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Advanced Dungeons" Dragons'" 

Compelitlon Module #C1 

THE HIDDEN SHRINE OF TAMOACHAN 

Tournament Background: Your party is losl' You should never 
have abandoned Ihe ship and slruck oul inlo Ihe marshes, bul 
your pursuers were closing on your Ira ii, and il seemed the only 
way. Stumbling onward through the fens, your party makes for 
higher ground ahead. As you cross the ndge, the sun sinks below 
Ihe horizon and night comes. Breathless, the party drops to the 
ground, and you try to catch your wind with the welcomed rest. 
Somewhere behind you comes the sound of distant shouts. 
Scrambling back 10 your feet, you force your way further into the 
brush, past great carved stones which lie overturned on the 
ground. 

A full moon nses, sending moonbeams and ghostly shadows to 
Hicker through the branches. Ahead in the woods a light glows 
and seems to beckon - perhaps a shelter for the night. Though 
thorns tear and impede your progress the source of illumination is 
reached at last. Beforeyou is a clearing. There is an ancient ruin -
a worn and overgrown pyramid fills the courtyord, shining in Ihe 
moonlight, seeming almost brighter than the moon itself. A 
refuge? Perhaps: tomorrow wilh daylight the party may explore, 
but tonight you must have rest. 

There ore three: Cair, a magic-user and thief by trade, with a price 
on his head: Myrrha, a banished cleric who seeks escape from 
her former colleagues: and Rhialle, a barbarian fighter, outcasl of 
his people. In recent weeks past, Rhialle and Myrrha helped Cair 
escape the clutches of bounty hunters, and thus became fair 
prey as accomplices. Taking passage on a ship faring south the 
party had thought to evade the hunters, but Ihe persistent 
trackers followed in a hired ship. In final desperation the party had 
abandoned Iheir vessel for Ihe wild jungles of the savage land. 

The sun has risen, and affer hasty counsel and preparation the 
party gathers up their equipment and starts towards the pyramid­
temple. You tread carefully across cracked and overgrown 
Hagstones, slepping over fallen and shattered pillars, pushing 
aside vines and bnars. As the party approaches the temple the 
sound of crashing through the underbrush comes from behind 
you. Turning around, the party glimpses men moving through the 
woods towards the clearing. Then the earth shudders and gapes 
open beneath the party's feet and you are falling amidst the roar 
of co llapsing masonry. Dust fills the air and the sunlight 
disappears as the darkness swallows you. 

Module Background: Formerly titled LOST TAMOACHAN [Ta-mO­
a '-chan: "the home sought atter"), this adventure was originally 
used as the official AD&DrM tournament dungecn at Origins 79. 
The design of the temple draws heavily on Mayan and 
AztecfToltec mythology and society. Certain historiC examples 
were used as models in designing this module. DMs wishing to 
expand the ruins of Tamoachan will find it very helpful to use 
their local library to find out more about these fascinating 
cultures. 

START: The Hidden Shrine is part of the ancient ruined city of 
Tamoachan, once the northernmost capitol of the,Olman 
empire, which covered much of the southern continent centunes 
before current history began. T omoachon is located in the 
savage lands south of the Olman islands, southeast of the Holds 
of the Sea Princes. The climate is sub-tropical and very damp: it 
rains nearly every afternoon. 

Players wanting to investigate the city may wish to camp nearby. 
Aner 1-3 hours of searching, they will find an easily-defended 
glade with an artesian spring. There will be normal chances for 
encountering wandering monsters in the area. 

Most of the city is toppled and almost completely covered in 
undergrowth. Intruders into the ruins will discover that the ancient 
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streets now make overgown "valleys" between the debris of the 
crumbled buildings. The largest of these valleys all lead to the 
central clearing of the pyramid. 

In the south side of the clearing is a newly-collapsed area, 
revealing a jagged hale with a debris-covered slide, leading 
down to room #1. If players climb the pyramid itself, they will see 
that the interior of the temple is probably accessible if a certain 
amount of digging is done first . 

DMs wishing to add Tamoachan to their campaigns may want 
to design others of the ruined buildings, and list the denizens 
which no doubt lurk therein. 

Notes For The Dungeon Master 

Originally designed for tournament play, The Hidden Shrine 01 
Tamoachan is a test of the skill and common sense of players. 
Therefore, many of the encounters will not bother a party who do 
or do not take certain actions. Those of a party who act foolishly, 
though, will pay the consequences for their deeds. In general, 
party size should be from 5 to 7 characters of 3rd to 7th levels. The 
average level of the party should be 5th. llfewerthan 5 ptayers are 
involved, the average level should be 6th. 

tt is recommended that the DM read the module thoroughly 
several times before play starts, making notes in the margins 
where useful. It will be noticed that encounter descriptions are 
divided into boxed and open sections. The boxed sections 
contain information which should be read to the players: the rest 
is information for the DM. In most cases, the same players' 
description is used no matter which direction the party enters 
from, but 2 cases require that special descriptions be read 
depending on the direction from which the party approaches the 
encounter area. The DM should be aware of this and be careful to 
read the proper players' descnption. 

The players' descriptions are provided because many of the 
encounters require specific actions on the part oflhe group. Hints 
of what may be done are given in this text and the DM should only 
provide vague information if questioned. Players will be able to 
see the exact contents of a room unless noted. 

To aid in the description of the encounters, several areas have 
been keyed to the illustration book. When the players enter such 
an area, the DM should show them the appropriate illustration 
and read the description ofwhalthey see. The DM may, of course, 
describe the encounter in his own terms, but care should be 
taken not to reveal information the players would not know. All 
involved will enjoy the module more if challenges are leff for the 
players, so that satisfaction may come- in overcoming them. 

The DM may decide between the 2 entrances into the ruins - the 
more conventional route through the pyramid-temple or the 
drastic tournament method entrance. The first entrance will 
require that the party dig their way in: while the latter, since the 
ground is unstable, will result in a cave-in 75% of the time. 

It may happen that a party may wish to leave and re-enter the 
ruins, perhaps several times. A cautious party may want to replen­
ish their spells or obtain special equipment. A party may also 
decide to retreat on encountering the poison gas.lflhis happens, 
the DM should restock some of the cleaned-out areas with new 
creatures. These monsters may have wandered in from the wilds 
or may have been sent by Camazotz, the bat-god to whom the 
temple is dedicated. Care should be taken to maintain the 
original balance. Creatures of 3 to 7 hit dice should be used, 
although those with fewer than 3 hit dice may appear in greater 
numbers. 

In the ruins, the hallways are commonly 10' wide and almost 20' 
high , although a few of the corridors ore narrower. Secret 
passages are only 5' wide. The walls are constructed of blocks of 
unmortared stone covered by a layer of stucco. The cei lings are 
the same, supported by false corbel arches. Doors are made of 
beaten bronze or slabs of stone. All are heavy and require force to 
open. Doors will swing into rooms unless otherwise noted. Rooms 
have cei lings between 20' to 40' high. In order to differentiate 



between hallways and raoms, hallway encounter areas are 
presented with bold lace titles and rooms are presented with 
CAPITALIZED titles. 

Due to the unstable condition of the ruins, certain spells are 
potentially disastrous. A fireball will couse a collapse for a 30' 
radius, doing an additional 3d10 paints of damage to all with in 
that area. This collapse may block or bury all items or exits in the 
radius. A lightning boH will collapse all within 20' of the impact 
point. This will cause 2d10 in damage to those in range, bul will 
nat block passages. 

Another hazard of these ruins is that the lower levels are filled with 
paisonous gas. This includes the rooms and passages from 
encounter areas #1 thraugh .#38. A character will suffer 1-6 hit 
paints of damage for every turn spent in the gas. A neutralize 
poison will reduce damage fa hall for 1 turn. II the character 
remains in the gas the next turn, normal damage will accrue. A 
slow palson will reduce damage to 1 point per turn for the 
duration of the spell. II the characters are still exposed to the gas 
when Ihe spell ends, they will suffer the remaining damage 
accumulated from pastturns. 1f a haste spell is cast, an additional 
3-4 paints will be taken each turn the spell aperates. A slow spell 
will reduce the damage by hall far an equal amount of time. The 
gas is a thick amber color and affects name, causing it to spuNer 
and glaw redly only a pale ember of itself. Any light source 
caused by fire will have an effective range of only 10'. 

The gas may be cleared out of the ruins by opening the doors to 
room 39. Players will need to be patient, however, as it will take 
one month far the lower levels to c lear completely. lithe doars are 
closed again, the lower chambers will refill in 2 weeks. 

In same lacations, characters may discover boNles af dried 
potions. Due to the unusual method by which these potions were 
mode, it is possible to mix them with water or wine and restore 
them. Wine will create a full normal effect, but water will shorten the 
durafian to 1/ 3. If eaten dried, there is a 1 in 8 chance that it will act 
as a paflon 01 delusion; if it does not, the pawder will have no 
effect at all . 

In several instances, characters withaut percentage c limbing 
abilities may wish to try ta c limb Ihrough Ihe ruins. This should only 
be allowed if there are large and obviOUS foot- and handholds to 
be used. Even so, there is a 50% chance offalling. Slopes c limbed 
by non-thief classes may never be greater than vertical. 

Nates on Toumament Play: 

The purpose of tournamenf play is to get out of the ruins before 
time runs out. Choosing less direct paths, arousing monsters, or 
searching tor treasure will cost ployers precious time. There is a 
real time lim~ of 2 hours on tournament play. If a shorter playing 
tournament is desired, it may be played that when the party 
reaches roam #39 they have reached safety. This shorterversian 
may have a time limit varying from 1 to 1 Y, haurs. The DM should 
nate the time at which play begins and halt play when the 
predetermined length af time has elapsed. Players should be 
informed of the approximate number of minutes remaining ifthey 
request it of the DM, or he or she may take to reminding them af 
the time affer each raom. All actions, including movement, 
combat, and soMng traps, should be measured in the real time it 
takes to play ~ out. The duration of spells and potions will be equal 
in real time to that stated in AD&D PIAYlRS HANDBOOK, unless 
otherwise noted. 

Thaugh the characters provided have already had spells chose 
for them, players may wish to alter or substitute different spells. This 
is allawable but must be completed before play begins. A list of 
optional spells known has been provided from which the players 
may chaose, and spells not listed are not available. The same 
spell may be memorized more than once, but each memorize· 
tion counts as a spell carried. 

A combat matrix and monster index have been included at the 
back of th is module to speed tournament play. The characters' 
"to hit" scores for armor class 2-10 have been provided. These 
values are adjusted to already include the natural bonuses olthe 
characters; thus Rhialle needs a 13 to hit AC 2, not a 12. To 
promote balanced play between different teams, damage in 
tournament play should always be averaged, both for damage 
dealt and damage taken . Furthermore, the action of most 
poison, including the poisonous gases, has been reduced to 
additional paints of damage. Averages are: d4 = 2-3; d6 = 3-4; d8 = 
4-5; d10 = 5-6; d12 = 6-7. 

Several playing aids are included at the back of this module on 
pertorated pages. The appropriate map should be displayed 
when the party enters each room and players may place figures 
upon these maps to indicate their position in the room. In order to 
preserve the playing aids and character sheets for future play it is 
suggested that they be placed in c lear plastiC sheet protectors. 

In tournament play the pertormance of each party will be rated 
according to the scoring sheet printed on the back of the 
combat and monster charts on tear out sheets in this booklet. II is 
recommended that the DM keep notes on actions the party and 
its members take during play, in order to speed scoring of the 
team at the end of the tournament. 

If the characters provided at the back of this module are to be 
used, their traits should be described to the players, and then the 
players should be allawed ta choase the character they wish to 
play. Before play begins players should be allawed about 15 
minutes to study their character sheets and make any changes 
or preparations they desire. The players may utilize materials fram 
the area in which the adventure is to begin, woads and ruins, to 
augment theil listed supplies; for example, making crude torches 1..:}3:J:.... ____________________ .... 
which will burn for 1-4 turns, ar picking up sling-sized stones. DM's 
discretian must be used as to what the players are allowed to do. 
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Wandering Monsters: 

These wandering monsters are not used in tournament play. They 
may be included in the campaign adventure at the discretion of 
the DM. These monsters are encountered 1 chance in 12, check 
each turn. 

1. 2-8 rats (AC 7: HD Yo: HP 1: " AT 1: D: 1). 
2. 2-12 bats (AC 6: HD Yo: HP 1: pAT 1: D: 1). There isa20%chance 

that 1-4 are vampire bats (AC 6: HD l'\: HP 3: #AT 1: D: 1-2 + 1 per 
round, drain up to a maximum of 6 paints). 

3. 1-4 fire beelles (AC 4: HD 1 +2: HP 7: #AT 1: D: 2-8). 
4. 2-8 zombies (AC 8: HD 2: HP 9: #AT 2: D: 1-2/ 1-2). 
5. 1 will-o-wisp (AC -8: HD 9: HP 42: !fAT 1: D: 2-16) . 
6. 2-5 mandrills (AC 7: HD 1 +1: HP 6: #AT 3: D: 1/ 1/ 1-4) . 
7. 1-3 vipers (AC 7: HD l'\: HP 3: #AT 1: D: 1 + poison, save al +2). 
8. 1-4 killer frogs (AC 8: HD 1 +4: HP 8: HAT 3: D: 1-2/ 1-2/ 2-5) . 
9. 1 margay (AC 6: HD 3+2: HP 15: ,o'AT 3: D: 1-2/ 1-2/ 1-6: if it strikes 

with both front c laws then 1-3/ 1-3). 
10. 1 huge spider (AC 6: HD 2+2: HP 11: # AT 1: D: 1-6 + pOison, save 

at +2, if fail then 1-6 and paralyzed). 

These wanderers are extra and are not from any of the assigned 
rooms in the ruins. If an indicated monster does not fit the 
situation, check again ar choose from the list. 

Rats: These creatures will surprise 4 chances in 6. II they feel chal­
lenged by the party, they will nip allhe inlruders and flee. lithe rats 
do not have surprise they will squeak and run away. The rats are 
plague corriers and any character bitten by a rot must save vs 
poison or he ar she will be infected. lithe infected character does 
not receive a cure disease by the fourth turn aner being bitten, the 
wound will swell and become pus-filled. The character will lapse 
into delirium and will be unable to care far her or himself. After 1-4 
days, if the character has still not received a cure disease, he or 
she will die. 

Bats: These animals act as a confusion spell and will obscure 
vision, making it necessary to check and see if a character slips 
and falls while fighting them (a roll of 4 or less on 2d6, +1 for a 
dexterity of 15 o r better). Bats will bite and flee: vampire bats found 
with normal bats will bite and drink blood. 

Beetles: These creatures are blind and are foraging for food and 
will come running in response to noise. 

Zombies: These monsters are blank-eyed and will ignare the 
party, unless they are attacked or the characters are in the act o f 
defacing the ruins. Because the zombies are so slow they will 
always attack last. 

Will-o-wisp: Th is creature will usually be Sighted in the distance as 
a dancing light, but if its curiosity is aroused ar it senses a dying 
creature it will investigate the chance of a free meal. Basically a 
coward, the 'wisp will flee rather than fight and will fight only if 
cornered . 

Mandrills: These are not really apes, but rather "ape-men" , and 
are semi-intelligent. They seek to loot trinkets and will harass 
intruders, but if things are gaing bad for them they will flee. 

Vipers: These snakes surprise 4 chances in 6 and will strike at the 
characters. The c haracter must save vs paralyzation to be warned 
or else the viper strikes at +1. If a viper does not have surprise, it will 
hiss and attempt to retreat from the party. If a viper is cornered it 
will fight . Any character striking at a viper w~h a short. hand-held 
weapon may be attacked by the snake. 

Kiffer frogs: These beasts resemble large bullfrogs sitting in the 
corridor. They will be skittish and move away a bit when 
approached by a character. However, once a character gets 
close to a killer frog ~ will drop its mild mannered pose and attack. 

Margay: This is a small hunting cat that climbs rough walls and 
ledges and leaps down upon travelers. It surprises 5 in 6. If its 
target proves to be too dangerous it will flee. 

Huge spider: This species is a jumping spider and does not spin 
webs. II can move 12" a round and may leap 4" suddenly, in any 
direction. This spider can also climb walls and ceilings. 
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KEY TO THE LOWER CHAMBERS 

1. The VAULT OF CHICOMOZTOC (Che-ko-moz'-tok: The Place of 
Seven Caves): 

For Tournament Use Only: 

Breathing heavily, you find that the wand has stopped 
tumbling and you now sit on cold, damp stone. The 
coughing and wheezing of your companions can be 
heard nearby, hidden in the darkness. To your back are 
rough rocks and broken earth. As you sit, the rumble and 
clatter of rocks diminishes to the occasional rattle of 
pebbles and the shush-shush of sliding dirt. 

Unless a light is made, the room should be described by what 
the characters touch only. A fight spell will work narmally, but 
any fire will only glow redly, a pale ember of itself, as a result of 
the poisonous gas present in the air. light generated by a 
flame will only illuminate a 10' radius dimly, as if in a dense 
fog. 

Rhialle, the barbarian, sits quietly, nose raised, sniffing 
carefully: after a moment, his fears confirmed, he informs 
the other twa: "The air in this place is bad, poisonous. I 
fear that if we are still entombed in this place an hour 
from now, we shall never leave." 

You are in a long narrow c hamber, running east-west. In 
the center of this apartment is a domed shape on the 
floor. In the east wall is a blank faced stone door and the 
west end of the room is blocked by fallen stone and 
rubble, apparently the result of a collapse. The two side 
walls appear to have several niches cut into them. 

The shape in the center of the chamber appears to be a 
small alcove, protected by a half-dome with the open 
end facing towards the doar in the east wall. This alcove 
is set in a recessed, shallow, tiled well , l ' deep and 10' 
wide. The alcove itself is 4' high. The hollow seems to 
hold some sort of display. 

The display appears to be a diorama depicting a 
hunting party of Olman warriors, in feathers and deer­
hide garments, in a mountainside scene. Some have 
successfully pulled down a stag with the aid of a dog, 
another group is cleaning a small mule deer and the 
last party has cornered a puma with their spears. A scout 
watches the puma hunt from an outcropping above. He 
holds a metal staff with a loop in its end. II looks like a 
sheoherd's crook. 

This staff is a key and may be separated from the figure 
without affecting ~ . In tournament play this key is used to 
open the door to the room. In campaign adventure the key 
could be used to work a lock in the top olthe mountain which 
allows the well to be opened. This could be used to provide 
access to lower levels which the DM could create her or 
himself The key is worth 2 g .p. 

There are three 5' wide niches on both the northern and 
southern walls, about 3' above the floor. Each niche 
contains a diorama depicting some aspect of tribal life. 
The 6" high figures in all of the displays appear to be 
made of stucco, realistically and brightly painted. The 
scenes portrayed represent fishing, farming, religion, 
wartare, the creation story, and the c rans. 

If any of the human ar ani mat figures are removed from their 
niche and placed on the noor of this vau~, the item will grow 
to IMng dimensions immediately (2 segments) and spirits of 
the ancestors will animate the c reature and it will attack. 
items taken from this room will remain painted stucco 
statues. The statistics for these animated figures are given 
below: 



Warrior: AC 9; level 2; HP 9; #AT 1; 0 : dogger 1-4, hand axe or 
speor 1-6, or war-club 2-7. 

Priest: AC 10; level 3; HP 13; #AT 1; 0 : war-club 2-7 or spells (see 
below). 

Non-warrior: AC 10; level 0; HP 3; #AT 1; 0 : dogger 1-4. 
Constrictor snoke: AC 7; HD 2+1; HP 11; #AT 1; 0 : bite 1, or 

constrict 1-4 each round the victim is caught in its coils. 
Dog: AC 7; HD 1+1; HP 6; #AT 1; 0 : bite 1-4. 
Puma: AC 6; HD 3+1; HP 14; #AT 1-3; 0 : claws 1-3/ 1-3, bite 1-6, 

and rear claws 1-4/ 1-4 if both fore claws hit. 

All other animals are benign. The figurines will revert to cloy 
and stucco if they leave the room. Each statuette weighs 2-5# 
20-50 g.p.) and is worth 2-5 g P 

A. The first alcove contains a river scene. Olman men, 
women and children are busy gathering rushes, 
fishing with nets and calVing a dugout. 

B. This recess portrays natives farming. They are planting 
maize and harvesting wheat. There are several 
warriors standing guard and a priest in a bird 
costume is blessing the fields. 

The priest's spells are: bless, cause light wounds, and 
spiritual hammer, 

C. The third niche portrays a temple upon a tiered 
pyramid. Natives are bringing small offerings of gold 
and jade. Before the temple stands a priest handling 
a constrictar snoke. Around him stand three cos­
tumed warriors - one dressed as a winged serpent 
holds a spear. another is dressed as a bear with razor 
claws; the third represents a coyote holding a torch. 
There are also several stone statues of the gods. 

The offenngs are worth 1-6 g.p. each and there are 4-24 such 
items. The priest's spells are: curse (the reverse of bless) , 
darkness, and snake charm. 

