minutes. Then, you hear one of the standing Rugs speak in 
Siandard, "I'm gonna kill mc cvery Rug I can find!" It's spoken 
in ncarly the same tone of voice that the angry colonist used 
during the attack. Then the Rug lapscs back into silence, though 
thcir gestures and movemcnts continue. Ewntually, the Rug 
ynu've been trailing gocs to the pen, opens the gate, crawls 
inside, and shuts the gate behind itsclf. 

Unless the party does something obvious, the Rugs here are 
bored and lax and do not detect them. They take shifts on the 
watchtower but rarely seem alert while on guard. Occasionally, one 
opens the pen, and various numbers of Skulkers emerge and leave. 
Sometimes they travel northeast from the camp, sometimes to the 
west, and sometimes south. If the heroes follow any of these 
groups, the northeast and west ones are headed out on day-long 
maneuvers-marching, mountain climbing, and performing other 
military functions. The southbound ones are off on a stakeout of 
the Oasis and will be very surprised to see the heroes if they sud- 
denly show up. Generally though, as long as the heroes try to hide, 
they remain undiscovered. 

If the heroes snipe from their hidden position, the Rugs become 
quite alert and open the pen, allowing dozens of Skulkers out. They 
radiate from the camp, moving quickly to eliminate the threat. 
Heroes who try this tactic are in for a long, dangerous fight-the 
Skulkers will quickly find them, and they outnumber the party at 
least five to one. Retreat quickly becomes the smartest option. 

If the heroes charge the camp, guns blazing, they may well cut 
down all three Walker Rugs before they have a chance to react. 
Since these Rugs are bored and lazy they flail uselessly for two 
rounds, "screaming" to each other about what to do. After that, the 
one atop the watchtower comes to its senses and begins firing its 
gun. The other two Rugs move to the pen and fumble with the 
latch for another round before releasing the Skulkers. If the Skulk- 
ers get out, then the heroes must fight them as above, besides 
having to face any surviving Walkers. 

Remember, however, that the characters are supposed to be 
diplomats. As such, they should realize that combat is hardly the 
only option. If any or all of the heroes simply walk up to the camp 
and try to talk to the jannigar, the one who spoke Standard before 
says, "Have you come to parley?" Regardless of their verbal answer 
(it doesn't actually understand Standard but has memorized a few 
key phrases), it says, "Follow me. I will take you to our leader." 

Walken 
STR 10 0 INT 9 0 
DEX 12 +2 WIL 9 0 
CON 12 +2 PER 7 0 
Durability: 12/12/6 Action Check 12+/11/5/2 
Move: sprint 16, run 10, walk 4 #Actions: 2 

Attacks 
Beamdisk 13/6/3 d6+1s/d6+lw/d4+lm En/O 
Knife 111512 d4+1w/d4+2w/d4+3w LIIO 
Brawl' 11/5/2 d4s/d4+ls/d4+2s LI/O 
* Smother. Refer to the Skulker's entry for details on this ability. 

Beamdisk Tower Gun 
12/6/3 d6+lw/d6+3w/d6+lm En/O 

Defenses 
Dodge-Successful skill feat increases DEX or STR resistance 
modifier vs. next attack by +1/+2/+3. 

Skills 
Athletics [lo]; Melee Weapons [lO]-biadc [11]; Unarmed Attack 
[10]-bruwl[11]; Acrobatics [l2]-dodse [13]; Modern Ranged 
Weapons [12I--beamdisk [13]; Survival [12]; Knowledge 191; Tactics 
[9]-inJantry 1101; Awareness [9]--perception [lo]; Leadership [7].  

Walkers are rust colored with black patterned spots on their backs. 
Most are quite competent, but these particular ones are lazv and 
inattentive. 

If heroes kill all the Walkers before they free the Skulkers, then 
aside from restless movement in the pen, nothing untoward hap- 
pens. They can search the camp freely Inside the tent they find a 
radio transmitter and receiver with a similar recessed-holes motif 
to the beamdisk, three puffy mats (probably beds), and a low table 
with what appears to be maps spread out on it. A successful Aware- 
ness-intuition skill check helps with reading the maps, which 
show the location of the jannigar base. 

Revelation 
Whether they follow the Walker Rugs or navigate their own way 
with the maps, it takes the party several more hours to get to the jan- 
nigar base camp. They travel over rocky terrain and at several points 
must make steep climbs to get there. If they try to take hover trucks, 
the rugged terrain forces them to abandon them after only a few kilo- 
meters. Read the following aloud when they finally reach the base: 

After several hours' march over rocky terrain, yon arrivc at the 
Rug base camp. The place is abuzz with activity, IIerc and there, 
groups of Skulker Rugs shuffle in formation, led by one or two 
Walker Rugs. Other Rugs of d light-grecn hue seem to cartwheel 
around doing errands and chores. More tents like the one you 
sav before cluster around a permanent structure in thc centei 
The building is a low dome, with smokr rising from what yuu 
would guess io hc a chimney 

If heroes are with the Walker Rugs, then there is a small delay 
as the Cartwheelers and Walkers "converse." The Cartwheelers 
then approach the party 

In quite passable but oddly accented Standard. one of the light 
green Rugs speaks to you, ''Come inside the Dome to  Meet the 
seLected of naHasapur please Leave your weal'ons with Us as 
ncgoTiators you are Free from Jiarm in the selected's Home." 