D. The fourth niche holds a scene ottribal warfare. All the 
figures depict warriors carrying spears, clubs, hand­
axes or daggers. The warriors of one side are pointed 
block, while the other side is done in red. 

Block wamors Will do bottle with red warriors and vice verso, 
but once they have vanquished their foes they will turn on the 
player characters. 

E. The fifth display is that of the creation of the world. All 
of the statuettes are stylized and obviously non­
human. A god, adorned in green quetzal feathers is 
mixing ashes with blood to farm sculptures of a man 
and woman. Four towering figures pointed red, block. 
blue and white are standing about a fire committing 
suicide with their daggers. Two smaller figures are 
ringed by the four - the modest "Pimply One" is 
being consumed by the "re, while the braggart " lord 
of Snails" cowers in fear. 

These figures will not animate 

F. The sixth hollow shows native men and women 
engaged in different crofts - weaving rugs and 
baskets , calVing totems, making pots , grinding 
stones for weapons and making clothes. 

The cave-in appears to have completely blocked the 
west end of this chamber. At short intelVals, small 
amounts of rubble and dirt come spilling into the room. 
Several large stones appear to have wedged them­
selves tightly, closing the collapse. 

In the campOign adventure, this rubble may be shored up 
and dug out to provide access to the OM's personal expan­
sions to this ruin. However, attempting to dig up out of the 
room wilrsimply resun in more detrnus falling into the room. 
Further collapse will couse 1-4 paints of damage to each 
digger. There is a 1 in 6 chance that the digger will be buried 
by the rubble and suffer 3-12 points of damage, fallowed by a 
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5% cumulative chance of suffocation, causing on addnional 
1-6 paints of damage, per round thereafter, until dug out. 

The door is carved with a sun symbol and appears to 
open into the room; there are hinges on this side and 
scratches on the floor. There is no visible lock or handle, 
although across the top of the door there is a slight gop. 
Eight holes seem to have been bored into the door: 
they are about 1" in diameter, but nothing can be seen 
in them. The door seems to be fairly thick. The lintel is 
arched and there is a keystone at the top, 

The door is only on obstacle in tournament ploy or iffhe door 
has swung shut while the party was investigating fhe room. 
This door may be opened in a number of ways. Either the key, 
found in the diorama of hunting, may be used to spring the 
door open when turned in the keyhole hidden under the 
keystone over the door; or spikes ar similar tools may be 
driven into the door to provide handles, allowing normal 
chances to open the door. Objects inserted into the holes 
already bored will simply pull out. Driving spikes into the 
door will be difficun for the door is mode of stone. The hinge 
pins may be broken and removed, butthe door will fall inward 
causing 2-12 points of damage to those beneath it. 

2. The Hall ot Thrashing Canes: 

The sides of this corridor are calVed to resemble walls of 
bamboo-like logs. The passage slopes down from a 
single door on its western leg, the lintel of which has 
been crafted to represent a stylized cavern entrance, to 
double doors of beaten bronze, worked to resemble a 
forest of seaweed. 

There is a pressure plate halfway down the hallway which 
triggers a trap. Several of the logs will swing out from either 
wall and buffet the party towards the double doors. For 
tournament ploy, the trap will always work. For campaign 
adventure, the trap will be triggered on a 1 or 2 in 6. 
Characters will suffer no damage iffhe trap swings out behind 
them, stunning for 1-4 rounds. If a character is walking up the 
slope towards the trap, he or she will receive 1-6 paints of 
damage from the trap, and will be stunned for 1-4 rounds. 
Once triggered, the stone logs will not swing bock and will 
effectively block the passage, since they bar the way from 
ceiling to ftoor with only a 6" gop belween the logs. 

3 The ROOST of the CONCH' 

This room is constructed of large stone blocks, but­
tressed in the corners. The walls are wet and slimy and 
mud covers most of the noar in a thin coating. In the 
center of the chamber there sits a large polished 
boulder amid a pile of smaller rounded rocks. The 
boulder is 5' toll and colored brown wnh dark streaks 
and spots. leaning against n is what appears to be a 
bamboo stoff. To the left and right may be seen stone 
doors recessed in the wall. 

When the room is entered, another stonework door may 
be discerned in the shadow of the boulder across the 
apartment. In the mud around the bose of the boulder 
may be seen a small moving shope, a crayfish. 

The noor of thiS chamber is very slippery and any sudden 
actions, including those necessary for combat, may resun in 
the character taking a spill . Roll 2d6 to check for the chance 
of slipping; a 4 or less indicates the character has lost his or 
her balance. A dexterity of 15 or better will odd +1 to the roll. 
If a character loses balance, he or she may do nothing else 
that round. Always check for slipping before attempting to 
strike. A character may fight from his or her knees at -2 to M 
and minus any strength bonuses. 

When the crayfish is approached, n will advance waving ns 
claws in on aggressive manner and speak in a foreign 
tongue. If any member of the party can speak Olman, on 
ancient native tongue, the crayfish will be understood to soy, 



"Who is this? Who dares to enter the chamber 01 the 
guardian? You hod better go or I will have to discharge my 
sacred duty! Be off with you belore I lose my temper!" 

II the party retreats, the croytish will not lollow, but will toke to 
marching bock and lorth in tront 01 the boulder and will 
threaten the party il they approach again. It the party does 
not heed the warning, the croytish (AC 8; HD \7; HP 1; #AT 2; 
D: 1/ 1) will increase its threats. Should the crayfish be 
attacked, it will immediately call upon its companion, a giant 
hermit crab. 

The boulder is in reality a huge shell inhabited by a giant 
hermit crab - Kolka-Kyllo (Kol'-ko-ke'-yo) (AC 2/ 5 on lace 
and eyestolks; HD 5+1; HP 23; #AT 2-3; D: 1-6/ 1-6 pincers, 1-2 
bite) . The bamboo staff Is one 01 its legs. It is presently asleep 
and will not awoken unless disturbed. Once awake, it may 
attack or bargain. It is highly intelligent in order to better serve 
its master, Camazotz (Ka-mo'-zotz) orZotzilaho (Zotz-el-o'-a), 
the vampire god of the underwortd to whom this shrine was 
originally dedicated. It speaks the old native tongue, Olman. 
The crab and crayfish can be reasoned with (although the 
crayfish is rather dim), il the party has not attacked either 
and can come to terms with them. 

The crab will deny any knowledge of this place, stating that it 
was brought into these warrens when very young. If asked for 
directions, it will first send the party to the rubbl&-filled stair­
case to the east, and then, if asked again, it will send the party 
to the west. 

In combat, the crab is a wily opponent, dragging its shell 
about lor protection and trying to pin an opponent with it. 
The crab will successfully pin a character it maneuvers 
between its shell and within 5' of a wall when it gains the 
initiative and scores a separate "to hif ' roll. The pinned 
character will be unable to move or attack and will remain so 
until the crab moves away or quits pushing. It will also attempt 
to use its extra walker legs to trip an opponent and pull him or 
her to its mouth to be bitten. In order to use its legs, the crab 
may not move and must roll successful hils with two legs on 
the same figure. The crab is not affected by the slippery mUd. 

4. Mud-IIl1ed Doorway: 

II tried, this door will not budge. Apparently, something 
is preventing the door tram opening. 

This doorway is reached tram the room, by a short night 
01 steps down. The bottom 01 the stairwell is filled with silt 
which blocks the door. It appears that the door is meant 
to open into the room, for there are hinges on fhis side 
and a large grip to pull on. 

Probing the siil will reveal its depth to be about 18 to 24 inches 
and as tenacious as quicksand. Any attempts to open it will 
meef with failure until the blockage is removed. The siil may 
be scooped auf 01 the stairwell, but it is semHiquid and will 
quickly now back. If water is forced, in quantity, through the 
siil, it will wash the siil under the door jamb and down the hall 
beyond, alleviating the blockage 

A muddy stream trickles tram beneath the north side 01 
this door and nows down the hallway. The door may only 
be wedged open a lew inches, enough to see that the 
door is blocked on the other side by -a pool 01 siil. 

5. Tomb stone and Wei Ume: 

The walls 01 this corridor are wet and slimy. The stucco 
covering has become saturated with water and is 
decomposing and sloughing ott in spots on the 
southern wall, exposing the seams alone 01 the large 
stone blocks tram which this structure was built. 

This tightly-fitted stone seals off a tomb. The block is limestone 
and the entire lace 01 this plug Is covered with wet lime. Any 
nesh that comes in contact with this lime will toke 1 point 01 
damage per round. The lime must be remoVed tram the skin 
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to stop the damage, and may be wiped off or washed away. 
If a characte(s hand is exposed to the lime's effects lor 4 
consecutive rounds, the person so damaged will fight wilh 
less effectiveness (-2 "to hif' and -1 to damage) lar 1-4 days. 
II cloth or son leather is used to protect nesh tram contact with 
the wet lime, the lime will soak through in D-2 rounds. Leather 
armor will not be soaked, but aner 3 tums 01 exposure to the 
lime, it will lose its effectiveness as armor. The lime can not be 
removed tram the stone, as it is a port olthe stone. Soil may be 
used to neutralize the lime effect lor 1-3 rounds. 

Mer scraping away the stucco tram the joinls, the block may 
be pushed inward by as many as 4 characters with a total 01 
48 strength paints. The stone is about 6' tall, 3' wide, and 3' 
thick. It will toke 7-10 rounds to push the plug back 10' , then 
it may be toppled lorward, or it may be shoved 10rWard 
another two rounds to allow the characters to squeeze 
around it. 

6. Rubbl&-lIl1ed Staircase: 

This staircase goes up lor only a lew steps and then it seems 
that the rest is filled in with clay and stone rubble. 

Characters may attempt to dig th is staircase out. Any 
digging, however, will resuil in further collapse, causing 1-4 
paints 01 damage to each digger. There is a 1 in 6 chance 01 
a digger being buried and suffering another 3-12 paints 01 
damage. It will toke 4 rounds 01 digging lor a buried 
character to dig himsen or hersen out. Beyond the rubble, the 
staircase has been totally filled in and leads nowhere. . 

7. The SEPULCHER 01 TLOQUE5-POPOLOCAS (Tlo'-kes P6-p6-le'­
kas: Moster 01 the OutSiders): 

Once the stone entrance block has been pushed lar 
enough out 01 the way, there is enough space to step 
past it. Beyond the plug is a small layer holding 3 sealed 
urns on both the len and right sides. Here, there are 
double doors 01 beaten bronze with glyphs worked into 
their laces. The portal is locked and prevents easy 
entrance. 

The ancient glyphs are scribed in Olman and it anyone in the 
party can comprehend this tongue, or itthe message can be 
understood by other means, the glyphs will translate as, "Here 
lies Tloques-popolocas Yohualli-Ehecatl (Y6-wa'-ya A-ho'­
kaht-I) master 01 the others, who is like the wind and the 
night!" The doors are trapped; lorcing the doors will couse 
a gloss sphere to break, releasing a gas 01 dreadful sleep: 
save vs poison every round exposed to the gas or lall asleep 
lor 5,000 years, or until the gas (0 poison) is neutralized. It 
will lorm green swirting vapors throughout Ihe roam and 
require over a month to dissipate. It the lock is successfully 
picked or the trap detected and deactivated, the gloss 
sphere will not shatter. 

The seal on the urns is made 01 beeswax and may be braken 
so that the lids can be removed. Each 01 the 6 urns contains 
the equivalent 01 20 nasks 01 fine oil, worth 60 g.p. an urn. A 
lilled urn weighs 400 g.p. Due to the presence 01 the 
poisonous gas in these ruins, the oil will only ignite 1 chance 
in 6 and then burn leebly lor 1 round. 

Behind the doors is a chamber cut out 01 the rock with a 
veil 01 calcite and stalactites covering the walls. 
Buttresses rise tram the corners, brown shot through with 
block, and great stone transoms support the high 
vaulting . Around the room stands a procession 01 
warriors and priests, modelled in stucco with a pallor 01 
death. Occupying most 01 the chamber is a colossal 
monument, resembling a giant's table, covered on all 
sides with intricate carvings and glyphs. Engraved on the 
noar directly in tront 01 the entrance is a seal bearing 
more glyphs. OppOSite the entrance, a bottle axe is 
embedded in the wall, 6' above the noor. 



The monument, perhops 0 ceremonial anarat one time, 
is constructed from several parts. A great stone slab, 
over 20' long by 10' wide, rests upon a 4' thick monolith 
of rock of similar dimensions, and this, in turn, is 
supported by 6 huge blocks of dolomite. Every com­
ponent has been covered with intricate carvings and 
glyphs. The top of the slab depicts a struggle between 
a dark skinned man and a mighty knotted serpent. 
Engraved above this illustration are the same glyphs as 
those found on the door. Under these sigils are efched a 
series of 4 face-glyphs in a line. The face-glyphs are not 
used elsewhere on the block, except at the foot of the 
slab where there is a row of 11 of these symbols, all 
different in form. 

The battle axe has a blade of bronze and the hoff is 
wound with snake skin wrappings. The axe casts an 
ominous shadow of what appears to be a withered arm. 
Those who approach within reach of it will feel a cold 
chill run up and down their spine. 

SHOW THE PLAYERS ILLUSTRATION #1. The glyphs In the noor 
seal are also written in Olman and translate as, "Ah, defilers I 
Now you shall join me in my eternal resting'" The carved block 
is the resting place of Tloques-popolocas , a servant of 
shadow-loving latz. The glyphs on the top of the slab give his 
name, and the date he died, 54-3-9, is written in the face­
glyphs. The 11 face-glyphs at the foot olthe block correspond 
to the numbers 0 to 10, and if handled will be found to move. 
The tomb is opened by pressing those of the 11 glyphs that 
correspond to the numbers of the date carved on the top, 
in order. When the last glyph is depressed, there will be a 
grating sound and the top slab slides back a bit. Thetomb lid 
may then be opened the rest of the way by two characters 
with strengths of 15 or better pushing on it. 

The battle axe in the wall will detect as magical , but 
characters attempting to pull it from the wall will meet with 
failure until Tloques' soul is put to rest, i.e. he is slain. The axe is 
e +2 weapon, -2 versus chaotic evil creatures. The weapon 
acts like a cursed sword; once picked up by a character he 
ar she may never be rid of it, as it will always teleport to his or 
her hand and weld itself there in an encounter. The axe will 
also choose to appear in touchy encounters with lawful 
good creatures. The curse is attached to the new owne(s 
soul and the axe can not be picked up by another until the 
owne(s soul is laid to rest. Beneath the handle wrappings is 
concea led a permanent scroll containing the spells : 
passwall, burning hands and push at ninth level. Th is scroll 
provides the axe with these additional powers when the 
wielder pronounces the correct words of power, up to a 
maximum of 3 times a day per spell. The words of power are 
engraved on the axe blade in Olman. The axe may not be 
used to attack with at the same time that it is used to cast the 
spell. If the scroll is removed from the axe, the axe will lose 
these abilities forever and the scroll loses its permanence and 
becomes an ordinary scroll. 

The block beneath the slab is hollow and inside are the 
remains of a crumbling skeleton decked out in finery. It 
appears to have been a man of toller than average 
stature, obviously of great importance. Fitted on the 
skull is a mask of jade with cowrie shell eyes and 
obsidian pupils. The bones and inside of the holloware 
stained a bright green. 

Beneafh the mask are fragmenfs of bone, as though the 
skull hod been crushed. Within the fragments of the jow 
Is a spherical white bead. Strands of hair still remain 
around the skull threaded info black and red stone 
tubes. Laying above the mask is a diadem of dark 
stones ·and green discs. To either side of the mask are 
green stone earplugs carved in several pieces to 
resemble budding nowers. About the corpse's neck is a 
pendant of green stone carved with the face of a 
humanlike bat. 
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This is the body of Tloques-popalacos, fhe vampire. If the 
mask and the pendant of lotz are bath removed he will start 
to awaken. Dust will be stirred up into clouds and begin to 
gather on the bones as they knit back together. His wasted 
farm will then sil up and gaze about. This part of the 
regeneration requires 2 rounds and during that time it either 
the mask or the pendant are farced back upon him he will 
return to death. Within this time the corpse will only have 1/ 3 of 
its hit points and will be AC 10. He will sit for 2 more rounds, 
while his nesh rejoins 'and swells out with the apparent vigar 
of the living. During this time the creature will be AC 5, possess 
2/ 3 of his total hit points and attack at 'II strength if he must. 
Within this period the mask and pendant must both be forced 
back on the vampire, and then he is allowed to save versus 
spells to resist the mask's effects. When he is whole again he 
will attack. 

Tloques-popalocas (AC 0; HD 8+3; HP 45; #AT 1; D: 5-1 Oor 7-12 
with battle axe) may assume the form of a bot at wilt or turn 
invisible, but may not become gaseous or charm much like 
an eastern world vampire. His gaze can act as a hotd person 
spell for 1-4 rounds, and his touch causes fear. He can 
summon from 2-12 bats (AC 6; HD '4; HP 1; #AT 1; D: 1; theywill 
confuse and obscure an opponent's vision creating a -2 "to 
hit" their master) with a 10'1> chance that 1-4 arevampire bats 
(AC 6; HD 'II; HP 3; #AT 1; D: 1-2 bite +1 per round when 
attached; vampire bats will drain up to 6 paints) . Tloques can 
only be hit by +1 weapons ar better and he regenerates 3 hit 
paints per round. He will attempt to reach his axe and fight 
with it in hand. He will not pursue neeing grave robbers from 
his tomb immediately, but will seek to regain his bearings in 
the world of the living for several days. He can always trace 
the aura of his treasure to the thieves later. 

Tloques-popolocas is a blood-drinker and will attempt to 
subdue opponents, if not vastly outnumbered, so as to assure 
himself a constant supply of blood. He does not drain blood 
in the normal vampire manner, but must first drain it into a 
receptacle and then drink it. He is thus not a typical vampire, 
gaining his powers through his allegiance to lotz. He does 
not possess the ability to drain energy levels either, but in 
other ways conforms to vampire statistics. He will be turned at 
-2 while in this room and will defend himself if attacked while 
turned. He may not cross running water 

Scattered around the neck and through the ribcage are 
many green beads shaped like spheres, cylinders, tri­
lobed beads, floral buds, open flowers, pumpkins , 
melons and a snake's head. Draped over the ribcage is 
a breastptate made of loops of tubular green stones 
interspersed with bone dividers. Aboulthe wrists are wide 
green bead bracelets. On the middle finger of each 
hand are green carved rings, one in the form of a man 
holding the moon and the other as a puma ready to 
strike. Pressed into the fingers of each hand is a bead, a 
green cube in the right hand and a spherical agate in 
the leff hand. At the teet of the skeleton lie two more 
beads, apparently of glazed clay, one fitted with nawer­
shaped plugs in both ends, the other seemingly a pearl 
1" in diameter. Laying in among the hip bones is a 6" tall 
statue of a faceless man with large painted ears. 

The mask is made of jade chips amxed to stucco and Is worth 
250 g.p. The diadem is constructed of opals and jade discs, 
while the hair ornaments are of obsidian and pipestone, 
totalling 300 and 200 g.p . respectively. The earplugs are also 
of jade and are worth 75 g.p. each. The jade pendant of lotz, 
worth 77 g.p., may be acknowledged by his agents as a pass. 
The large while bead from between the jaws is polished onyx 
worth 175 g.p. The various shaped beads are worth a total of 
372 g.p . and there are 156 beads. The breastplate of jade and 
bone will bring 640 g.p . and will provide AC 6 to the chest. 
The bracelets are really bracers 01 proleclton vs normal 
mtsslles. The two rings are magical also: one Is a ring 01 fire 
reststance and the ather is a rtng 01 proteclton, +1, The jade 



and agate beads in his hands are warth 270 g.p. and 160 
g .p ., and were perhaps symbols at rank ar magic elements. 
The large pea~ is ac tually constructed of two holl/es of 
mother-of-peo~ fiNed and glued together, and is worth 32 g .p . 
The bead with the two floral ;>Iugs contains the dried remains 
of a potion ollnvlslbiltly. The statue of a faceless man also 
has a plug at the boNom and is well sealed. It holds 4 fluid 
ounces of a potion 01 sweelwat ... 

Within 2-5 weeks aner this tomb has been broken into, every 
violator of the tomb will receive a visit from either Tloques· 
popo locas or some other agent of l otz seeking retribution. 
Thus the curse of the tomb. 

8. COURSES of the GODS: 

This apartment is wet and the walls are covered with a 
slimy. white buildup. There is about an inch and a half of 
water and mud blanketing the noor. Within the room are 
many overturned pedestals and pieces of broken 
statuary lie on the noor, partially buried in the mud. Only 
one pedestal in the northwest corner remains standing. 
On it sits a small. metall ic. three-sided pyramid. Over­
head in the shadow-draped ceiling are inlaid colored 
files depicting a starTY sky and forming strange paNerns 
in the oreas above the pedestals. OppOSite the en­
trance to th is room is another door. 

Upon approaching the other door, a dark. wet mass 
clinging to the wall above the d oor will come into sight. 
Upon c loser inspection. it appears to be green in color. 

The small pyramid IS made of SllI/er and worth 3 g.p. It 
represents the god of the moon and lightning. Apocatequil 
(A-po-ka·lo·-kel) . The other fa llen statuary was made of 
stucco and depicted other Olman goas. These include: a 
coyole, a crab-headed and an all igator-headed god , a 
feathered warrior, and a jaguar. The mass over the doorway 
is a large colony of algae. though it c losely resem bles green 
slime. Fire will have liN Ie effect on it, because the algae is 
oOling wei and fi re does not burn with much effect in the 
presence of the poisonous gas filling th is level. ANempts to 
dislodge the pseudo-green slime wi ll result in it dropping 
slippery sections on the players. The walls of this room are 
heavily coated with lime and will cause 1 point of damage for 
each round skin touches them. 

9. Slone Slatue 

Th is hallway seems to be coated with the same slime 
found elsewhere and the floor of the passage is covered 
with a layer of mUd. Through this muck a steady stream 
of water trickles north. The stucco on the walls is sloking 
o tt and there o re SiNer slime frocks c rissc ro ssing the walls 
and ceiling . Ahead , in the darkness. they glow tOintly. 

Along the east wall olthe passage stands a 12' tall stone 
statue ol amon olitfiMed in native finery and holding a 
narrow stone tray in his raised arms. His eyes appear to 
be block gemslones; the light one droops Oul of its 
soc.ke!. D01ancing on the sweating c heek. Behind the 
left ShOl lJder c an be seen the hilt of a weapon, mo st 
likely a sword The nose, toreheod and tray of the statue 
are chipped and scratched. 

SHOW THE PLAYERS ILLUSTRATION ~2 . The eyes olthe statue are 
polished obsidian warth 2 g.p . each. The sword is mode of 
laminated WOOd, inset with jagged teeth at obsidian (+1, +4 
'IS gas spores; Int 3) The sword Wi ll come free easily, if any 
character pulls it uo and out. However. to reach the sword or 
the eye gems, a charocler will have to climb up the statue 
and stand on the troy. If more than 100·' (1.000 g.p.) of weight 
or pres~l.Jre ore applied to the troy. the slotue will overbalance 
and topple Into the hall causing 2-12 paints of damage to 
those caught under it. Once the statue has fallen it will reveal 
a narrow passage hidden behind it , 4' above the Hocr. 
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10. Secret Passage: 

Water beads collect upon the walls of this narrow 
passage and the nooring is cold and damp. A low 
ceiling, only 5' tall , further cramps this avenue and 
limits activity. 

The northem entrance to thIS passage is concealed as a 
block of stone mounted on a central pivot. This secret door 
has been wedged open by accumulated debris. The westem 
entrance, hidden by the statue, will appear to be a blank wall 
from within the passage. This portal may only be opened from 
the inside by releasing a concealed catch at the intersection 
of the wall and ceiling. 

11 . The COURT of CEMANAHUAC (So-mon·o'·wok: place entirely 
sunounded by water) : 

The doors to this room are made of bronze and are 
tinted blue with oxidation. A short hall ending in steps 
down, leads to the central chamber. This chamber is 
flooded with a brackish water. The pool seems to be 
about 2' deep and covers the entire noor. A central hall, 
flanked by nanow a isles, is formed by two rows of 
massive square columns. The walls ore coated with 
slime and there are vile glowing lines etched across 
them. From what can be seen of the chamber's walls, 
the stone appears to be crudely worked. Two conoded 
bronze braziers stand thigh deep in the brackish wafer. 
Towards the middle of the room two broken urns, 
apparently once about 4' toll, huddle in the water. In the 
darkness on the eastern wall appears to be a growth of 
some sort which gleams as vi ley as the slime trai ls. 
burning with a greenish hue. 

The water covering the floor IS 2' deep In most places. but the 
side aisles and the northernmost 10' section at the floor form 
a moot, now 12' deep, on three sides. Characters not probing 
ahead will be unable to detect its presence unfil it is too late. 
Any who slip into the moat chance drowning. 

Drowning Rules: 
The base chance of a character drowning is 5%. This chance 
is decreased ilthe charac ter's dexterity is 15 or greater, by -5%. 
For every point the character is injured and fo r every 5 , (50 
g .p .) of weight canied the chance increases by +1 %. The 
armor wom by the character may also increase a character's 
chance of drowning, +10% for ring, spl int or chain mail, and 
+20% for plate moil. lithe percenlfte rolf is equal to or less than 
the adjusted chance for d rowning the character will sink 
below the surtoce and take 1-6 paints of damage per round 
submerged (minus the constitution bonus of the character 
for the first 3 rounds submerged only) . In order to reach the 
surlace, the character may lighten his or her load and must 
then roll greater than his or her new c hance of drowning. 

The wa lls are heavily coated with lime and this makes the 
water brackish. Any character who stands in this water tor 
more than 3 turns will have the soaked portions of his o r her 
c lothing begin to rat away. The boNom is slippery and 
characters must check for slipping (a roll of 4 or less on 2d6; 
+1 if dexterity is 15 or greater) . Movement speed is ha lved in 
the water. 
The phosphorescent glow on the eastern wal l is actual ly 
Tecuziztecotl (To-ku'-sez·to·kaht'-I; "The Lord of Snails"), a 
giant slug that can c ling to walls or ceiling (AC 8; HD 6; HP 29; 
" AT 3; D: 1·8 bite and 2-5/ 2-5 sloshing tentacles. like c atfish 
whiskers). It can not grasp things with its tentacles; they act 
rather a s long whips. The slug may only bite at targets directly 
in front of it. Macks on the slug ore at -2 from the damage 
rolled. due to its rubbery skin. When the creature is reduced to 
''7 its hit paints, it will begin to toke normal damage. It also 
spits a slimy and irritating acid up to 60', which causes 1-4 
po ints of damage each round it touches nesh. The acid will 
a lso couse a swelling and loss of feeling to all exposed Hesh 



In 3 rounds, making arms and legs stiffer and causing -1 "to 
hit" and making AC worse by 1 place. This swelling will lost tor 
3-6 turns. The acid can be easily washed off. Finally, the slug 
will crush anything that falls beneath its muscular foot for 2-8 
paints of damage per round. 

Tecuziztecatl is highly intelligent and quite the booster. In 
ancient lore it was considered to be related to the moon, a 
tact of which it is qu~e proud. During combat the slug will 
detail, in Olman, what it has in store for the parily and how 
hopeless their situation is. If it begins to lose the combat and 
is reduced to % hit paints, the slug will either "surrende( and 
offer bargaining agree to lead the parily, or else it will flee and 
conceal ~self in the moot. If the parily agrees to be led, the 
slug will lead them to the moot and will stretch its body across 
the moot, making it appear to be solid ground. Those 
tallowing the slug without taking precautions will plunge Into 
the moot and will be stunned for 1 round, aner which they 
must swim out (see drowning rules) . The slug will lead the 
parily to the Tomb of Hurokan and instruct them to open the 
door. Once the door is open, Tecuziztecatl will flee from the 
parily and hide in the bottom of the moot. The slug is sensitive 
to fire attacks and will toke +2 paints at damage from such 
attacks. It also dislikes salt on its skin, taking 1-4 points of 
damage per round, and will attempt to wash ~ off. 

A. Alcoves: 

Just inside the southern doorway to the len and right 
are two small alcoves. These small anterooms 
contain o ld fountains, crocked and crusted with a 
white chalky substance. The fountain on the east is 
drained and empty. There appears to be on amount 
at rubbish littering the floor. The fountain in the 
western alcove still holds some green scummy water, 
in which something moves. 

Both of the fountains are coked wlfh lime and the one to 
the east has a small amount of concentrated lime 
solution in the bottom of it (2 paints of damage per round 
at contact with skin until wiped off) . It looks like cloudy 
water. This some fountain has a small amulet lying 
beneath the coked lime on the bottom. The amulet is 
mode of brass and chrysoprase, worth 65 g.p ., and 
belonged to the "Lord at Snails". It is possible to use the 
amulet as a bargaining point with the giant slug, which 
will be only too happy to accept it in return for free 
passage to the Tomb of Hurakan. ln the southeast corner 
of the eastern foyer a litter of rots are nesting in the rubble. 
The rots (AC 7; HD %; HP 1; #AT 1; 0 : 1) are plague ridden, 
save vs poison or become infected from their b~e. If the 
infected character is not cured by the start of the 4th turn, 
the wound will begin to swell and become pus-filled and 
the choracter will become delirious; 1 turn later the 
choracter will die. The rots ore hidden in their lair. The 
anteroom to the west is empty, but the fountain is filled with 
algae and some bullfrogs are raising a brood ottadpoles 
in the water. Water beetles supply them wifh toad. 

12. The Tomb of Hurakan (G-ra'-kan' god of the flood) ' 

A. This passageway is slim&-covered and a stream of 
water trickles away from the door. There is condensa­
tion on the walls, door and ceiling, which drips on the 
parily. A quiet sound at dripping and splashing 
echoes in the corridor. This door is tightly sealed and 
appears to be warped outward or wedged shut. The 
doors hinges are mounted on this side. 

The door is diflicu~ to open, resu~ing in -1 to any and all 
attempts to open it. This diflicu~ is due to the tact that the 
room behind the door is entirely filled w~h water, which has 
bowed and ,,(edged the door. Those listening at the door will 
hear a slight splashing and gurgling, if they hear anything at 
all. Opening the door will release a wave of water which will 
wash the parily down the passage they have come. At each 
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corner, there is a 2 in 6 chance of catching hold and 
stopping oneselt. If a character Is washed all the way to the 
Court of Cemanahuac, he or she will be swept into the moot 
and must check for drowning w~h a +10" chance. Thosewho 
do not sink will be stunned tor 2 rounds. If precautions are 
token to maintain their position in the hall when the wall of 
water comes crashing out, the parily will suffer only 0-3 paints 
of damage and will be stunned for 2 rounds. Objects carried 
in hand will be dropped 80" of the time. Weapons lost will 
remain in the hallway, but lighter objects will be swept into the 
moot of the court 

B. This hall is strewn with mud and flotsam. Water gathers 
in the center at the corridor and flows west to a 
closed door. The passage ends in a set at double 
doors on the east. The doors are heavy, bronz&­
bound wood, each with a handle and a keyhole. In 
the shadow at the western end a stone block has 
shined out at place. 

Opening the door to the Tomb of Hurakan will reveal a small 
chamber with stairs leading up out of it. A pool at water fills 
the entire chamber and across the room only the top 3" aflhe 
door lintel may be discerned. The door may only be opened 
from this side by applying leverage, not by bashing ~ . 

13. CHILD OF ZOTZILAHA (Zotz-e-Ia'-ha: bot-god at the under- , 
WOrld) : 

Approaching this room, a taint melodious voice can be 
heard singing. The voice seems temale and sweet, but ~ 
is diflicuH to tell whether ~ is someone singing or the 
echoing at dripping water in a great cavern. 

Characters may look around the corner or peer through a 
keyhole to see what is in the room. USE ILLUSTRATION #3. 

The room is I~ by a strange son light Which illumines a 
section at sandy beach. Beyond the beach Is a pool of 
water framed by a crystal cavern. The light seems to flow 
from everywhere, the pool and walls glistening with a son 
moonlight. But the most arresting thing in the room is the 
singer. Sitting on the beach in front oflhe crystalline pool 
is a beautiful nude woman. She is young and slim, with 
long golden hair and pole white skin. Her flesh seems to 
radiate a son siivery light and her hair is a golden 
aureole. She is singing a strange melody in on 
unrecognizable language. On the shore by her side is a 
showl, white as the froth of waves, apparently cost aside 
in languor. Aner finishing her song, she slips into the 
water in a long arching dive. 

The parily may not Wish to spy on the room and Just enter ~. 
If the parily bursts into the room, there will be a surprised 
squeal and a splash 

On&-half of this room is filled with a pool at phosphores­
cent water, ted by a stream tram a southern corridor. 
On the tor side at the pool is a set at doors carved with a 
sun symbol. The apartment is tloored with a white sand 
and broken rock and the walls are taceted with 
crystalized minerals. On the beach rests a bit at white 
tluff in the shope at a shawl. little can be seen in the 
water save a tew tronds at seaweed, nor is the bottom 
visible. Abruptly. a golden head breaks the water and 
a silvery laugh is heard. 

This creature IS a nereid (AC 10, HD 4; HP 18; #AT 0, D. ml), a 
being of pure water (see the monster section in the bock of 
this module) . She is on agent ofCamazotz. the undead god. 
Though she is chaotic evil, she possesses on insidious and 
clever mind. hidden beneath her alien beauty and seeming 
naivete. She will retreat from close combat and conceal 
herseil in the water. Out of the water she will assume the form 
of a beautiful woman. However, in the water she is 95" 
undetectable, and then only as a golden mantling at angel 
seaweed, tor she is virtually transparent therein. 



Men are particular1y vulnerable to this creature, for her naked 
form is pOison to all men, and those looking at her will find 
themseives incapable of causing her harm. Her actions will 
appear to men as casuat nirtations. Male characters' only 
possible means of offense is to cast a charm monster upon 
this lovely. Men could sit and watch her antics all day, they 
are so graceful and enticing. Males have been known to 
attempt to pursue the nereid and seek her embrace. This, 
however, can meet with disastrous resuns for though her kiss 
brings sweet bliss it may also bring a watery doom. Each time 
a kiss is forced from a nereid, (for she is loath to give them) the 
character must save versus breath weapons at ~2 or drown 
instantly. If the character succeeds, he will experience the 
ultimate in pleasure; but if he fails , then his lungs will take fire, 
his throat will seize up, and a greyness will overtake his senses 
as the end comes. 

The nereid's only physical attack is her spittle which may blind 
its target for 2-12 rounds, anhough this venom may be 
washed away. The spittle has a range of 20' and a roll "to hit" 
must be made to determine if the target is blinded. A blinded 
victim will attack at -4, and AC and saves are reduced by -4. 

The nereid, being a creature from the elemental plane of 
water, has some control over the water in the pool in which 
she lairs. She can make the waters heave in great waves 
which will slow movemenlto ... of normal, or cause the pool to 
bail and froth, increasing the chance of drowning by +10% 
(consun drowning rules for room #11). Waves may be made 
to crash against the walls with such a roaring that those 
characters who do not muffle their ears will be deafened for 
3-24 rounds. No communication is possible during the time a 
character is deafened. Lastly, the nereid may form watery 
shapes which may be no more then pleasant entertainment 
or may become a substantial defense. The latter takes the 
farm of a watery serpent or fist which strikes as a 4 hit dice 
monster and innicts 1-4 paints of damage when it hits. Misses 
will strike as a wave of water but cause no damage. Only 1 
such attack may be made each round. 

The nereid's greatest weakness lies in her showl, for it contains 
her soul. If the shawl is destroyed shewill dissoive into formless 
water. If a character seizes the shawl, he or she will find 
that they can understand and control the creature. Posses­
sion of the nereid's shawl will permit the holder to command 
her, though she responds mare out of fear than desire and 
will not inform the par1y of their hold over her. She will not 
attock if a character holds her shawl, though she might 
chum up the water to slow movement. The nereid will attempt 
to coerce the holder into giving ~ back. She may even reveal 
the location of her treasure in the pool, but will not infarm the 
par1y of the presence of her pet, an eel. If the shawl is tossed 
to her, the nereid will pull it beneath the waters and laughingly 
take up the attack. 

Mer spying on the intruders, the nereid will causethewaterto 
rise up like a great serpent, hoping to trick the par1y into 
believing there is a water weird in the pool. This watery form 
strikes far 1-4 paints of damage. If the par1y cannot be 
frightened away and they insist on sullying her pool, she will 
attempt to lure the males into the pool while blinding the 
females with her spittle. If this ploy fails, her last resort is to 
summon Chac her pet electric eel (AC 9; H02;HP 10;#AT 1;0 : 
1-3 bite), which may use an electric jolt once per hour, The jolt 
causes 3-24 paints of damage to the par1y if w~hin 5' of the 
eel, 2-16 if between 5' and 10' of Chac and only 1-8 if within 
10' to 15' of the eet. The eel will take normal damage from 
thrusting weapons, and onty IS damage from slashing 
weapons, as the water will denect the blow. 

When summoning her pet the nereid will rise up and call out 
Chac's name loudly. Then the waters will begin to heave and 
boil and the watery form of a man with an elephantine head, 
wearing an elaborate headdress and holding a trident will 
rise up out oflhewaters. The nereid is, of course, manipulating 
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the water and Chac, her pet electric eel will rise near the 
surtace and strike when the watery "god" levels its trident at a 
character. The eel will not be affected by the shawi and may 
attack on its own. The nereid may aid her pet by catching a 
swimming characte~s tegs and pulling them under, if she rolls 
a successful "to hij" score vs AC 6, stunning the character for 
1 round. The nereid may not leave her pool, and if away from 
the water for more than 1 tum, she will begin to lose 1 hit point 
per round. 

Movement in the water tor the par1y is IS normal speed and 
attempts to swim the pool should check far drowning (see 
room #11), The pool is 12' deep toward the north side, but 
quickly rises to 4'-5' deep around the edges. At the deepest 
part of the pool is a grotto hidden behind a bed of kelp. In this 
cave are 6 golden statuettes worth 85 g.p. each and a 
golden mask worth 170 g.p . Also lying in the cache are two 
crystal scroll cases, worth 20 g.p . apiece, though water has 
destroyed the scrolls in them, and a siiver idol, value 17 g.p., 
which is really a bottte holding a poIIon ollreasure finding, 
and a pair of bronze bracers 01 delense, AC 5_ 

14. Flooded Half: 

Half of this corridar is nooded. The water is waist deep 
and cold, A set of stairs rise up out of the water on the 
eastern leg and the corridar ends in a set of bronze 
doors. 

The noar of the water-covered portion is qu~e Slippery, +1 to 
the chances of slipping, thus a roll of 5 or less on 2d6 
indicates a fall . There are keyholes in both sets of doars but 
the doors are unlocked. 

15 The Great Hall: 

This hallway is 20' wide and has piles of rubble and 
debris scattered along its length. These walls are 
covered with frescoes. The north wall depicts a nation 
questing far a new tand; their trials oflhe journey include 
crossing treacherous mountains, sailing over storm 
tossed seas, and the guidance of the gods in their 
battles to keep their homeland free from invasions. In the 
center of this wall is painted a pyramid with a temple 
atop it and the sun shining over the new land. The 
southern wall has scenes of a batlle between red 
skinned natives, and black skinned invaders. There are 
double bronze doors in the eastern end of this wall . 
Halfway down the hall is an archway carved with twining 
serpents. Beyond it the corridor continues on Into 
shadow. 

SHOW THE PLAYERS ILLUSTRATION #4. Actually the end of the 
hall comes 5' affer the arch. The wall is a clever1y painted 
mural designed to give the illusion of depth and reality. If 
characters attempt to go in this direction they will walk 
straight into the wall . To either side of the arch is a niche. If a 
character steps into erther niche they will trip a pressure plate 
that releases a set of horizontal bars closing off the archway, 
and trapping the interloper. The painting of the sun 
conceals a secret door. Opening this secret exit will also 
couse the bars to retract and reset. 

16. Secret Door: 

This corridar ends in a bas relief of a spear and shield 
armed warrior. The shield rests on the noor and bears a 
peculiar pattern, like a sundial, and a warning in Olman 
script. 

The message on the shield says, "Tum back!" Experimenta­
tion will show that the sundial marker, which leans to the right 
will move. By pushing the indicator to the len the shield will 
pivot and the exit will be open. From the south side, In the 
great hall, the secret doar, which looks like the sun may be 
opened by pressing on the sun. The passage is 8' above the 
noar of the great hall. 



1 7. Hall of !he Great Spirits: 

This corridor is high and decorated with sculptures 
mounted on the walls. There ore two corridors branching 
off tram this main hall; a narrow one to the east, and 
another to the west. The statuary that adams the walls 
consists af four sculpted heads of animals. Oppasitethe 
eastern passage is the stylized head of a coyote, while 
opposing the western haltway is the head of a grinning 
bear, also stylized. Near the south edge of this hall is a 
head of a bison mounted on the east wall. The last 
sculpture is at the north end of this corridor, on the west 
wall. Here is what appears to be the head of an eagle, 
with its beak open. Something shines in the eagle's 
beak. The statuary is 6' above the noor and around 2Y.- 3' 
in size. 

SHOW THE PLAYERS ILLUSTRATION #5. Wedged in the throat of 
the eagte's head is an intricately craffed, golden ring. To 
remove the ring a character must either reach into the mouth 
or aHemptto push the ring out by another means. Disturbing 
the ring will cause the beak to snap shut. Whatever was 
inserted into the mouth will be pinned, and the hinge of the 
mechanism will jam. This hinge may be loosened w~h oil or 
the beak may be broken off by striking ~ three times with a 
blunt weapon, rolling versus AC 4 to hit solidly. Arms or 
hands caught in the beak will be bruised by these blows, 
causing the character to fight and defend at -1 cumulative 
(-5 maximum) for each blow to the statue, whether solid or 
not. The duration of this impairment equals 1 turn for every 
blow struck. 