Although vocabulary and grammar may be correct, jannigar 
have almost no sense of the proper rhythm and emphasis to give 
human words. This particular jannigar speaks without pause (read 
the speech in one long breath if possible) in an undulating tone that 
emphasizes the syllables capitalized in the boxed text. 

Once they've puzzled out what it said, heroes who agree to 
leave their weapons behind are escorted inside the dome to meet 
the leader of the "Rugs." If the characters arrived without the 
Walker Rugs, or are trying to fight their way through this adven- 
ture, things get tricky. Unless they take great pains to remain 
hidden, the heroes are soon spotted and see Cartwheelers come 
rolling out to meet them. Smart characters who surrender or try to 
parley are greeted by the speech given above. Gung-ho idiots who 
attack when faced with overwhelming odds will be slaughtered 
here; use the Cartwheeler statistics below for combat until every- 
one either dies or surrenders. If they surrender, they are disarmed 
and put in cages as prisoners of war (as their captors politely 
inform them). The jannigar treat them well, questioning them care- 
fully to find out what to feed them, but keep them locked up and 
under guard. Heroes who come up with a good plan should be 
allowed to escape in a daring breakout and make their way 
through many hazards back to the Oasis, where they can report 
back to their superiors. In this case, the adventure ends with an 
escalating war with the Rugs. 

Characters willing to negotiate rather than fight (which is after 
all their original mission) get inside the dome and meet the janni- 
gar leader: 

You have to $:et down on vour bellv and crawl inside the dome 
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tamim-resist pain skill check to keep from dropping a lizard when 
bites. If a hero fails, the lizard falls to the ground and rum toward 

le nearest mck structure to hide. If one side's lizard leaves the play- 
ig field, that side loses. Thus, a perfectly viable strategy is to let the 
pposing team get their own lizard, then make them drop it near the 
dge of the field, or push them out, forcing a loss. Killing yow lizard 
3 keep it from 'u"ning away is also acceptable, though much less fun. 

Jondree assumes that the hero who spoke first (see above) is the 
lam captain; the jannigar leader suggests that he or she pit the 
#arty against six of Jondree's Cartwheeler soldiers. Jondree has a 
pot in mind for such a contest to be carried out and shows the 
tasty the area with glee (show the players the Player's Map on 
sage 64; this can be used with tokens or markers to show place- 
lent of both side's contestants and lizards during the skirmish). 

If the heroes agree to this proposal, Jondree seems giddv. "We 
lave not contested like this in generations! How quaint!" 

:artwheelen (6) 
,TR 11 0 INT 10 0 
)EX 11 +2 WIL 9 0 
:ON 12 +2 PER 7 0 
Iurabilitv: 12/12/6 Action Check 12+/11/5/2 , . .  
Aove: sprint 16, run 10, walk 4 #Actions: 2 

ittacks 

Smother. Refer to the Skulker's entry for details on this ability. 
Irawl' 11/5/2 d4s/d4+ls/d4+2s LI/O 

lefenses 
lodge-Successful skill feat increases DEX or STR resistance 
nodifier vs. next attack by +1/+2/+3. 

;kills 
Uhletics Ill]; Melee Weapons [Ill-blade 1141; Unarmed Attack 
Ill-brawl 1131; Acrobatics [Ill-dodge 1131; Modern Ranged 
Veapons 1111-benmdisk 1131; Survival [12]; Knowledge [lOl--first 
,id; Tactics [lo]-infantry 1121; Awareness [9]-perception 1121; 
2eadership [7]-comrnand [lo]. 

Jnlike lower castes, Cartwheelers never smother in polite melee 
,ombat, although they may pin an opponent and hold him or her 
mmobile. 

izards 
'ombat statistics are hardly necessary for the lizards, except to 
iote that they move about half as fast as a human. If dropped, 
hey head for the nearest shelter under rocks and are not slowed 
iy field obstructions which the larger combatants must go around 
>r over. Contestants can try to reach in and grab sheltered lizards 
Nith a Dexterity feat at +1 step penalty. Failure sends the little 
least off to the next closest rock structure 

Resolution 
cry to make this contest fun for the players, but also hard work for their 
hac te rs .  The outcome of the contest, whether it be Capture the Flag 
>r some other game, determines whether the jannigar stay or go. Either 
way, Jondw is pleasant and c id ,  being a very good winner or loser. 