The ring is the size of a bracelet and was either a ring, earring 
or other piece of stone giant jewelry. The ring contains rock 
magic, and appears to have a value of 1,250 g.p. When this 
ring is worn it gives the wearer the power of the ring in a 
magical touch and also makes the new owner immune to 
that touch. The first three times this ring is used it will turn flesh 
to stone as the spell. If this power is used against stone 
creatures (including clay golems, stone giants , earth 
elementals and creatures with a statue spell cast on them) 
the being saves at +2 and if successful, the ring will turn the 
wearer to stone, no save allowed. Each time this power is 
used the ring will decrease 200 g .p. in value. Aner the three 
initial charges are used, the ring becomes a ring 01 stone 
shape (15 cubic feet) . Each time this mode is used, the ring 
will devalue by 50 g.p. When the value olthe ring is reduced to 
zero the ring becomes lead and is valueless. 

ollhe Ancestors: 

At the end of the corridor, deep in shadows, human 
fi ures appear to be noatin in the air above the noor. 

The figures noating in the air are actually withered corpses set 
upright on a ledge 2' above the noor on either wall of this 
passage like an ancient morgue. SHOW THE PLAYERS 
ILLUSTRATION #6. Once the lead character in the party 
reaches the midWay point in this corridor, the 15 zombies will 
animate and aHack (AC 8; HD 2; HP9; #AT2; 0 : 1-2j 1-2claws). 
These zombies are dried and stiff and will only aHack with their 
ragged claws. They may not be dispelled until they are 
animated. Aner all combat with the zombies is finished, each 
character who took damage tram the monsters must save 
versus poison once. Failure to save indicates that the wounds 
are infected, causing -1 on to hit and damage in all future 
combat until cured, and the wounds will heal at haff normal 
rate. Intection begins 1 turn affer combat. 

19. Stiver Colfer: 

At the end of this corridor is a small alcove holding a 3' 
tall stone pedestal on which rests a small silver coffer. 
This nook is reached by a step up and then a 15' walk to 
the hollow, the noor of which is raised 2'. 

SHOW THE PLAYERS ILLUSTRATION #7. The noor of this nook is 
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part of a trap. When more than 100# (1 ,000 g .p.) of weight is 
placed on the raised noor olthe alcove it will sink and the trap 
will be closed in 1 segment. This effect will not occur if the 
weight on the slab before the niche is greater than that in the 
alcove. As the noor sinks 2', the 15' slab of the passage noor 
will begin to raise up like a drawbridge, sealing the room. 
Those in the alcove will notice the sinking, but by then itwill be 
too late; those on the slab will roll down the sloping stone 
toward the alcove. The box is unlocked, but it is latched, so 
the lid will not swing open unless the characters touch the 
box. 

Inside this silver coffer is a strange coppery figurine, 
narrow, with fins, somewhat fishlike. WriHen on the side of 
this figurine are strange runes. Etched near the slimmer 
end is a small arched square panel. 

The runes are In a scnpt Similar to Gray Elven and spell out the 
name "II-NEDRAW'. Den fingers will be able to open the small 
panel, revealing a hollow with a wall of lighted colared 
beads. Touching any of the beads will cause the lid of the 
statueHe to close. Affer a few seconds, the figure will rise into 
the air and start to ffy about the alcove, hovering sometimes 
and avoiding being touched by characters or missiles. Once 
an exit is available the craff will ffy tram the party and move 
randomly through the ruins, stopping at doors and pausing 
for a turn. The coffer is silver, and weighs 15# (150 g.p.) and is 
worth 100 g .p . due to its fine workmanship. The copper figure 
is worth 50 g .p. and weighs 10# (100 g.p.) . This Hoating 
statuette serves no purpose and is more or less a false lead. 

20. SPIRIT GUARD of AYOCUAN (A-y6-kwan') 

A massive bronze door forms the entrance to this grand 
chamber. This apartment is filled with rubble and 
broken, lifesize statuary. In ranks, half fallen, is an armyof 
clay statues in whot must hove once been an impressive 
array. First there are spearmen, perhaps twenty of them, 
oulliHed only in scraps at leather now. At their feet lay 
obsidian spearheads and bits of roHed wood shans. 
Behind these are archers, in scaHered formation. Few 
remain standing. Their arrows are long gone, but they 
hold laminated bows, dried and wormeaten. Further 
into the room are figures of men with war-clubs and 
hand axes, wearing scraps of ochrE>-lacquered leather, 
sandals and caps. Beyond all of this at the back of the 
chamber are a group of statues that must have been an 
honor guard. They are standing about a domed 
structure. These warriors wear feathered robes and 
headdresses and are armed with piHed bronze spears. 
Each of these figures wears a breastplate of threaded 
shells. The stuccoed dome has no apparent openings. 

In an east wing olthis room are three large, carved stone 
stelae and the remains of a sedan or IiHer with statues of 
aHendants standing in harness. About a dozen clay 
women of court, bedecked in feathers and shell jewelry, 
stand in aHendance. 

In the curtained portion of the liner are the skeletal remains 
at a human, his arms are shackled to an arm olthe sedan. In 
his ribcage may be tound three arrowheads. Behind the 
middle stela is another bronze door barred shut with a piHed 
copper bar so that it may not be opened tram the outside. 
Mixed throughout the broken clay and at the base of the 
statues are beads at coral and shells worth 1 C.p. each. There 
are a total of 4BOO beads, worth a total of 24 g .p. 

The stuccoed dome is a cairn. II is a weak construction and 
may be broken into in 4 rounds by 2 characters working 
together. Inside are six sets of bones and 6 jade bead 
pectorals, worth 43 g.p. each. In a dusty corner is an amulet 
of silver and turquoise. This is an amulet 01 protection versus 
tumtng (see below). In the center olthe noor oflhis cairn is a 
bronze and chrysoprase lamp set into the slucco, worth 14 
g .p . lining this lamp will open a hidden door in the noor 



releasing Ayacuan from the compartment in which he has 
been trapped. Ayacuan is a wight (AC 5; HD 4+3; HP 29; #AT 1; 
D: 1-4 plus energy drain of one level per tOUCh). Magical or 
silvered weapons are needed to combat Ayocuan, and he is 
immune to sleep, charm, hold and cold spells. He wears an 
amulet 01 protection from tum lng, which prevenls clerics 
from luming evil ar undead, until it is deslroyed or removed. 
Every tum that iI functions the amulel will glow a vile green. 

A. This is a bronze door and il will not open from the aulside 
because it is barred inside the roam. 

21 . stone Block: 

A lorge block of stone obstructs the corridor here. It does 
not seem to have been a part of the original construc­
lion, for its composition is more sandy Ihan Ihose stones 
which make up Ihe walls ot these ruins. Furthermore, 
there ore gaps to the sides and between the stone and 
the cei ling ot an inch or more which indicate that it has 
not been set with the other stones. 

This block was placed by the ancient architects to block 
access into the lower chambers and deter grave-robbers. It 
slid down the sloping passage to the north. That passage 
has several rollers built into Ihe noor to aid in its positioning. 
The block may be pushed back up the rollers with a com­
bined strength of 45, or moved out onto bore stone noor with 
a total strength ot 50. Note that ilthe block is pushed up the 
rollers it will roll back next round to block the corridor if not 
braked with a large object. 

22. CHAMBER of the NACEHUAl (Na-so'-wal: " the achieved 
ones") : 

All the doors into this lozenge-shaped room are made ot 
heavy bronze. There are entrances on the north, south 
and east walls. In the middle ot this long apartment are 
two stone divans, each with a human figure stretched 
out upon it. Between the divans is a low stone table 
holding a nask and two goblets made at crystal. There 
are two sideboards against the walls. The figures on the 
couches are a male and female, each about middle­
aged and pertectly preserved. They are very still , dust 
covered , and apparently dead. Their bodies are 
covered with dry, crackling snakeskin . The temale 
wears a silvery bracelet and holds what looks to be an 
ivory wand. The male has an amulet of bronze resting on 
his chest, inset with a red stone ot considerable size. In 
the baHom of the crystal nask is a quantily ot silvery dust. 
On the western wall are scribed colortul glyphs, barely 
translatable from Olman as, "Beware ... many-eyed 
'god' (7) will bring/ rain a fiery end/ death". 

Mixing the powder in the nask with a liquid will create a potion 
01 dreadful sleep, I! the potion is drunk the taster will sleep for 
5,000 years, or until the potion's enects are neutralized (i.e .. 
neutralize polson) . The two bodies are monks in suspended 
animation . The male, Cipactonal (5e-pak'-tOn-al) (AC 5; 
level 7; HP ;gJ; #AT 3/ 2; D: 3-9 open hand) and the temale, 
Oxomoco (Oks-o'-me-ko) (AC 4; level 8; HP 34; #AT 3/ 2; D: 2-
12 open hand) have used the potion once held in the nask to 
increase their ability to feign death, As with the spell lelgn 
death, these two are aware ot their environment and what 
goes on about them. I! the monks are disturbed, they will 
instantly awaken, stand, and Oxomoca will say, first in Olman 
and then in on ancient dialect ot Common, ''You have 
broken/ interrupted our long/ glorious . end/ sleep; for 
this you must pay/ repent". The two will then assume fighting 
stances. I! the monks are not aHacked, weapons are not 
drawn and drawn weapons are sheathed, the two will 
demand payment of 500 g.p . or one magic item ot value as 
torteitu·re. Iflhe two monks are not paid ar iflhe party aHempts 
to harm them while they lie on the couches the monks will 
aHack in return. I! questioned about the ruins, they know 
nothing to tell , save the message concerning the rain ot fire, 
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tor their sleep has been long indeed. They will not leave their 
chambers. 

The ivory "wand" is actually a tolded tan worth 62 g.p. and the 
bracelet is platinum and worth 230 g.p. Cipactonal's amulet 
is non-magical and made at electrum and garnet, worth 100 
g.p. 

23. Triangular Pillar: 

Ahead ot the party in the corridor, a taint nickering light 
becomes visible. The light is moving down the hallway 
away from the party and spuHers and wavers just out of 
the characters' perceptions. 

The bobbing IIghlis a will-o-wisp (AC -8; HD 9; HP 42; #AT 1; D: 2-
16; immune to all spells except protection from evil, maze, 
and magic missile) . "will aHem plio lure the party into a trap 
where it may then feed on their deaths. The wil~o-wisp wilt lead 
parties coming from the west to the "Sandbox", #24. Parties 
from the north, who will already be tamiliarwith the wil~o-wisp, 
will be led towards the "Silver Coffef', #19. 

Approaching from the south, the party will encounter a 
pit obstructing their path and beyond th is a triangular 
block or pillar fills the corridofs end. The pil is about 10' 
deep and contains several human skeletons . The 
triangular pillar's apex pOints towards the pit and 
scratches an the noor and ceiling scribe short arcs to 
either side oflhis pillar. The passage does natappearto 
continue an, though the light source which has been 
preceding the party is not to be seen. 

I! the pil is searched, nothing will be tound, but bones. The 
pillar may be pivoted to either the len or right, which will open 
a narrow passage, 1 W wide. A character who removes his or 
her gear may just slip through. 

A. Walking down the the corridar from the north, the hallway 
abruptly ends at a blank stone wall. 

I! the wall is hammered on, iI will sound solid. However, 
careful examination ot the noor or ceiling will disclose 
scratches which scribe a short arc from one corner to the 
other. By pushing on one side of the dead end the 
triangular pillar will pivot as noted above. 

24. Sandbox: 

As the party walks down this narrow passage they will 
hear a click and then a crash as a copper-bound door 
comes roaring down in front ot the party, blocking the 
way! To the rear another door will crash down! 

For 3 segments nothing will happen and the characters may 
investigate the doors. These barriers are made of heavy 
timbers, bound with capper and are a toot thick. 

Aner a moment ot silence, there will come the sound of 
stone slowty grating on stone. Rows ot 8 slots will open 
near the ceiling in both walls. Some dust will trickle from 
each. 

Characters may now examine the holes just opened, each 
about the size ot a fist, or they may continue to work on a 
door. Again a few segments will pass. 

All at once there will come a cracking and rushing 
sound and golden sand will start to pour rapidly through 
the holes. The noor will swiftly be covered by the sand. 
A globe of light will slip through the beams ot one door. 
" moves to hover near the ceiling twinkling cheertully. 

The globe ot light is the wil~o-wisp from #23, further south in 
this corridor. "will bob about neor the ceiling, hoping to feed 
off the party's agonies. The 'wisp will not aHack unless the 
characters are about to make their escape or if aHacked by 
the party. Aner the first damage is innicted on the 'wisp, iI will 
nee. 

The hallway will fill wilh sand In 10 rounds, suffocallng anyone 



still trapped inside. Only through quick action can the party 
hope to escape. Two characters may chop through one of 
the doors in a few rounds by striking with heavy bladed 
weapons. Each time a blow is struck which would innict 4 or 
more paints of damage, 1 structural point of damage is done 
to the door. Each door has 7 structural paints. Or a door may 
be liffed with a combined strength of 50, provided some type 
at handhold is made. Once a door has been raised ~ will not 
close completely again as sand will now beneath it and 
wedge it open. There are various effects on characters as 
sand fills the hall. 

Round 
1-3 

Effect 
Characters must check each round to see if 
they stip (4 or less on 2d6). There is also 1 
chance in 8 per round of a character choking 
on the dust in the air and being incapable at 
any action that round. Aner the 3rd round one 
choracter must scoop sand away from the 
door in order to work on the door. 

4-5 All movement is considered encumbered and 
all blows will be at -1 to M and to damage. 

6-7 Characters must save vs petrification or 
become trapped in the sand . Once en­
trapped in the sand another save vs petrifica­
tion must be made the next round to break 
free . All blows will be at -2 to hit and to 
damage. 

8-9 Choracters must save as above, but once 
trapped they may not free themselves. There 
is a 50% chance at suffocation per round, 
+10% each additional round, which will cause 
1-8 paints of damage. All blows are at-3to hit 
damage. 

10 All characters take damage from suffocation 
as above. There is no chance of striking or 
movement. Good-bye. 

Saving throws may be ignored it the characters take specific 
actions to prevent themselves from becoming stuck, such as 
removing excess weight or distributing their weight evenly on 
the sand to prevent sinking. 

25. The NEST of the WARRIORS: 

A bitter reek assails the senses as this door is opened. 
Inside, amid a pile of rubbish, offal, and bracken ghostly 
lanterns move about the floor. Closer observation 
resolves the lanterns into beetles. There seem to be 
around a dozen of these beetles in the room, each 
about 3' in length. They do not appear to take notice of 
the party or its light. From the largest pile oftrash, where 
the major~ of the beetles are, come glints at something 
shiny. 

This is a nest of 13 fire beetles (AC 4; HD 1 +2; HP 7; #AT 1; D: 2-8 
bite) . These beetles are blind, lackingthetwo glowing glands 
behind their eyes which is normal for this species, their 
abdomens generate light . They will be basically non­
aggressive unless their nest is threatened. Any sudden noise 
will bring a beetle or two to investigate. They will examine 
strange objects they encounter w~h their feelers and it it is 
edible they will b~e it. Other beetles will cluster to the sound of 
their comrade fighting. Characters may attempt to move 
Silently across the room, with a base 5% chance for non-thief 
classes. If a diversion is created, add +50% to the scores 
needed. The shining objects in the nest are odd pieces of 
metal PQlished rocks, broken crystat, 3 turquoise, worth 50 
g.p. each and a +1 dagger, pitted and rusted.lflhe dagger is 
used there is 1 chance in 20 that it will break in each combat. 
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KEY TO THE FIRST TIER 

26. Ramp: 

Here is a ramp sloping down from the north to the south. Set in 
the noor at2' intervals are stone cylinders which appear to be 
some sort of roller. 

27. Statrs: 

In the middle of this night of stairs is a pressure plate which 
releases a millstone, concealed in the wall atthe top oflhese 
steps, to send it rolling down the stairs. For tournament play 
this trap will wo rk automatically. Otherwise , the trap is 
triggered 3 times out of 8. To dodge the millstone a saving 
throw versus petrification must be made. If the characters 
react quickly, they may save at +2 by hugging the walls. 
Failure to save results in one of the following: 

1-4: 1-8 points of damage 
5: Backpack and contents are smashed and destroyed. 
6: Pack and contents are torn away, but recoverable. 

There is a 50% chance that a character will drop whatever 
items are held in his or her hands. All items dropped or torn 
away will bounce to the bottom of the stairs. The stone will 
crash into the doors of room #25, breaking them open. From 
that room will come 2-12 beelles looking for a fight. 

28. The ARC of NANAHUATCIN (Na-na-wa '-tsen : The "Pimply 
One"): 

Here is a spacious vaulted hallway, much weathered 
and cracked from the wages of time. The walls are 
charred and scored. About the noor are several stone 
statues at baboon-like creatures, chipped and tipped 
over. The remains of a tew once Irving "baboons", 
partially eaten, lie nearby, fungus covering their 
mouldering corpses. As the hall is further penetrated, it is 
discerned that this was once a processional hall. Little 
remains to identify its past purpose except a carving of a 
silver sun with a sin ale eye etched in the worn floor. 

Characters may take precautions at this point, for the beast 
that lairs here will not attack until the party sights it from 
haltway down the corridor. 

Ahead, something spherical noats in the air at about 
chest height. As the range shortens the spheroid may be 
seen to have a central eye and about a dozen tentacles 
growing out of its top; each growth beors a white sphere 
with a black pupil at its tip. 



The sphere is Nanahuatcin - the "sun", a gas spore (AC 9; 
HD -; HP 1; #AT 1; D: rhizome infestation - upon cantact the 
gos spore will die and unless the victim receives a cure 
disease within 24 hours he or she will die sprouting 2-8 gas 
spores), though the party may believe it to be a beholder If 
the gas spore takes even 1 point of damage it will explode, 
causing 6-36 pOints of damage ta everyone in a 20' radius 
(save vs wands for half damage). Any character infested by 
the gas spore will be incapable of fighting or defending him 
or herself and may only move with the aid of other characters. 
Near the center of the room is a sack made of fishskin 
containing 7 siiver pellets about the size of sling bullets and 
worth about 10 s.p. each. 

29. The Tomb of Pelata (Pa-Io'-ta) : 

Approaching a bend in the passage faint line drawings 
may be discerned on the walls depicting men playing a 
game with a ball and stane goals. Also illustrated is the 
death of some of the players by priestly knife. Where the 
corridor bends there is a copstone in the noor, filling the 
corner for 10 square feet. The stone is gray and dust 
covered. Above this capstone in the southern woll is 
a l ' diameter niche, S' above the noor and hemi­
spherical in shape. 

Etched into the slab are several glyphs abscured by a layer 
of dust. These glyphs translate as: "Dare not open this pit 
unless you be willing to meet the challenge of the game." 
Beneath the stone covering is a pit filled with the skeletal 
remains of the losers olthe game of pelota. To open the tomb 
requires the application of leverage and a strength tatal of at 
least 25 pOints. 

Atop the bones rests a glistening black ball, about a foot in 
diameter, and several figurines and a plaque of jade. 

The ball was used in the game pelota and is made of rubber 
wound araund a balsa core. The jade figurines represent 
nowers and the plaque depicts two men, with padding on 
their arms and hips, bouncing a ball between them. There are 
other jade figurines in the pile of bones depicting bare­
breasted women and a sun-god in a feathered rObe. There 
are 7 figures in all, worth 10 g.p. each. Buried beneath the 
skeletons is a chalice of beaten gold, inset with 6 amethysts, 
worth 120 g.p. and weighing a tenth of that. If anyolthe items 
are removed from this pit a curse will fall upon their bearer in 
5-10 rounds. The curse causes blindness (save vs magiC 
applicable) and the victim will remain blind until cure 
blindness or remove curse are used to remedy it. 

The ball is cool to the touch and made of some res ilient 
black material wrapped around and around. As the ball 
is picked up, it will suddenly jerk free and rebound from 
the wall. 

The ball selt-animates for the purpose of challenging the 
violators of this tomb to a game of pelota. The ball (AC 7; HD-; 
#AT 1; D: stun 0-2 rounds (if it strikes the head, 1 chance in 10) 
or bruise for 0,0,1 or 2 pOints (roll on d4» will attack the party 
by bouncing off the wall and striking the choracters. The ball 
will always M. This ball will take no damage from blows struck 
by the party, but will bounce off the south wall of this hall, 
which will cause the circular nook to glow orange briefly. 
After the ball has bounced off the goal wall twice from blows 
struck by the characters and the goal has lit up twice, the 
ball will break off the attack and the game will begin. 

The purpose of this game for the players is to hit or kick the 
ball inta the goal above the pit while preventing the ball from 
reaching its goal at the narthern end of the hall. The south 
goal is the party's goal, and the north goal, 140' down the 
corridor, is the ball's goal. Both goals ore lit by orange rings of 
light around their lip. The ball will move first, and then each 
member of the party may attempt to run up to the ball and 
strike it. 
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The ball moves in increments of 5' ( y," ). It will move 2-8 
increments each round. If the boll is ignored it will only move 
1-4 increments and the distant sound of a drum dirge will be 
faintly heard. The ball may bounce off any characters in the 
way innicting damage. (Note: the ball will bounce off walls to 
stay out olthe pit.) The ball may bounce itself into its own goal 
SO'!. of the time if within the last 5' of the carridor 

The party has a chance to hit the ball if they pursue it. A 
successful blow to hit AC 7 will send the ball south 15' per 
blow. If a character tries to grab hold of the ball, it will strike 
him or her and free itself. When within 5' of the opened pit a 
character must roll to see if he or she slips and falls in (a roll of 
4 or less on 2d6). Any character who falls inta the pit will be 
unable to strike a blow for 2 rounds. In order for a choracterto 
knock the ball into the party's goal, he or she must intorm the 
DM that he or she is trying to, and roll "to hit" at -2. 

Once the ball is knocked into a goal it will stick there and be 
impossible to remove without destroying the ball. If the ball 
scores ijs own goal, 6 bans will be fired at the party, hitting on 
an 8 or better and causing 2-5 pOints of damage each. If the 
party scores a goal, there will be the sound of triumphant 
drums and then silence. The goal at the northern end af the 
corridor will continue to glow orange. If the party investigates 
they will find that a cubicle has opened at the back of this 
goal. Within the nook is a fishskin pouch. The pouch contains 
13 pink peans, worth 15 g.p. apiece, a topaz ;md shell 
necklace, worth 47 g.p., and a whistle made of on eagle's 
bone with feather decoration. The whistle will g"e the power 
of short bursts of night at a speed of 18" for as long as the 
whistle is blown. The whistle may be blown 3 times a day and 
the maximum length af one night is 3 rounds. 

30. The GUARDIAN BEAST: 

This roam is decorated in a cat motif. The entire 
southeastern wall is carved to resemble the snarling 
face of a hollow-eyed tiger In the center of the room is a 
stuffed tiger, posed as if on the prowl. The left ear has 
been torn off in a jagged pattern. Also in the middle of 
the room stands a statue of a tiger-headed man of dark 
complexion holding a spear. Placed about the room in 
varying poses are several stuffed domestic cats. These 
house cats are represented sitting, stalking, pouncing 
and one is begging, pawing the air One of these cats in 
the center of the room has been knocked over and 
chewed on; its stuffing is falling out. On the walls are 
several lion and leopard skins, tiger heads and a cat-a­
nine-tails. In the northwest corner of this chamber a large 
calendar stone is mounted on the wall over a stone 
table or anar 

The statue of the cat-man is carved of stone and depicts 
a tall man with two extra sets of nipples. He seems to be 
wearing a tiger-faced mask and is clad only in a loin 
clout. Across the left side of his chest is a jogged scor 
and his chest is sunken and bony. The spear is stone­
haned, but bears a siivery spearhead. 

SHOW THE PLAYERS ILLUSTRATION #8. This statue is a were­
jaguar (i.e .. weretiger, AC 3; HD 4+1; HP 21 ; #AT 3; D: 1-3/ 1-3 
claws and 1-8 bite; siiver or +1 or beffer magical weapons 
are needed to hit him) with a permanent statue spell cast 
upon him. To all observation this werejaguar appears to be 
made of stone, but he can see, feel and hear all that takes 
place about him. If the altar is molested or the room's 
contents abused the werejaguarwill seize the first opportunity 
when the party's backs are turned to attock with surprise. He 
can become nesh in 1/ 6 of a segment and will then transform 
into his cat shape, dropping his spear His first choice of 
targets will always be the weakest of the party. If the were­
jaguar is reduced to 4 or fewer hit paints, or if he is killed, he will 
revert to his human form and his nesh will harden and 
become stone again. When changing back to a statue, the 
werejaguar need never make a system shock roll. 



The werejaguar's heart has been remaved by magical 
surgery and is hidden in the head af the stuffed tiger (note 
the similar scars on man and tiger) . The cat-man may thus 
take damage and even "die" , but unless his heart is 
destroyed he will be rebarn again whole in one day's time. He 
has been placed here to eternally guard the gateway. If the 
lycanthrope's heart, (AC 10; HP 2) is destroyed, the creature 
will instantly die and his nesh turn to dust. This figure should be 
treated as a stone creature far purposes af the ring of stone 
shape found further in the ruins. 

A secret door is concealed in the mouth of the wall carving; 
the catch to open it is hidden in the hollow of the right eye. All 
of the items hanging on the wall , skins, heads and others are 
actually realistically painted stucco sculptures. In the belly of 
the stuffed tiger are 1,050 g .p. 

31 . Calendar Stone: 

The calendar, a great wheel of stone, is carved from 
limestone. In the center of the calendar is a symbol of 
the sun surrounded with various sigils depicting seasons 
of the year. The stone is 10' across and is mounted 5' 
above the noor over a stone oltar. On the anar rests a 
ceremonial dagger of nint and the jade statue of a cat. 
At the foot olthe altar is a stuffed cat, posed as if begging 
or attempting to catch something in the air. 

THIS IS DEPICTED ON THE DM'S SCREEN FOR THIS MODULE. The 
dagger on the table is a sacrificial knffe, also magical in 
nature +1 vs Iycanthropes. The jade statue of a cat is worth 
200 g.p. and weighs 45# (450 g .p .) . In the tail of the stuffed 
begging cat is a scroll of protection YS felines_ The calendar 
stone covers a secret passage to a hidden tomb. In arderto 
open this massive door the sun symbol must be struck two or 
more times. The calendar stone will then swing to one side on 
a huge set of hinges. 

32. The Portal 10 Deoth: 

Behind the calendar stone is a long, narrow, unused 
tunnel, cylindrical in shape. The passage is barely 4' in 
diameter and the walls are carved wffh a profusion of 
ancient and weird glyphs - apotropaic sigils, ad­
monishing, cautioning and cursing the trespasser. The 
noor of the tunnel is slick with a molten, glassy glaze. 
The passage slonts down and away from its concealed 
entrance. 

These narrows open out 2' above the noor of a corridor 
running north and south. Three sets of doors are visible 
which open off this hall, one at either end of the hallway 
and one at midpoint across the corridor. In front of this 
central door the noor is sunk and glazed. This door is 
sealed with a one foot diameter golden seal. 

The door to the right is barred and the figure of a bear 
holding a black, vitreous disk of obsidian is set in its face. 
The lintel of the door is carved to represent entwined 
serpents. 

The door is not locked, only barred, but will not open because 
it is a false door. When the door is pushed against three 
"arms" will spnng out from the lintel and pin the character 
attempting to open the door against it. None caught in the 
trap may free themselves and only an unconfined character 
may attempt to free the victims. A total of 30 strength paints 
are needed to pry back each "arm" taking 1 round to move 
each band; clothing and gear straps may be slit to allow the 
victim to squirm free in 2 rounds. However, holf a round after 
the victim is trapped the caver to a 1 0'x1 0' wide pit, 15' deep, 
will start to drop open. The pit below is lined with spikes. The 
cover will have fully opened in 1'h rounds, at which point, the 
bands will swiftly sprin g away, releasing the victims to 
plummet inlo the pit. Those who fall into the pit will take 1-8 
paints of damage. The spikes are hard rubber wrapped 
around balsa wood, placed only for artist ic effect. 
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The door to the leN has a groove worn in the noor 
marl<ing a path cut by the passage of counlless feet of 
the past. Upon the bronze door is a symbol of two circles 
joined (the symbol of infinity). The door is not latched, 
but seems stuck. 

The sign of infinity is the symbol of the dua~god, the supreme 
god, the god of creation. This door is wedged shut and 
attempts to open it are made at -1 . When the door is finally 
bashed open if will swing open suddenly, dumping the gate· 
crasher into a 5' deep cubicle. This area acts as a one-way 
teleport into the Great Hall, #15, through the painted mural of 
the continuing corridor 

The glazed stone in front of the middle door is mened to 
farm the imprint of two monstrous taloned, four-toed 
claws. To either side on the lintel of the door are 
barely discernible scratches, and brown stains stipple 
the wall and noor. To open this door if appears that the 
golden seal must be broken. A final warning, depicting a 
creature of name and death, and ancient glyphs are 
scnbed on the seal. 

The message on the seal is written in Olmon and translates as: 
"Beware! Beyond this door is death!" Once the seal is broken 
it may not be used to reseal the doors. The seal is worth 270 
g .p. 

When the doors are pushed open five crossbows, set in the 
ceiling of the room, will automatically fire. Two are aimed 
towards each wing of the door and the last is aimed down the 
center. The crossbows need to roll an 8 or better to hit the 
party, causing 2-5 paints of damage. 

33. ANCIENT TAMOACHAN: The Tomb of Tlacaelel - (To-me­
a '-chan' "the home sought after" ; Tla-ka-al'al) ' 

Beyond the door is a chamber containing a model ofa 
city or nation fenced off from the entrance by a pillared 
porch. On the porch are clay statues of 20 guards 
holding bronze-headed spears. The face of each statue 
is different as if they were modelled from different 
subjects. The walls are decorated with brightly colored 
frescoes depicting a royal court all in ceremonial garb 
and a king arrayed with his magnificent armies. 

The central chamber holds a tarnished copper raft, 
crafted to resemble a dragon, bearing a copper coffin. 
The raft is anoat on a sea of silver-white monen metal fed 
by several rivers which lace the noor of this room and 
wend their way across painted plains from beneath the 
room's walls. Upon that sea small copper barges and 
carrocks embark on journeys up the rivers, put to port, 
and then sail back down to the gleaming sea. Stepped 
pyramid-temples nse skyward in mute paean to the 
gods of ancient Olman; a royal complex sprawls across 
verdant fields and the more modest courtyards and 
ringed marl<etplaces dot this miniature countryside. 
However, there is a mar on this spectacle, for several 
of the models have been smashed and melted as if 
beneath monstrous feet. 

SHOW THE PLAYERS IllUSTRATION #9. The first character to 
cross the porch and pass the pillars will activate a spell-trap 
the pillars contain. An amber wall of name will spring up 
between the character and the rest of the party. This fire is the 
druidical spell wall of Hre, cast at the 5fh level. The name will 
be hot on bath sides and characters within 5' of the wall of 
Hre will sweat profusely. However, only the side facing the 
entrance will innict any damage: 2-8 paints to those within 5' 
of the name and 1-4 for anyone within 10' of the fire. Passing 
through the wall of fire from the west (the inside of the room) , 
will not cause the character any damage if he or she does 
not linger. 

Within the copper coffin is a doppleganger (AC 5; HD 4; HP 25; 
HAT 1; D: 1-12 with a swordlike appendage; surpnse on 1-4) 



which will ooze out of the coffin through a hole in its wall away 
from the entrance once the firewall is activated. It will assume 
the form of the character trapped in the room and attack him 
or her. If it should succeed in slaying the choracter before the 
firewall falls, then it will break open the coffin and hide the 
bady in it. The duration of the wall of fire is 5 rounds, but it will 
reactivate for 10 rounds if others enter the chamber after it is 
first extinguished. The doppleganger is unfamiliorwith the rest 
of the ruins but will try to act like the character it has killed until 
discovered. If the doppleganger is forced to fight the party it 
will assume the shape of a creature of mo~en metal which 
seems to burn . This shape is passessed of two huge taloned 
feet . The fire is just an illusion and can nat burn. 

There is a chil l in the room like a brisk winter morning. The river 
too, appears to be cool, but if any are foolish enough to 
place their hand or a burnable object into the silvery metal, 
they will quickly discover that it does burn. The ftuid will cause 
1-3 points o f damage and incapacitate the member 
submerged. If any of this Huid is carried out of this room in 
improperty sealed containers, it will evaporate in 1 turn. The 
ships and coffin Hoating on the liquid will be hot to the touch 
and couse 1-4 paints af damage. 

Three of the pyramid-temples, fastened fa the Hoor, conceal 
treasure hordes. The top of each temple is hinged like a chest 
and the catch is released by pressing down on the a~or­
block. These chests hold lorge heaps of coin necklaces, 360 
silver coins pierced and threaded on gut worth a total of18 
g.p., and other assorted valuables. 

Chesf #1: Th is chest is jammed shut and must be broken 
open. It ho lds 10 coin necklaces, 6 pairs of jade 
earplugs, worth 15 g.p. a set, an alabaster stcrtuette, 
worth 50 g.p., and on agate ring valued at 5 gp. 

Chesf #2: This chest is trapped so that hands thrust into the 
treasure are held in the chest while 6 mechanical 
needles ore slowly extended from the sides of the 
chest in 1 round. The needles may be broken off, or 
a character may attempt to free him or herseff with 
his or her bend bars percentage. If the needles 
pierce the hands the character must save vs 
poison at -2 ar take 1>-36 paints of damage. If the 
character saves the damage will be half normal. 
Delirium will set in on any character who is pricked 
by the needles, under the influence of which 
characters will tremble, stare blindly, gibber, and 
occasionally retch, being generally incapable of 
defending themselves for 7-12 days. This chest 
holds 9 coin necklaces, 8 bracelets of beads 
valued at 4-10 g.p. apiece, 4 small figurines of 
jade and coral, worth 12-34 g.p. each, and 3 rings 
carved of jade and a labaster, 9-12 g.p. each. 

Chesf #3: Pressing the catch of this chest will spray a 5' long 
stream of an unknown Huid on all in front of the 
pyramid. The Huid is merely pertumed oil and has 
no effect. However, when the chest is opened l ' 
long darts will fire from the front and rear sides of the 
temple impaling any character standing before 
them on a roll of 6 or better on a d20, causing 2-8 
paints of damage. This chest holds 11 coin 
necklaces, 15 bracelets of obsidian, bronze and 
shell, 4-10 g.p . each, and two piles of gems, 
tourmalines, spinels, and topazes, 60 gems worth 5 
g.p. each, upon 2 silver platters worth 14 g.p. 
apiece. 

Upon the porch are glazed clay pots and urns, sealed with 
wax, holding scented Oils and pertumes - there are 20 worth 
10-20 g.p. each and weighing about 10-20# (100-200 g.p.) 
apiece. Several royal granaries in the modelled city are stone 
bins holding aromatic woods a nd spices (cinnamon , 
nutmeg, vanilla , q uince , chichono, sandalwood and 
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pepper) . The total is worth 250 g.p. and fills 8 bins (a total 
volume equal to 600 g.p.) . 

Within the coffin are the bones of Tlacaelel, for the dapple­
ganger has eaten the nesh. However, tossed about the 
interior are the ornaments once worn by the corpse. There is a 
stone box, 2 jade bracelets, worth 20 g.p. apiece, and an 
alabaster statuette of Coatlicue (KO-a-tle -ku), the serpent­
skirted, worth 27 g.p. The stone chest is worth 75 g.p. and holds 
5 small figurines carved of caral, worth 20-40 g.p . each, a 
large jade thumb ring, worth 6 g.p . and 8 ceramic minicrture 
nasks of pertumes and essences, worth 6 g.p. apiece. 

Cradled in the crook of the bones of the right arm is a baton 
of granite. The baton is a scroll case with a clevertyfashioned 
plug that is hard to discern. W~hin the case is a piece offaded 
parchment. This scrap bears the clerical spell, stone fell, 
written in astrological symbols of the Olman but discernible 
to a cleric. Upon the skull is a ferret-faced, feathered mask -
a mask af disguise, By placing this mask first on the face of 
the person intended to be impersonated and then on one's 
own face and speaking the power word inscribed on the 
forehead of the mask, it will duplicate the formers fecrtures on 
the latter for a duration of 4-16 + 4 turns. Nearty human faces, 
such as demi-humans, which cause the face to be stretched 
into inhuman molds, will only last for I> duration 

A. In an alcove to the north is a stone seat on which a 
shriveled figure huddles. About its feet are scattered 
various trinkets. Upon examination the figure will be 
discerned to be that of a preserved young adoles­
cent male, whose heart has been cut out. 

This figure IS a guesa, a young boy chosen at birth to be 
sacrificed to the sun upon coming of age. The ~ems at ~s 
feet include a silver handmaiden statuette, dressed in 
feathers, worth 35 g.p . The doll will oct as an iI~luck stone, 
should any choose to toke it, causing all saves to be made at 
-3. There is a miniature gold llama, worth 15 g.p., and a ring of 
polished pink granite, worth 10 g.p. The lost object is a silver 
plaque bearing the face of the sun valued at 13 g.p. 

34. Guardians Bar the Way: 

This passage leads west towards a set of double bronze 
doors bearing the engraved face of the jaguar god. 
Both walls are carved to represent two lines of warriors in 
profile, holding hatchet-headed polearms, facing the 
western doors. These figures are painted with lifelike 
colors: vivid reds, blacks, whites, greens and yellows. 

SHOW THE PLAYERS ILLUSTRATION #10. At the midpoint of thiS 
corridor is a pressure plate which will trigger two of the carved 
warriors to pivot out from thewalls in front affhe party, crossing 
their metal halberds to bar the way to the doors. These 
poleaxes will be armed with an electrical charge once they 
touch each other. The electric charge will inftict 2-8 paints of 
damage each time they are touched. Furthermore, they will 
cause a form of paralyzation if grabbed, a muscle rigor, and 
the character will not be able to let go, unless a save vs 
paralyzation is mode; 1-4 additional paints of damage will be 
token each round. Possible ways to circumvenffhe trap are to 
use large amounts of water to short out the system, or to 
separate the poleaxes in some way without touching them. 
There is just barely enough room to crawl under the crossed 
polearms; no damage will be taken if the character rolls 
equal to or less than his or her dexterity score on a d20. 

35. XIPE'S AUDIENCE CHAMBER (Kse-po')' 

When the door is opened a rush of warm, fetid air greets 
the party. The roam is lit with a sanguine glow. On the 
wall opposite the door are tacked several obviously 
human skins. A cat-o-nine-tails hangs beside them. To 
the west the room widens ta accommodate a statue 
that towers almost to the ceiling. The statue is an ogrish 
figure, outfitted in nayed skins and many skulls, with a 



gaping mouth wide enough to swallow a horse whole, 
seated atop a huge basin of red hot cools. The ring of 
cools surrounding the figure is over 10' wide. Before this 
statue is a pile of splintered bones, skulls with crocked 
pates, and broken weapons. Beside it all lies a stuffed 
panther. To the east the walls are highly polished and 
partially enclose on intricately carved well . Beyond the 
well , mounted on the wall, is a blackened mirror with a 
richly ornamented frame. Above the well, in the 25' high 
ceiling, a 5' wide Hue can be discerned in the red light of 
the room. 

The statue represents Xlpe, "Our Lord of the Flayed Skins" and 
this chamber is the foyer to his lair overhead. He keeps the 
cools hot for roosting fresh meat and as on aijarto himself. If 
the party should approach the statue, the panther (AC 6; HD 
3+2; HP 17; #AT 3; 0 : 1-3/ 1-3 claws and 1-6 bite; if both claws hit 
then the rear claws may attock for 1-4/ 1-4) will stand and pod 
towards the party menacingly . and continue on post the 
characters . The panther has a mental block towards 
humans, this extends to demi-humans in port, and does not 
see them. If not attacked, the panther will toke to pacing in 
front of the door. If the party insists on attacking the cot, it will 
turn on any dem~humons or half-breeds in the party and 
attock them. If this is not possible, the bewildered panther will 
leap across the cools and toke refuge in the statue's mouth. 
All of the weapons in the pile are damaged and useless, 
though there is a +1 mace head with a broken han. 

The well holds liquid tight, a Huid light that clings like oil to a 
single surtace and in the presence of other light will eventually 
spread to cover the entire surtoce. In the event that a 
character falls into the well, the liquid light will cling to the skin 
and will eventually cover the eyes, nose and mouth. If this 
happens, the character will suffocate in 2 rounds unless the 
Huid is removed to allow breathing. The liquid light will grow 
to cover on additional 5% of the body every round. This 
substance can not be wiped or washed off. Immersing the 
character in water will couse the liquid light to retreat from the 
immersed regions, but it will later spread at a rate of 1 0% per 
round till it covers all of the body. In the dark the liquid light 
will not spread and a darkness spell will negate it. The mirror 
is nothing special. 

Anything tossed into this "Well of Wisdom" will cause Haming 
lights to roar upwards and a voice (in ogre) will make an 
inquiring speech. The voice belongs to Xipe, of course, and 
he is asking who it is and what they want. Nothing more will 
happen other than the inquiring voice, for Xipe will not be 
bothered to leave his lair in the ceiling to investigate. 

The hole in the ceiling is the entrance to Xipe's lair. lithe party 
should desire to climb through this hole they will quickly 
discover that the walls are too slick for climbing. A grapple 
may be tied to an arrow and the arrow shot up through the 
hole aiming at the hole as if to hit AC 7. This method will never 
fail to fasten the rope on something forXipe will grab it once it 
is fired through his front door. 