If the Heroes Won 

"What great fun! You played marvelously, why, 1 almost wanted 
to go out and join you, though of course that would be scan- 
daluusly improper, wouldn't it? Although I must admit a full- 
scale war gamc would haw been inore enjoyable, yon have 
defeatcd my underlings in fair combat, as victors you receive 
rights to the planet a s  agrced. I will remove my station and 
troops by the end of four days, although I do cnjoy the moun- 
tains here which would have made excellent conflict training, I 
will see that the appropriate treaty papcrs are drawn up, until 
then, be my guest and enjoy more of these delicious purdles." 

Over the next day the heroes rest up and sign treaties granting 
humans full rights to the use of New Mojave. Jondree calls for 

transport ships to come pick up the entire jannigar contingent and, 
true to its word, is off-planet in four days. 

The heroes can report the negotiated outcome to the colonists. 
The colonists will be deliriously happy that the "Rug Menace" is 
gone; they clamor to hear the story of their victory over and over. 
Sasha-Ka in particular heartily congratulates them and tells the 
heroes that they always have a friend and a place to stay if they ever 
need it. He calls for their shuttle to pick them up whenever they are 
ready They are heroes to the colonists. Even if the heroes hy to tell 
the colonists the truth-that Jondree and the aliens are not a threat; 
that the entire event was a cultural misunderstanding-the 
colonists are sure that this is merely modesty on the heroes' part. 

The interplanetary government will also be congratulatory and 
offer heroes posts as diplomats to the jannigar (especially the character 
Joudw assumed was their spokesman). Eventually, the humans open 
up permanent relations with the jmigar, who become useful allies for 
military tr-g sessions with human forces. Everybody wins. 

If the Heroes Lost 
The heroes, as civilized sentients and verbal communicators, are 
expected to take their loss with good sportsmanship. Jondree 
claims all rights to New Mojave as spoils of victory and has each 
hero sign forfeiture of claim pacts on behalf of their government. 
Refusal to sign is a terrible breach of etiquette, and such an insult 
could lead to actual war between humans and jannigar. 

Whatever the heroes decide to do, they must go back and report 
the negotiated outcome to the colonists. If they signed away the 
world and admit to it, the colonists are outright hostile, calling them 
"traitors!" and "Rug-lovers!" Sasha-Ka will be gravely serious. He 
tells them he will call for their shuttle to pick them up tomorrow 
morning at first light. They will be safe at the Oasis, but they have 
earned the lifelong scorn of every colonist for their failure. 

The interplanetary government is much less concerned, having 
sacrificed only one largely uninhabitable planet in exchange for 
diplomatic relations with a new race. The heroes may even be con- 
gratulated for "letting the Rugs win" if they handled themselves 
smoothly. In any case, they are commended for their adaptation to 
unusual circumstances in the face of uncertainty 

The End 
63 





T,,ree Game Systems 
even Adventures on Seven Worlds 
A plethora of challenges for the 

boldest heroes of them all 

his compilation of adventures from TSRs popular ADVENTURER’S GUILD”’ 
program brings together adventures from the FORGOTTEN REALMS@, GREYHAWK@, 

PLANESCAPE@, and RAVENLOFT@ campaign settings, the DRAGONLANCE@: FIFTH AGE@ 
campaign setting (using the SAGA@ game rules), The Illithiad MONSTROUS ARCANA”’ 
sourcebook, and the ALTERNITYO science fiction roleplaying game. 

Take on the Cult of the Dragon and their undead dragon servitors! 

Join a band of githzerai’s pursuit of their mortal foes, the mind 

Help a rogue tanar’ri hunt the Jabberwock with a v 

Struggle with a master vampire and The W 

Defy the great sea dragon Brine in an underse 
quest for the good folk of Port Balifor! 

Engage in a game of ”capture the flag” with bizqrre alie - 
while the fate of an entire world hinges on the 

Are you up to the challen 

U.S.,CANADA, ASIA, EUROPEAN HEADQUARTERS 
PACIFIC, & LATIN AMERICA 

Wizards of the Coast, Inc. 
Wizards of the Coast, Belgium 
2600 Berchem 

P.O. Box 707 P.B. 2031 
Renton WA 98057-0707 BELGIUM 

+32-70-23-32-77 

ADVANCED DUNGEONS & DRAGONS, ALTERNITY, DRAGONLANCE, FIFTH AGE, 
FORGOTTEN REALMS, GREYHAWK, PLANESCAPE, RAVENLOFT, RPGA, the RPGA logo, SAGA, 

and the TSR logo are registered trademarks owned by TSR, Inc. ADVENTURER‘S WILD, 
MONSTROUS ARCANA, and the TSR Silver Anniversary logo are trademarks owned by TSR, Inc. 

01999 TSR Inc. All rights reserved. Made in the U.S.A. 
TSR is a subsidiary of Wizards of the Coast, Inc. 

ISBN 0-7869-1445-9 

5 1 2 9 5  

z 
W 
a 

9 780786 91445 


	Vale of the Dragon Oracle
	Return of the Pick axe (a greyhawk adventure)
	Blood Feud
	The manxome foe
	The hearts final beat
	Leviathans Deep
	Folds in the tapestry