If a character decides to climb a rope up to the lair, Xipe will 
start to reel the person in when he or she has climbed halfway. 
The character may drop into the "Well of Wisdom" and take 
no immediate damage, other than being covered in the 
liquid light, or he or she may swing and drop onto the Hoor 
taking 1-4 paints of damage. Xipe will pull the character into 
his lair in 1 round. 

Xipe is a very young ogre mage (AC 4; HD 5+2; HP 28; #AT 1; 
0 : 1-10), only 400 years old. He is capable of pertorming the 
following feats of magic: darkness, 10' radius; flare, a Hash 
that blinds for 1-3 rounds; regenerate 1 hrt point per round; 
and sleet: as an ice storm it obscures viSion, causes 1 ~ 2 
points of damage for those within its 30' X 30' area of effect 
and makes everything slippery, -2 to chance of slipping (slip 
on a 6 or less on 2d6) . Xipe has a great bellow which shakes 
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the room and is treated as a fear spell (save at +2 vs spells) . 

Xipe's treasure includes a wooden cylinder that holds a 
clerical scroll of defect magic. Also, therein are piles of 
rich cat furs, worth 50-100 g.p. each. There are 3-12 furs , and 3 
will fill a pack. Two leather bags beneath the furs hold 1000 
silver pieces. Lastly, an ivory cube about l ' tall stands on on 
ornamental table. The cube is intricately carved and is 
actually a trick box. First fwo plugs on either side of the cube 
must be pushed in and then the center of the cube will slide 
out of a frame of the other four sides. This inner box opens like 
a chest and within it is a parchment packet. holding 3 
pinches of dusf of appearance, and also a silver and 
aquamarine necklace worth 1.250 g.p. The ivory cube is worth 
284 g.p. 

36. APARTMENT of the DUST of AGES' 

The Hoor of this room is covered with a layer of fine grey 
dust or ash. 3 inches deep. Across the room, oppOSite 
the entrance. is another set of double doors. There are 
fwo alcoves to the len and right. but these appear to be 
empty. On small ledges in each corner of the room are 
pieces of what appear to be broken pottery. As the party 
enters the room their feet will stir dustmotes into the air 
and little eddies will swirl through these clouds. 

From the ash a dusty phantom will form in front at the 
party. assuming the shape of a woman. Her face is 
forlorn and it almost seems that tears form runnels in the 
dust that molds her features. She will throw up her hands 
in despair and rush into one olthe alcoves to disappear. 
Next. the phantasms of fwo mighty warriors will form and 
move to block the door opposite. Their countenances 
are fierce. 

If the party should approach. these fwo phantoms will raise 
their toothy swords threateningly. But they can cause no 
harm. for they are just images of the long dead past. Other 
shadows will form from the dust. shapes of priests. sages and 
mourning young women. Movement through any of these 
forms will disrupt them. The room is empty; the pottery 
fragments once formed statues and urns in which the ash 
that now covers the Hoor was held. 

37. BED of XILONEN (KseH5n'-an) ' 

In the center of this room is a withered tree, that looks like 
a leaHess willow. rooted in a stepped depression. The 
bottom of this hollow is filled with brackish, oily water, 
only a few inches deep. Across the room. beyond the 
dead tree, is another door. Around the sides olthe room 
is a 5' wide ledge encircling the tree. The walls of this 
room are beaded with condensation. 

SHOW THE PLAYERS ILLUSTRATION #11 . This "tree" is a semi­
sentient. gigontic variety of polyP. similar to a sea anemone, 
once worshipped as Xilonen, the hairy mother goddess of 
corn. The polyp (AC 6; HD 7; HP 31 ; .#AT 2-8; 0: 1-2 per tentacle 
and save vs paralyzation at +2; spines do 1-4 paints if a 
character is dragged across them) is very hungry. Once it has 
paralyzed a victim it will draw him or her into its mouth which is 
concealed among the nest of flailing tentacles and 
protected by sharp spines. in 2 rounds. At anyone time only 3 
tentacles may be employed against a single choracter; the 
polyp has 24 such tentacles. A character which is swallowed 
by the "mother-goddess" will be beyond recovery in 5 
rounds. 

Xilonen can not be killed from damage inHicted on its 
tentacles. it will only take damage from ottacks directed at its 
trunk. Each tentacle can take 4 points of damage before 
being severed. Severed tentacles will regenerate in 2-12 days. 
To reach Xilonen's trunk characters must wade through the 
slimy water. If a character attacks while standing in the water 
he or she must check for slipping at -1 (stip on a 5 or less on 
2d6) . Fire attocks on Xilonen add +2 to each die of damage. 



Within the polyp's gut are 12 pieces of blue jasper, cut and 
polished and valued at 50 g.p. each. There is also a silve/)' 
rod , actually a copper-nickel alloy, which detects as 
magical. This is a rod of electrification; it strikes as a mace 
and causes 2-5 paints of damage. This uses a charge. This 
rod has a resilient block handle (rubber), and will discharge 
eve/)' time the metal end is brought into contact with wet nesh 
or metal. For safety, the rod should be insulated with cloth or 
lur when carried, but players should not be told this. This rod 
has 17 charges left, and it may be recharged. To recharge it 
the rod must be stuck in the 'eorth, handle first, and a lightning 
boll fired at it. The rod will receive 1 charge for each die of 
damage the lightning boll does. 

38. Barred PH: 

The walls o f this passage glow a morbid magenta which 
slowly diftuses limning the corridor with the ghostly hue. 
After 15' the noor drops away to a pit which fills the 
hallway ahead. The pit is 25' deep and spide/)' white 
plants grow across its bottom. Five feet beyond the lip of 
the pit is a bronze bar, set level with the noor and 
embedded in the walls to either side. Further out overthe 
pit may be seen other bronze bars, set at 5' intervals, 
bridging the pit tram left to right. On the Hoar by the edge 
01 the pit is a pile 01 rotting wooden planks. 

A choracter may attempt to cross this pit by leaping tram one 
bor to the next. There are a total of 8 bars. For a character to 
successtully cross the pit he or she must roll his or her dexterity 
or less 2 times on a 3d6. II the character should stop to regain 
balance on any bar in the pit. he or she must save vs his 
dexterity one additional time. II a characterlails to save, he or 
she will loll into the pit. II tokes 2 rounds to cross the pit. Bars 
#3 and #6 ore corroded through and will break 1 chance in 4 
each time weight is placed on them. 

The plants in the pit are large bushes with dew-covered, pole 
yellow blossoms. These bushes ore carnivorous thorn­
slingers. They will attack any moving targets on the bors 
above the pit by slinging thorns at them. The plants attock as 
1-1 hit die monsters firing 2-8 thorns per melee round. Each 
thorn causes 1 point 01 damage and a 5% non-cumulative 
chance 01 causing the character to lall. A character will take 
2-5 paints 01 damage tram the fall . II a character falls into the 
pit a sundew blossom will move to intercept the figure. The 
dew on the blossoms is actually a strong adhesive which will 
hold any character with less than a 13 strength immobile. 
Characters with strengths greater than or equal to 13 can 
break tree in 1-4 rounds. Digestive juices on the surtace olthe 
Hower cause 1-3 paints of damage per round. The plants ore 
AC 10 and have a total of 35 HP. These plants will not catch 
fire, but Home will couse normal damage. Open Home will be 
extinguished after 1 round and oil will only bum for 2 rounds. 

39. CHAMBER of the SECOND SUN' 

This huge chamber is 30' tall with mighty butressing and 
a vaulted ceiling. However, ports of the ceiling and walls 
have collapsed, and through a gaping hole in the north 
wall row earth may be seen. Crushed beneath a fallen 
block in the center of the room are the remains of what 
appears to have once been human. Elsewhere are the 
chewed and decoyed corpses of some baboon-like 
creatures. Through a hole in the northern corner at the 
ceiling daylight and tresh air filter in. Above, through this 
gap can be seen 4 blue-faced baboon-like creatures. 
They will scream their trustration at the party, and as they 
do dirt will begin to slide down the bonks and rocks in 
the walls will shin slightly. 

There is no poison gas in this room or in any of the upper 
levels, for the gas escapes out the hole in the ceiling of this 
room. Loud· noises (such as explosions, shouting and 
fighting) will couse minor cave-ins, inHicting 1-4 points of 
damage to all in the room with worse than AC 3. II the party 
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should attempt to climb out here, they will discover that the 
dirt embankments will only hold 50# (500 g.p.) of weight. 
More than 50# will couse lurther collapse, bu/)'ing the c limber 
and innicting 3-12 paints of damage. 

Lying hidden beneath rubble in the center o f the room is on 
immature amphisbaena (AC 3; HD 4; HP 20; #AT 2; D: 1-3/ 1-3 
bite and save vs poison at -2; impervious to all cold based 
attacks) , a giant, two-headed snake. This serpent will attack 
the party, as they move through the chamber. II will attack as 
if it were 2 snakes, concealing its central body in the rubble. 
Fighting in this room will necessitate combat on loose rubble 
and characters must check for slipping (a roll of 4 or less on 
2d6). lithe snake is slain the mandrills (AC 7; HD 1 +1; HP 6; #AT 
3; D: 1/ 1 claws, 1-4 bite) will leap down upon the party; they 
hod been waiting because of the serpent. 

The bones crushed beneath the fallen block belonged to two 
humans. This block may be moved by 2 characters with 
strengths o f 15 or better. There are 40 electrum pieces in a 
pouch 01 gut about the waist of one corpse. One of the 
humans once wore a brooch of bronze and green quartz in 
the shope of a lizard, worth 23 g.p. A silver and be/),I-emerald 
ring is worn on a bony finger, worth 42 g.p. There is a silve/)' 
dagger, actually made at a copper-nickel alloy, stuck in the 
left boot of the least mangled figure, worth 8 g.p. and a scroll 
case holding a map of the territo/), in' which these ruins are 
located. Finally, a c/),stal sphere, crocked in the catas!rophe, 
has rolled into the shadow of some nearby rubble. It is mode 
of polished quartz, 3 inches in diameter, and is worth 45 g p. 

A. Here are a set of double bronze doors in the north 
wall at the end of a corridor. Above them hangs a 
plaque inlaid with jade. The plaque depicts a two­
headed serpent, with one head where its tail should 
be. 

KEY TO THE SECOND TIER 
40. Dragon Breath: 

Walking up or down these stairs will trigger a trap. A stone 
statue of a dragon, hidden in a secret room at the top of the 
stairs, will roll forward to the head of the steps when the party 
reaches the middle of the night. Then the statue will just sit 
there. Proceeding lurther up or down the middle at the 
stairway will then trigger the dragon to open its mouth and 
breathe a gust of steam, 30' long. The steam causes 4-10 
2d4 +2) paints of damage to all caught within it, save vs 
breath weapons for Y, damage. The steam will make the stairS 
slippe/)'. The choracters must check to see if they slip on the 
wet stairs (a roll of 4 or less on 2d6) . Thereafter the statue will 
breathe eve/)' time the middle 5 steps are trod upon for a total 
of 4 times; after which it will retreat to its raom. The statue is 
connected to a hot water geyser in the bedrock. 

SHOW THE PLAYERS ILLUSTRATION #12. 
41 . Free Gold: 

At the western end of this corridor is a pile of yellow coins 
heaped on the noor. On top of the gold rests a jawless 
skull. In the right eye-socket a black spider has mode her 
home. Several bones are piled with the coins, and the 
hilt of a broken sword thrusts up tram the mass. There are 
about 200 coins in the pile. 

ThiS apparent pile of gold IS covered With a pole yellow dust. 
The entire pile of coins is actually yellow mold covered by on 
illusion, though the bones, spider and sword hilt are real. II 
any character touches the mold, its enzymes will couse 1-8 
paints of damage. There is a 50% chance ilthe mold is treated 
roughly that the colony will release a 10'X10'X10' c loud of 
spores, (save vs poison or die). if the spore cloud is ignited it 
will cause 2-8 points of damage for a 20' radius tram the burst 
and the spores will be destroyed. 

A. This secret door swings on a horizontal pivot in the middle 
olthe slab. By pushing in at either the tap or the bottom of 



this secret panel, the opposite end will swing outward. 
There will be enough space to crawl through into the 
secret passage beyond. In tront of the secret door there is 
a doric stain on the noor. 

B. The stone of this secret door is smoother than the 
surrounding wall as can be detected upon close 
examination. This door opens by stepping forcibly upon a 
cobblestone that is slightly raised tram the noor. The door 
has two facing panels which pivot inword when the door is 
opened. 

42. The CHAPEL ofKUKULKAN (Ku-kUI'-kan: The feathered serpent) : 

A. Beyond the secret door the passage turns to the leff. 
At the end of this narrow hall hangs an ornate mirror 
and in the eastern wall is a door. The door seems to 
be very heavy and there are many glyphs carved 
upon it. In the center ofthis door is carved an eagle 
killing a serpent. Two stone warriors dressed in loin 
clouts and wearing puma masks form the doorposts. 

USE ILLUSTRATION #13 TO DEPICT THE MIRROR. The first 
character to see the mirror at the end of this corridor must 
save vs petrification. Failure to save will resuff in the character 
believing that he or she is in deadly combat with a feathered 
warrior in the mirror. The DM should take care to isolate this 
character tram the rest of the party. The character will be 
fighting an imaginary opponent with his or her exact same 
statistics (AC, HP, etc.). The battle takes place only inthe mind 
of the enchanted character. All rolls to hit for both the 
character and the imaginary warrior are at -6 and damage is 
minimal, 1-2 paints. The character so enchanted can die in 
this combat. To the party it will appear that the enchanted 
c haracter is just standing there staring into the mirror. Treat the 
effects as a hotd person spell; if the character is disturbed, 
have him or her save vs spells to break the enchantment. The 
glyphs on the door tell a story in ancient Olman of a journey 
to find truth and light, of failing and imprisonment in the land 
of the dead. 

Beyond the door is a wide foyer leading into a circular 
room. On the south wall of this hall is a jade death mask 
fixed at c hest height. In the center of the chamber is a 
cross-shaped dais with a set of stairs leading up to it at 
each of the four ends. Between each arm olthis dais is a 
low shelf an which stand various small offerings: silver 
bracelets, earrings, neck collars, and anklets, piles of 
coral beads, and silver and jade statuettes. The set of 
stairs facing the entrance are carved with the heads of 
many Olman deities. The steps to the north are blood­
stained while the stairs to the east are hidden in shadow. 
The southern staircase seems very unusual as it changes 
colors in the light. Standing at the top of the northern 
steps is the statue of a warrior. In the center of the dais 
rises what appears to be transparent walls of crystal 
which enclose an oddly carved stela. 

The mask on the wall is the trigger to a trap. If the mask is 
moved four sets of bars will drop, encaging those charac­
ters within a 5'X10' area in front of the mask. A character 
may escape by destroying the bars or by rolling his or her 
bend barsllift gates percentage. The mask is worth 25 g .p . 

Coiled about the stela is a couatl in its ethereal state, invisible 
to normal sight (AC 5; HD 9; HP 33; #AT 2; D: 1-3 bite, 2-8 
constrict plus pOison, save at -2). The couatl is able to use the 
following spells: clerical - tight, light, curse, command, 
command; hold person, silence, 15', know alignment, 
dtspel magic, bestow curse; neutralize polson; magical -
magic missiles, magic missiles, shocking grasp, ven1rll­
oquism; web, wtzard lock; firebatl. It also has psionics (1 
attack, 2 defense modes, and 9 disciplines) , but will not use 
these powers unless attacked psianically. The couatl wears 
an amulet of weakening which will make all foes w~hin a 30' 
radius feel weak and ineffective, the closer a character gets 
to the amulet the weaker he or she will feel . 
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If any of the treasures on fhe shelf, worth a total of 450 g .p., are 
touched the couatl will cast a wizard lock on the door to the 
room and will then cast its ventriloquism and speak to the 
party in Common. "Intertopers, you have trespassed on this 
my sacred chapel. For this affront retribution has already 
begun, for you are now breathing a toxic gas which will kill 
you shortly. However, perhaps your actions were not tram 
malice or greed, but just idle curiosity. Therefore you will find 
the ant~oxin upon the stone in the middle of the dais, if you 
can solve the puzzle to reach it. Let Ihe brave lead the way, 
let Ihe sly cross the portal, and the wise ward off evil. Choose 
your path most carefully." 

II the party attempts to leave the room the couatl will be 
indignant. The couatl will cast its web spell across the door­
way to further hinder the partys escape and call them fools. II 
the party perSists in attempting to escape the couatl will 
attack, first with its low level spells, for it wants the characters 10 
pertorm the task, not to kill them. There is no poison gas in the 
room, but the effects of the amulet of weakness should 
convince the party that there is. As the characters get closer 
to the stone they will seem to feel their time running out as 
they weaken. 

To reach the "antitoxin" the fighter must first choose which 
staircase to lead the party up. II anybody butthe fighter in the 
party first tries to climb a set of stairs, or if anybody, including 
the fighter, tries to climb across the shelves, they will take 1-4 
paints of damage and be knocked back. The fighter may 
c hoose one of the following set of stairs: 
Northern stairs: These stairs are bloodstained. This is the right 
choice and the fighter may climb these stairs. However, as he 
reaches the top of these stairs the petrified warrior (AC 6; 
Level 4; HP 18; #AT 1; D: 1-6 spear) will become nesh and 
attack. Once this warrior is dispatched the party may 
continue on. 
Western stairs: These stairs are carved with the heads of gods. 
If any character attempts to climb rt the "heads will start to 
babble and the character will feel too weak to continue on 
and will srt down on the steps and not move. Only his or her 
companions may pull the character tram the stairs. 
Eastern stairs: This stairway is draped by shadows, and lights 
will not dispell these shadows. Any character who attempts to 
climb these stairs will slip and fall back down taking 0-2 paints 
of damage. These stairs can not be climbed. 
Southern statrs: This stairway continually changes its color. 
Any character attempting to climb these stairs will find 
themselves climbing and climbing and not getting any­
where. The stairs may be descended without difficurty. 

Once the crystal walls are reached the couall will again 
speak to the party, still hidden tram their sight. "So you have 
passed the first test. Perhaps you are not the fools you first 
seemed. But it will take the best tool of your most clever 
person to open these crystal walls. Your time is running out." 

The crystal walls are cold to the touch and impervious to all 
blows. A gap will melt open in these walls ilthe thief purposely 
touches his or her hand to their surtace with the intention of 
opening them. The walls have no visible gaps in them 
otherwise. If the thief uses this ability to mell an entrance into 
a point of the star and enters this triangular nook the wall will 
seal up behind him or her in one round and the characters 
will be trapped, far this nook can not be opened tram the 
inside. The onlywayto reach the stela is forthethiefto meltthe 
crystal wall with his or her hands at the intersection of two 
walls which leads straight to the center of the star. 

Once the party reaches the stone they will feel very weak. On 
the stone in trontofthem is a potion bottle. The stone is carved 
with a weird sigil. One more time the couatl will talk, rts voice 
seeming to come tram the stone. "So you have reached my 
allar, but your time is nearty exhausted and the antidote is just 
beyond your reach. Trust your souls to your god foolish 
mortalS." 



There is a wall of force about the top of the stone and It can 
not be penetrated. To reach the potion bailie, the cleric must 
destroy the glyph upon the stone by pouring holy water on it, 
touch itw~h a holy symbol, or casting a btess, prayer or some 
other spell of similar nature upon the glyph. Once this is done 
the wall of force will dissolve and the characters may reach 
the potion. It is Just a poIIon of healing, and will cure only 1-8 
paints. When the potion is taken the couatl will materialize 
and hiss. Iflhe couatl is not aHacked it will smile and thank the 
party for ~eeing it ~om ~s long imprisonment. If attacked ~will 
call them ingrates and foals and attack back. The couall will 
point out special treasures for each member of the party that 
solved the parts of the riddle as a reward. If has been 
imprison ned a long time and does not know the ruins nor will 
it stay oller gMng the party their rewards. 

The cleric will receive the batance of harmony, a set of scales 
which can detect good or evil. The cleric must place a coin or 
gem with a btess spell cast upon it in the right pan and touch 
the len pan to the item or person being tested. A blessed 
copper piece has a 30% chance of detecting correctly. Coins 
or gems of greater value have a higher chance of detecting 
correctly (silver-40%, electrum-45%, gold-50%, platinum-55%, 
gems worth 10 g.p.-60%, 100 g.p.-70%, 1,000 g.p.-80%, and so 
on) . The scales will balance if they detect good, good will 
outweight evil and neutralily will never balance but nuctuate 
back and forth. This device will not detect poison or traps, but 
it will detect curses. 

The thief will be given the mirror of the past, a mirrar of 
platinum. Th is mirror will allow the user to concentrate on a 
specific ~em or person and the mirror will show something of 
its past for 3 rounds. The mirror may show details of the post 
out of order and events both recent or long ago, randomly. 
The viewer has no way of knowing when on event took place. 
This device is only useable once a week and the viSion is 
usually somewhat cryptic. 

The fighter will receive a non-magical scroll, which reads, "For 
you the greatest gin of all." When the choracter reads the 
scroll he or she will feel a chill and then a warmth across his or 
her bock. Unbeknownst to the chorocter a death servant has 
just merged with his or her shadow. Invisible to all, it will travel 
with the character until he or she is about to receive a fatal 
blow or means of certain death for which the character has 
failed his or her save. Then ~s block shadowy form will push 
the choracter to safety and toke the death stroke intended for 
its master. Once the death selVont has done this it will 
dissipate in a cloud of block vapor. 

43. The SMOKING MIRRORS (Tezcallipocas - Toz-kal'-Ie-po'­
kas): 

An amber haze fills this room. The chamber is unoc­
cupied, but there are strangely shaped and colored 
mirrors hanging on the walls and a large basin stands 
in the middle of the noor. The mirror on the eastern wall 
is red and seems to be composed of fire and ~amed in 
bronze. Light beams are broken by the mirror into 
myriad names and ghostly shapes seem to nicker in its 
depths. On the northern wall are two mirrors: a striking 
black one of obsidian ~amed in lacquered WOOd, and 
a stark white mirror w~h a wrought iron ~ame. The black 
mirror has a distinctive earthy odor and the blackness of 
subterranean caverns, but it seems of crude construc­
tion and only renects objects which ore close to ~. The 
whrte mirror has a pungent odor of nutmeg and spice 
and its depths are gelid and smoky. The last mirrar 
hangs on the western wall in a stone ~ame and is blue in 
color. Renections in this mirror ripple as if a looking into 
a pool of water. The stone basin is about 1 0' long, 5' wide 
and 3: tall. " is filled with a steaming gotden liquid. The 
surtace olthis oolden pool is unrippled. 

USE ILLUSTRATION #13 TO REPRESENT EACH MIRROR, it may be 
used either side up. • 
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Red Mtrror - If a character looks into this mirror he or she will 
see a ghostly white form next to his or her renection. This mirror 
will falsely predict the death oflhe character and what will kill 
him or her. The ghostly image will take on the form of a 
monster or some trap which will strike and kill the characters 
renectian. The OM should choose what shape the image will 
take ~om possible monsters within these ruins, including the 
bat-god and death by asphixiation on the poisonous gases 
of the lower levels or whatever else he or she pleases. Aner 
the character sees this vision the mirror will blur and only his 
or her normal renections will remain. The mirror will only 
function once per choracter. If anyone touches the mirror he 
or she will take 1-2 paints of damage ~am burns. 

Btack Mirror - When a character looks into this mirror his or 
her image will blur and then appear in ancient Olman 
garb as if renecting a previous incarnation. The image will say 
in Olman, "Command me and I shall answer." Actually this is 
the image of a long dead native superimposed on the 
choracters renection. Clerics may use a command spell to 
cause the spirrt to answer 3 yes-no questions (the command 
is "Answer!"). The spirit will answer only questions it under­
stands, those spoken in Olman, and will nod or shake its 
head. If anyone touches this mirrar that character must save 
vs petrification or else all valuable metals and gems on his or 
her person will be turned into lead and glass. 

While Mirror - Renections in this mirror will be bturred by 
what looks tike a fine mist. Any choracterwho steps before this 
mirror and looks into ~ must save vs breath weapons or be 
stunned for 1 round. If the character saves nothing will 
happen. If the choracter is stunned, the mirror, which is really 
an ochre jelly of unusual color, will fall out of its ~ame upon 
the character. The jelly (AC 8; HO 6; HP 18; #AT 1; 0 : 3-12) has 
+4 to hit upon its first attack. The jelly moves only 3' a round 
and will thus always aHack tast, except on its first surprise 
blow. The jelly will retreat ~om cold and large quant~ies of 
sail. Behind this mirror is a door which may be opened once 
the jelly is removed. 

Btue Mtrror - This mirror opens onto a pool of water. The 
water is held back by a magical wall afforce. If any character 
touches the surtace of the mirror he or she must save vs rods 
or be drawn into the pool of water. A choracter in the water 
will take 1-4 paints of damage ~om drowning each round he 
or she is in the water. Weapons may be used to break this wall 
afforce (AC 4; HP 19). lflhis "wall" is destroyed the water in the 
pool and the character will spill out into the room. The pool of 
water leads nowhere. 

Gotden Poot - The nuid in this basin is magical as long as ~ 
remains in the basin. If it is removed ~ will just be colored 
water. Anything stuck into the liquid will react with the nuid so 
that the second time that the item or an item of the same 
material is stuck into the pool it will turn to gOld. The item will 
remain gold for only 2 turns. 

44. SUN of MOTION: 

In the center of this diamond-shaped room is a dais on 
which a weirdly formed ollar rests. The ollar is made to 
resemble a many-armed and beaked octopoidal 
creature with a large purple-red stone set in its forehead. 
The walls oflhe room ore decorated with paintings oflhe 
sun and moon in motion. Others are of many people 
standing about a temple making sacrifices of nesh and 
blood while the figure of a priest hotds the bloody heart 
of his latest victim above his head. There is dust on noor 
and altor. 

The ollar is a trap and any character touching It WIll be stuck 
to its cold stone. Once a character is stuck the octo paid altor 
will start to spin, dragging the character about the room. In 
one round the speed will be too fast to maintain footing and 
the choracter will be dragged and bashed about, taking 1-6 
paints of damage per round. If a character has a strength of 



15 or greater he or she may teor him or herself free, buf will 
toke 2-5 paints of damage and will fight at -2 to hit and 
damage for 2-8 days ar until cured. If the gem (AC 3; HP 15) is 
desfroyed the anar will stop spinning and the character will 
be released. The gem is a cursed stone and if ~ comes in 
contact wifh the nesh of a character or monsfer and they fail 
to save vs magic it will turn him, her or ~ into a whi~ing dervish, 
spinning about with such force thotthevictim tokes 2-5 paints 
of damage until ~ is dead. A victim may not let go of the stone, 
unless a remove curse is cast upon him or her. 

45. MICTLAN (Mek-tlon': "Land of the Dead") : 

This room is decorated wifh a bizarre diorama depicting 
the land of the dead. Small, brightly painted clay statues 
have been placed about the raom to represent the 
inhabitants of this realm and the unfortunate men and 
women they have under their care. In the center of the 
room, the noor rises fa form a small "hill" w~h earthen 
palisades on ~s north face. A group of small men figures 
seem to be struggling to roll a boulder up the hili, while a 
devil drives them on. Above the hill in the ceiling is a 
glowing spot which illuminates the entire chamber with 
an eerie silver light. A pebble path leads from the doorto 
the foot of the hill. Befare the door in the western end of 
the room is a region which depicts burning sands. There 
devils torture men who have been unfortunate enough 
to fall into their hands. 

On the south side of the path is a region, fenced on by a 
hedge of fhorns, depicting a grassy plain where men 
frolic and hunf antelope and deer. South of the hill the 
noor opens into a model canyon down which nows a 
river of lava while names etch the walls. East of the hill, in 
a side wing of the room, is a counterpart to this fiery 
canyon, on icy waste. To the north of the hill ore putrid, 
bubbling marshes where figures of men strive to keep 
their heads above the surtace. Out of this swamp a 
black, torpid river wends ~s way past the northern edge 
of the hill and nows west to pour over the lip of a steam­
filled chasm in the northwest comer of the room. Within 
this dark chasm worms pursue the neeing forms of 
naked men and women. In the south corner ofthis room 
on the eastern wall is a barred door. 

The light in the ceiling comes from the walls of a chute or 
chimney which glow In the dark. The chimney may be 
reached on the shoulder of anot her character, but in order to 
climb it the character must brace his or her back and legs 
against opposite walls because there are no protuberances 
to hold onto. 

Each region in this room has some spell cast upon ~ which 
will anect any choracters that walk into the region. The path 
and other clear areas are free of any special enects. 
Hili - All characters that climb to the top of this hill will be 
subject to the enects of a push spell every round they are 
here; check for the chance of slipping, (a roll of 4 or less on 
2d6). 1f a character slips, roll a d4 to see which direction hear 
she will roll. 
Bumlng Sands - Any character that enters this region will 
receive a bad bloody nose aner 5 segments. This hemor­
rhaging will cause a loss of 1 M point perround. The bleeding 
stops 1 round aner the character leaves this area. 
Wild Plains - Any characterwiho enters this region must save 
vs poison or he or she will have no desire to leave it. 
Companions outside the area may try and talk their 
campanian out, and the victim may attempt to save again 
but at -1 for each time he or she fails until the character will 
never want to leave. 
Flames - Characters who enter this area will sunerthe enects 
of something like a heat metal spell, taking 1-4 points of 
damage per round if they are wearing metal armor or 
holding metal weapons. 
Ice - Characters entering this region will suner the effects of 
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something like a chili metal spell and will take 1-2 paints of 
damage for every round they remain in the area. 
Marshes - Any character wiho enters this area will feel a 
shortness of breath and aner 5 segments start to take 1-4 
paints of damage per round from drowning. 
River - The spell forget will effect all characters who enter this 
territory if they do not save vs magic. The characters will forget 
who they are and what their purpose is. Spellcasters will forget 
1 level of spells per round they spend in this region starting 
with their highest. Once the area is len the characters will 
remember who they are, etc" but spells will remain lost. 
Clerics may pray for the return of their spells, magic-users 
must study their books to regain spells. 
Ptl 01 the Worms - Any character entering this region must 
save vs spells or nee the room for 3 turns from the enects of a 
lear spell. 

46. TLAZOTEOTL (Tlaz-e-to'-otl: mother goddess of the earth): 

Beyond the door is a small room. OppOSite the door in 
the southeast comer is a small shelf on which rests a 
glazed nask. The noor of this room is covered with a 
lumpy pile of earthy material. In the northwest and 
northeast corner are two more shelves on which rest a 
small urn and a stone cylinder respectively. 

When any character starts into thIS room the "pile on the noo(' 
will open one eye, and then another and another, until there 
are many eyes of different shapes and sizes staring at the 
party. All about the eyes are fanged, drooling mouths which 
will begin such a cacophony of babbling as to cause 
confusion (see belOW). Th is is a gibbering mouther (AC 1; 
HD 4+3; HP 21 ; #AT 6+; D: 1; moves 3" or 6" across mudlike 
terrain) an amorphous mass, all eyes and mouths. It moves 
by oozing forward and fastening several mouths to the 
ground and pulling itself forward . The babble of this 
monstrosity is ecual to a confusion spell to all within 6" and 
characters must save vs spells each round that they hear it or 
be confused_ Roll a d8 : 1) wander for 1 round; 2-5) stand 
stunned for 1 round; 1>-7) attack the nearest living creature for 
1 round; 8) treat as a lear spell (for 2 rounds, save at +2) . 

The mouther always warms the ground and stone within 5' of 
it and can confrol ~s consistency, changing the ground ar 
stone to dough ish, tarry, quicksand or concrete in 1 round. It 
will soften the hinges of the door so that ~ can not be closed. 
This creature will not sink even in quicksand. A mouthe(s spit 
will burst into a bright nare when it strikes cold stone, blinding 
for 1 round those who don't save vs petrification. This 
abomination attacks by biting with 6 dillerent mouths per 
round. Each mouth that Ms latches on and does 1 point of 
damage per round attached. When 3 mauths are attached 
to a single character that character must check each round 
thereaner for slipping (a roll of 4 or less on 2d6) . If the 
characfer falls the mouther will now over him or her and bite 
w~h 12 more mouths. The mouther will try and trap other 
combatants in quicksand, affer it pulls down one victim. 

The nask in the room holds the dried powder of a strength 
potIon_ The urn holds the dried heart of a mighty serpent­
warrior. Any character eating ~ will undersfand the speech of 
all serpents permanently, buf will be unable to speak ~ him or 
herself. The entire heart must be eaten by a single figure, since 
the power is transferable to only one person. 

The stone cylinder is a baton, a +2 weapon when the wielder 
stands on stone or earth. It strikes as a club for 1-6 points of 
damage. If the wielder is standing on wood, in water or in the 
air the weapon loses its damage bonus and drains 1 point of 
constitution per blow from the holder. When the wielde(s 
constitution reaches zero, he, she or it is rendered uncon­
scious. One point of constitution may be recovered per full 
round spent in complete rest up to a maximum of 6 paints 
in 1 turn. 



47. Trapdoor: 

In the wall of this chute, 30' above the lower end, lurks a huge 
trapdoor spider (AC 6; HD 2+2; HP 11 ; #AT 1; D: 1-6and poison; 
save at +1 , failure resuns in an additional 1-6 plus paralysis). 
The second character to pass the camounaged entrance to 
the spider's lair will be attacked by the spider. II the spider 
succeeds in paralyzing its prey it will retreat into its lair. II 
characters fight while climbing the chute they must check to 
see if they fall (roll for slipping at -3, a roll of 7 ar less on 2d6) . lf 
a character falls he or she will take 3-18 paints of damage 
and must roll a d4 to see which direction he or she rolls. The 
trapdoor of the spider is silk with stucco fragments embed­
ded in ff (AC 10, HP 4). The spider's lair is 10' long, 4' wide and 
4' tall. These cramped quarters will affect combat by causing 
-1 "to hit" to all weapons requiring more than 2' of room for 
use, and -1 from damage from all weapons. 

The top of th is chute is covered with a huge pewter basin 
which will require a strength of 15 or greater to move it. 

KEY TO THE THIRD TIER 

48. HOUND of the BAT: 

This room is small and plainly decorated. To the west 
stairs lead up out of the room and to either side of the 
stairs along the west wall ore narrow dust covered 
ledges. In the north and south ends of this room ore 
fountains made of bronze-inlaid morble. The southem 
one is cracked and only dl)' limey depOSits remain. The 
northern fountain contains about two feet of brackish 
water, fed by a limeytrickle. ln it thewhHe, gauzy form of 
a crayfish lies on a bed of lime encrustations. Tothe east 
a square pewter basin, about 5' wide, covers a stone 
wellhead. 

The "crayfish" is only the shed shell Of a long expired resident. 
Covered by lime at the bottom of the fountain is a platinum 
key and chain, worth 20 g.p . This key can unlock the portcullis 
blocking the exit at #53. 

The water in the fountain is really a water weird (AC 4; HD 3+3; 
HP 23; #AT 1; D: savevs paralyzation oro character is grabbed 
and dragged into the water and drowned, 1-4 points per 
round ; attacks as a 6-hit dice monster) an agent of 
Camazatz. Shorp weapons only do 1 point of damage to the 
weird. Purify water will kill the weird, otherwise when ff is 
reduced to zero hit paints ff will dissolve for 2 rounds and then 
reform to full strength. The water weird will attack if choracters 
probe its depths. 

49. SACRED CHITZA-ATLAN (Shet'-za A'-tlan) ' 

In the middle of this chamber is what appeors to be the 
withered, preserved form of a centaur mounted on a 
slab of marble. Tinted green and decked out in 
lacquered leather, feathers and copper wire jewell)', 
he faces the westem entrance to this chamber. This 
centaur holds a 12' long bronze-honed spear tipped 
with a brood, blue-gray, name-shaped spearhead. 

About the apartment ore much jewell)' and nlcknacks, 
made of beaten copper, cut and polished obsidian, 
shells, quartz and coral. There is also a lot of patteI)' with 
spidel)' crocks etching the glozing. Two patteI)' urns 
have been made to resemble toll wicker baskets. These 
urns ore filled wffh odd, smooth stones, each about 6' in 
diameter, of the river-bottom sort. Much of this treasure is 
scattered at the feet of the centaur, symbolically being 
trod under foot. 

ThiS "ceota~( figure is the mummified remains of a sacred 
offspring of Chitza-Atlan, the guordian of the gateway to the 
underwortd (AC 3; HD 6+3; HP 27; #AT 1 or 2; D: 1-6/ 1-6 hooves 
or 1-8 spear). Those who this "mummy" damages wffh his 
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hooves must save vs poison or be amicted wffh acute leprosy. 
Infected wounds will heal at 10" normal rate and cure spells 
will not heal this damage. The disease will prove fatal in 1-6 
months. 

This mummy has two functions: to prevent any but the dead 
from entering these ruins, and to keep those creatures in the 
ruins confined within. Thus if any choracter should attempt to 
exit this room by any door other than the one he or she 
entered from the mummy will animate and attack the 
characters. The mummy will also defend ffself if attacked. A 
word or pass from Zotz, the bat-god, will gain free passage. 
Fire attacks against this mummy add +2 per die of damage 
innicted. He can be turned as a mummy, but the effect of 
turning only lasts 1 round while in this room. II turned the 
mummy will nee to the northeast end of this room. 

The "treasures" of this room are only worth a couple of silver 
apiece. II all 800 pieces of junk jewell)' ore taken the total 
value is 80 g.p. The real treasure is concealed in the bottom of 
the two wicker baskets beneath the stones. There are two 
crushed silver masks, each worth 25 g.p., on electrum serpent 
bracelet, worth 42 g.p., a broken marble statue of a monkey, 
56 g.p., and 3 silver hairpins set wffh jade worth 2 g.p . each. 

50. Jade Wall: 

Here the way is blocked by a wall of green, polished stone. 
This jade wall is a trap for those attempting to break into the 
ruins. If any tampering Is done to the wall ff will fall out into the 
anteroom doing 2-16 paints of damage to all those standing 
there. Characters coming from the room will take no 
damage. Those characters in the anteroom must also save vs 
petrification or become pinned beneath the stone. A total of 
20 strength paints are needed to lift the stone wall off any 
trapped beneath ff. 

51 , Wind Tunnel: 

This passage Is only 5' wide, just big enough for two 
characters to walk abreast. It is dl)' and dusly and shows 
no sign of usage for several ages. Near the top of the 
corridor walls, about 3' from the cei ling, are stone lintels 
running the length of the passage. The corridor abruptly 
widens to a 15'x15' orea with a corrugated noor. ln the 
ceiling of this cubicle, 15' overhead, a bronze, circular 
trapdoor is set, The cover is latched shut. In the four 
corners of this foyer are sets of metal rungs that lead up 
and across the arched ceiling to the trapdoor. The rungs 
are broken in several places and form rusty spikes. 
Across this widening the 5' wide corridor continues on. 

Opening the hatch will release a whirtwind. The character 



who climbed up to open ij wilt be knocked to the noor, taking 
1-6 points ot damoge. Everyone else in this alcove will be 
buffeted obout and wilt take (}2 pOints per round they are 
buffeted. There is a 1 in 12 chance that 0 choracter being 
buffeted by the wind will be impaled on a rusty spike, taking 1-
4 pOints of damage. A character being buffeted wilt spin in a 
circle, unable to control his or her direction, though there ore 
2 chances in 6 of grasping one of the 4 sr:s of rungs and 
hanging on. The hatch can not be shut and the wind wilt not 
die. If choracters hug the noor, they wilt be safe from the 
buffefing and can then use the corrugation offhenoorto pult 
themselves across the room. 

52. The HIDDEN ROOM of the NAHUAL (Na'-wal: "alfer-ego"): 

The secret doors to this room ore opened by reaching up 
above each secret door and grabbing the lintel or molding 
on the walt, which runs the length of this corridor about 8' 
above the noor, and pulling down. The secret door will then 
swing inwards, but wilt close again in 5 segments. These doors 
ore counterweighted and may not be spiked open. From the 
inside the doors may be opened by pressing down on a 
stone projection to the right of the doors. 

The walts of this room are painted a nat black, while the 
noor is inlaid with a colorful mosaic of strange gods 
cavorting and leaping oround a sun. The chamber is 
otherwise empty, except for an alcove masked by a 
curtain of shelts and beads. 

Behind the curtain is the chalky form of a statue seated 
upon a stone throne carved to depict feathers. The 
statue is wearing a feathered headdress, made to look 
like a leaping fish nibbling on a water lily, and a 
feathered robe. Laying across its lap in its open palms 
is a scepter of gold and silver with an eagle's head 
craned in one end and the talons of a bird holding a 
blazing sun in the other. The most remarkable thing 
about the statue is its face. 

SHOW PLAYERS ILLUSTRATION #14. The statue wilt duplicate the 
face of the "rst person who enters this room. The scepter is 
worth 507 g.p., but is stuck to the palms ofthe statue and only 
the choracter with the same face as the statue can lift the 
scepter. Once that character picks up the scepter, he or she 
wilt have visions of great battles of the past and begin to 
sweat. Affer 5 segments, if stilt holding the scepter, a trans­
formation wilt sweep over the possessor ofthe scepter and he 
or she wilt become stone. Simu~aneously the statue wilt 
become nesh and blood. This statue is a nahual or atter-ego 
and is chaotic-evil (AC 3; HD 7; HP 30; #AT 1 or 2; D: 2-7 scepter 
or 1-4/ 1-4 claws) . His gaze can cause a character to drop his 
or her weapons (save vs petrification), but may not be used 
at the same time the nahual attacks. It wilt possess the 
memories of the petrified choracter and will try to convince 
the party that it has just merged with the spirit of one of its 
earlier incamations. Given a chance the nahual wilt attempt 
to lead the party to their deaths with false information gained 
from "memories" of its former life. Removing the scepter from 
the hands of the stricken party member will not retum the 
choracter to life. The nahual must be slain and the scepter 
must be touched to the dead body of the nahual to restore 
the original choracter. 

53. The Valve: 

Here is a foyer, 10' wide and 20' long. A narrow hall leads 
away from this foyer on the south and from the north a 5' 
wide staircase leads up. A wheel is set horizontally half 
into the wall at thewestem end. This wheel appeors to be 
a crank. Above the wheel, in the walt, is set a bronze lever. 

The stairs lead up to the blank wall behind a secret door. This 
door is opened by the wheel in the foyer. The wheel will not 
turn until the lever is raised and then wilt tum one way with 
difficurty. Rotating the wheel wilt slowily open the secret door, 
but it will also open the noor to either side of the wheel into a 

23 

black pit, at the bottom of which may be seen a pale 
shimmer of bone. There is a l ' ledge to stand on and work the 
wheel and a 6 inch wide footbridge of polished marble 
crosses the pit. When crossing this beam choracters must 
check for slipping off (a rolt of 4 or less on 2d6) . If a choracter 
faits into the pit he or she will take 3-18 pOints of damage. 

If the crank is released once the secret door is opened it will 
wind back quickly shutting the door. To prevent this the 
braking lever may be pulled down. However, pulling the 
braking lever down will cause a portcullis to fall shutting the 
foyer off from the stairs. The portcullis may be raised by a 
choracter rolling his or her 11ft gates percentage. If the walls 
ore seorched beside the portcullis a keyhole wilt be found to 
the len side. The key from room #48 will open the portcullis 
like a gate. 

KEY TO THE TEMPLE 

54. TEMPLE RUIN: 

This was apporently a large temple of some sort. Once a 
major building, all that remains ore the back walt and 
enough of the roof to shetter the altor. Ait else seems 
closed off by fallen debris. Several pillors have fallen and 
they litter the noor. Sunlight fitters through holes in the 
roof, 35' overhead, which is a maze of chips and cracks. 
The back wall is covered by a bas relief of a giant bat­
thing, 9' talt, wtth a wingspan of 20'. In front of this wall is 
an altar stone, carved to represent a mass of squirming 
rats, weasels, and worms. In the front of the altor is the 
head of a screaming bat. Arching above the attor from 
either side ore a pair of metal batwings, 8' long. Thenoor 
in front of the attar is wom into hollows. 

SHOW THE PLAYERS ILLUSTRATION #0 (on the cover of the art 
book). The temple is closed by debris which provides no 
entrances or exits. However, in the center of the south side 
there is an orea of tented rubble. It is shaky and may be 
coltapsed to provide a portal. Any sufficient pressure equal to 
15+ strength will bring the tenting down. Ait choracters within 
10' of the coltapse wilt be M by 1-4 stones which wilt cause (}2 
pOints of damage each. Roll for the number of stones which 
wilt strike a choracter on a d10: 1-2) one stone, 3-7) two 
stones, 8-9) three stones and 10) four stones. This rubble may 
also be caused to collapse by hurling a weighty object at it. 
Climbing elsewhere on the debris wilt cause a collapse 
causing 1-4 pOints of damage, and there is 1 chance in 6 
that each choracter wilt be buried, 3-12 pOints of damage. 
These latter coltapses will not open a way in or out. 

It choracters climb up on the roof there is 1 chance in 6 per 
round that the roof section wilt coltapse and the choracterwill 
fall for 3-18 pOints of damage. 

Ten feet in front of the altar is a trapdoor. Any choracter that 
walks across it may trigger it 1 chance in 12, for the 
mechanism is old and long disuse has made it unreliable. 
The trapdoor opens onto a slide which leads to the top ofthe 
pij at #53. Characters will then drop 30' taking 3-18 pOints of 
damage. 

Close inspection of the altar will reveal hand holds in front at 
the base. the altor may be lined and tipped over backwords 
with a total of 40 strength pOints. However, when this is done 
the metal wings wilt whip forword at about chest height. The 
leading edges are razor shorp and will cleave any person in 
their path for 3-24 pOints of damage. A save vs poralyzation 
indicates half damage. If the attor is tilted by characters in a 
kneeling pOSition the wings will whistle by harmlessly 
overhead. 

Beneath the a~or is an 8' deep pit in which are many ijems of 
treasure, and two bodies cut in hatt. The treasure is valued at 
2,500 g.p. but is very bulky. There are 80 silver chased goblets 



(3 g.p . each), 20 gold-plated statuettes (10 g.p. apiece), 50 
repoussed silver chalices and servings (4 g.p. each), 150 
pieces of trinket jewelry (1 -10 g.p . apiece) , 200 mother-ot­
pea~ "gemstones" (1-3 g.p. each) , a jade placard bearing 
the image of Zotz (54 g .p .), and a marble statue ot 
Chacmoal, a reclining figure (78 g.p.) . All of this treasure Is 
very heavy to cony. There are also 19,160 silver pieces. It is 
very likely that if large portions of this treasure are token, 
Camazotz, the bot-god to whom this temple is dedicated, will 
find out and send a vampire ar giant bot to seek retribution. 

The secret door to the tombs below is hidden behind Ihe left 
wing of the giont bot-thing carved upon the wall. The waythis 
door Is opened is for Ihe supplicant to place his or her arm 
into the mouth of Ihe carving and press. The mouth will clomp 
shut and the teeth will puncture the arm doing 1-2 pOints of 
damage. As the blood drains into a hidden reservoir the giant 
balwing storts to fold back Irom the wall. It tokes 3-5 rounds 
with a loss of 1-2 paints of damage per round for the secret 
door to open. However, the balwing will fold across the chest 
of the carving crushing the supplicant for another 1-6 paints 
of damage ~ still there. Any character wijh strength of 15 or 
better may break Iree of the mouth orthe arm will be released 
when the reservoir is filled. The trick is that it need nat be blood 
to open the door, only ftuid weight. Any liquid will do in 
sufficient amounts to open Ihe secret doar. 

Once the wing has moved to reveal the secret door it will veil 
the lower ha~ of the carving's face and the block stone eyes 
will start to glow. Any character who looks at them must save 
vs rods or be paralyzed for 2-8 turns or until a light spell is 
cost upon them. 

When the temple is opened and returned to it will be 
discovered that a hyenodon (AC 7: HD 5: HP 25: #AT 1: D: 3-12) 
has token up 10 iring behind a follen pillar to the east. 
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FREQUENCY: Very rare 
NO. APPEARING: 1-4 
ARMOR CLASS: 10 
MOVE: 12" 
HIT DICE: 4 
% IN LAIR: 100% 
TREASURE TYPE: X 
NO. OF ATIACKS: nil 
DAMAGE/ATIACK: nil 

NEII£ID 

SPECIAL ATIACKS: Spij, Controls water in lair 
SPECIAL DEFENSE: Kiss, Mesmerize men 
MAGIC RESISTANCE: 50% 
INTELLIGENCE: Very 
AliGNMENT: Chaotic -
SIZE: M 
PSIONIC ABILITY: nil 

Nereids are creatures Irom the elemental plane of water. Their 
name means "the honeyed ones" and they can assume human 
form when not in the water. These farms are always beauliful and 
mostly female. Nereids are depicted as young, slim, wijh long 
golden hair and pole white skin, possessing a beautrul voice, 
and perhaps garbed in white and gOld, though often devoid of 
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raiments. They have a wMe shawl which they cony in their hands 
or wear draped over their head and shoulders. In water a nereid is 
transparent and 95% undetectable except as a golden mantling 
of angel seaweed. 

These creatures may be found in the sea, rivers, wells and springs, 
in mountains and caverns as well as the elemental plane of 
water. like the water they inhabit their motives are chaotic and 
capricious, but whether good, neutral or evil depends an the 
indIVidual. The majority of nereids are chaotic neutral, but there 
are those who are very good as well as those who are diabolically 
evil. However, all nereids are shy and nighty and their antics have 
a playful quality. 

The nereid's only physical attack is her spittle (range of 20') which 
may blind a target for 2-12 rounds if ij hits. This venom may be 
washed away. A blinded victim will attock at -4 and his or her 
saves and armor class will be lowered by 4. 

A nereid has some control of the water in which she lairs for a 
radius of 3". She can make thewalers heave in great waves which 
will slow movement to '4 of normal or couse the water to bail and 
Iroth increasing the chance of drowning by +1 0%. She can cause 
waves to crash with such a roaring sound that characters within 6" 
may be deafened for 3-12 rounds if precautions are not token. 
Lastly, the nereid may form watery shapes which may be no more 
than pleasant entertainment or may become a substanlial 
defense. This latter will take the form of a watery serpent or fist 
which strikes as a 4 hit dice monster and innic ts 1-4 pOints of 
damage. Only 1 of these attacks may be done per round. 

All males that look at a nereid will find themselves incapable of 
causing her harm, and her actions will seem to be casual 
nirtations. Men have been known to sit and watch a nereid's 
antics all day. And many a man has been tempted to try and toke 
a nereid for a wife or merely to pursue them for their embrace. 

This may bring disastrous resuns however, for while the kiss 01 a 
nereid can bring sweet bliss, it may also be a watery doom. If a 
nereid is caught. she may save versus poison and if successful 
she will now away like water. Still if a kiss is farced Irom a nereid (for 
she is loath to give them) , the character must save versus brealh 
weapons, at -2, or drown instantly, otherwise ecstacy is his. 

The nereid's greatest weakness lies in her shawl, for it contains her 
soul. If the shawl is destroyed the nereid will disolve into formless 
water. Thus if a character can obtain her shawl, he or she will be 
able to command the nereid who will respond out of fear. 
However, a nereid will lie and attempt almost anything except 
hostile actions to gain return of her shawl. 

Nereids are 85% likely to have a pet, 10 find outthetype of pet roll a 
d8 and consun the followlng chart. 

1. Eel, Giant 5. Squid, Giant 
2. Otter, Giant 6. Dolphin 
3. Snake, Giant (Poisonous) 7. Leech, Giant 
4. Octopus, Giant 8. Ray, Sting 

All monsters menlioned above can be found in the ADVANCED 
DUNGEONS & DRAGONSTM MONSTER MANUAL. 
Nereids speak their own language and that of tritons and 
mermen. They are also able to communicate with anyone who 
holds their shawl. 



GIBBERING MOUTHER 

fREQUENCY: Very rare 
NO. APPEARING: 1 
ARMOR ClASS: 1 
MOVE: 3"/6" 
HIT DICE: 4+3 
% IN lAIR: 95% 
TREASURE TYPE: Q 
NO. Of ATIACKS: 6+ 
DAMAGE/ATIACK: 1 (x6) + 1 per round 
SPECIAL ATIACKS: Spit, Bobble, seve vs confusion 
SPECIAL DEfENSES: Contro l ground density far 5' rodius 
MAGIC RESISTANCE: Siandard 
INTELLIGENCE: Semi-
ALIGNMENT: Neutral 
SIZE: M 
PSIONIC ABILITIES: nil 

The gibbering moulher is on amoeboid-like form of life, 
composed of all mouths and eyes. Its fevorile tactic is to lie in wait 
with rts eyes and mouths shut, appearing to be a lump of earthy 
material in order to surprise a party when it stumbles ac ross the 
creature. Its only motive is to eat whatever is edible and within 
reach, regardless of its composition , animal, vegetable ar 
mineral. Due to its excessive hunger, its lair and the surrounding 
area will be stripped bare. 

Gibbering mouthers prefer to inhabit cold regions and under­
ground. This creature propels itself by oozing forward and 
fastening several mouths to the ground and pulling itself forward. 
A mauthe( may move foster over flu id viscous terrains such as: 
mud and Quicksand, by a series of muscular contractions and 
given a chance will alter the ground with its special talentto allow 
this foster farm of movement. 
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The brain of a mouther is located in its mid-portion, and rts 
gelatinous-like body will make it difficu~ to strike this one vital spot, 
thus rts armar closs 1. 

The mouther attacks in mare than one way. The spittle of a 
mouther will burst into a bright nare, if it strikes any hard, cold 
surtace. The resu~ing nosh will blind those characters looking if 
fhey foil to seve vs petrification, for 1 round. A mouther attacks by 
extending and biting with 6 mouths perround. Each mouth which 
hits will fasten on and drain on additional 1 point of damage per 
round attached. When 3 or more mouths are attached to a 
single character, that person must check each round thereafter 
far slipping. A roll of 4 or less on 2d6 indicates the character has 
fallen (+1 if dexterity is 15+). If the character falls, the gibbering 
mouther will now over the victim and bite with 12 mare mouths. 

When any edible object is Sighted by a mouther, it will start on 
incoherent gibbering which will couse confusion in all characters 
within a 6" radius unless a seve vs spells is mode. Each round that 
the gibbering is heard characters within range must roll another 
seve. If a character becomes confused roll a d8 to see what 
action he or she will toke: 

1) Wonder far 1 round 
2-5) Stand stunned for 1 round 
IT 7) Attock the nearest living creature far 1 round 

8) Treat as a fear spell (seve at +2) and run away for 2 rounds. 

A mouther atways warms the ground and stone within a 5' radius 
of itself and can control the consistency of this material by 
changing it to doughish, torry, quicksand arconcrete.lt requires 5 
segments to alter earth and 1 full round to shiff stone to its next 
nearest form. Given the opportunity a mouther will trap other prey 
in quicksand-like ground once rt has pulled down one victim. 



NAME: Rhialle the Wanderer RACE: Human CLASS: Fighter lEVEL: 6 

AUGNMENT: Neutral Gaad SKtUS: SAVING THROWS: 
AC: 5 (7) Mack Bonus: +1 Poison 11 
HIT POtNTS: 58 Damage Bonus: +1 Petrify 12 

Rods 13 ABtUTtES: Missiles: +1 aHack 
+1 damage Breath 13 

17 STR Spells 14 Bend Bars: 13% 9 INT 
9 WIS Special: -2vs. magic System Shock 97% 

16 DEX MOVE: 12' 
17 CON 
15 CHR 

COMBAT BONUSES: +1 aHack reaction. 
Expertise with shortbow permits use of combat bonuses with 

bow. 
Very superst~ious: aHacks on anything that seems magical are 

at -2. but attacks on monsters are normal unless summoned 
___ 0!..90nju.!!d.:- _ _ _ _ _ _ _ _ _ _ _ __ 

tTEMS CARRIED (location): 
WEAPONS: 

Sword, long: 1d8 (scabbard, right side) 
Compas~e Short Bow (len shoulder) : ranges are short (5' ) , 

medium (10 ' ) , long (18 ' ) : there is no modincatlon at short 
range, -2 at medium, -5 at long. 

Anows, 15: 1d6 (quiver, right shoulder) 
Dirt<: 1 d4 (sheath, len side) 

MAGIC ITEMS: 
PoIIon 01 Climbing (ben pouch) - As described in DUNGEON 

MASTERS GUIDE, except that small portions at the dose can 
be taken at reduced enicacy. The chance at falling as deter­
mined in the DMG is muHlplied by the number of portions the 
liquid is divided into. The duration of the pation is also 
reduced in similar proportion. 

Resunection Shock 98% 

HEtGHT: 5'11 ' 
\VEtGHT: 170 Ibs. 

ARMOR CLASS: He is wearing studded leather armor, plus he has 
a dexterity bonus. Macks from behind or above negate the 
bonus and aHack at AC 7. 

LANGUAGES SPOKEN: Common, Olman (the native dialect) 

Keoghtom's Ointment (ben pouch) - As described in DMG. 
5 doses. 

OTHER ITEMS: 
Tinderbox, wnh nint and steel (backpack) 
Torches, 2, bum for 6 turns each or until extinguished (backpack) 
Snare wire,S' (ben pouch) 
Sharpening stone and sand (backpack) 
Water nask, nlled, 24 oz. (backpack) 
San, 1 pound (backpack) 
Blanket (backpack) 
Backpack, holds up to 300 g .p . (30 Ibs.) less equipment carried 
Ben pouch, holds up to 25 g .p. (2 I> Ibs.) less equipment canied 
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NAME: Myrna the Disgraced RACE: Human CLASS: Cleric LEVEL: 7 

AUGNMENT: lawful Neutral SKIUS: SAVING THROWS: 
AC: 4 (5) Bend Bars: 7% Poison 7 

Tum Undead: 10 HIT POINTS: 48 Petrify 

ABIUmS: 
Skeletons, Ghouls Rods 11 

& Zombies: D Breath 13 
15 STR Shadows, Wights: T Spells 12 
14 INT Ghast: 

16 WIS Wranh: 
11 DEX Mummy: 
16 CON Spectre: 
14 CHR Vampire: 

Ghost: 

LANGUAGES SPOKEN: Common, Suloise, Elven, Old Oeridian and 
Goblin 

CLERICAl SPEUS: 1 st - 5: 2nd - 5: 3rd - 2: 4th - 1 
1 st: Cur. Ug htWound. - 5 segments: cure 1 d8 paints of damage. 

Cure Ught Wounds - same as above 
BI ••• - 1 round, lasts 6 rounds: adds +1 to aHacks and saving 

throws: requires Hoty Water. 
Create Water - 1 round: requires a drop of water to create 

27 cubic feet of water. 
Comm and - 1 segment, lasts 1 round: a single word com­

mand uHered In an understood language. 
2nd: Silenc., 15' R - 5 segments, lasts 14 rounds: 30' diameter 

sphere of silence 
Resist Fir. - 5 segments, lasts 6 turns: recipient is Immune to 

heat and boiling temperatures and gains +3 to saves vs 
very hot or magical nres, damage sustained is 50%. 

Hotd Person - 5 segments, lasts 1 lurn: holds Immobile 1-3 
persons: save Is at -1 " only 2 victims and -2 if only one. 

Snake Charm - 5 segments: it snake is angry lasts 1-3turns, or 

4 
7 System Shock 95% 

10 Resunection Shock 96% 

13 HEIGHT: 5'8' 
16 \VEIGHT: 138 Ibs. 
20 MOVE: 12' 

ARMOR CLASS: She Is wearing a nne chain mall shirt and carries a 
shield . AHacks fram behind or above negate shield enect and 
aHack at AC 5. 

" aHacking lasts 5-8 raunds: causes snakes up ta a total 
of 48 hit paints to assume a semH>rect swaying pose. 

Augury - 2 rounds: 77% chance to determine" good or ill will 
occur from an action wnhln 3 turns in the future. 

3rd: DI.pel Magic - 6 segments: negates magiC n contacts 50% 
of the time +5% per level below 7th of the target or -2% per 
level above 7th. 

Remove Curse -6 segments; will remove curse on a person or 
object or from a sending or remove a cursed item from the 
possession of a person. 

4th: N_ a ll • • Polson - 7 segments: detoxines the poison in a 
person or in 7 cubic feet of material, but does not prevent 
reintroduction of the toxic substance. 

ITEMS CARRIED (location) : 
WEAPONS: 

Quarterstaf!; 1 d6 (right hand) 
Mace: 1d6 + 1 (ben, len side) 



RHIAW is a nati've from the barbarian tribes of the Olman Islands, where he was trained as a youth in the arts of war. His training was 
cut short at the age of 15 when he was determined to be a Chosen One by the shamans of his tnbe. Each year, the Olman nations 
select one youth of pertect body to be the Guesa, the Chosen One of the Sky Gods. However, Rhialle did not care to meet the Sky 
Gods by way of the shaman's sacnficial knife, so he ned the Olmans and the wrath of his deities. 

Rhialle came to the mainland cities and took up the profession of sellsword; a bodyguard to nobility or a mercenary in wars. He 
does not stay in one place too long, because he doesn't care for civilization, and because wherever he goes, bad luck seems to 
follow. Superstitiously, Rhialle believes this ill luck to be the wor1< of the Sky Gods, and so he continues to wander, searching far a 
place where he can be free from their vengeance. 

On one occasion he struck up a surreptitious friendship with an urchin thief in a port town. Years later, he stumbled upon his old 
friend hanging onto his life by a thread. Without a second thought, he charged to the rescue. Now he finds himseffneeing to save his 
own life. 

Rhialle has never told anyone about his ordeal with the shamen, but has let ff be believed that he was exiled because of his desire to 
taste the pleasures and wealth of cMlizotion. Still he misses his people and longs to be reunited with them. 

MAGIC ITEMS: 
Wand 01 Secret Door and Trap Oeleellon: 15 charges (belt, 

nght side). This wand will point at the location 01 a trap or 
secret door or in the general direction; range 151 for secret 
doors and 30' lor traps. II will not identify how the door ortrap 
wor1<s. II can only be commanded to detect one of fhe two 
choices at a time. 

Scroll: 5 spells - (bell , nght side) 
Silence, 15' R - see spell list. 
Purify Food • Wafer - 1 round, 7 cubic feet of maHer. 
Slow Polson - 1 segment, 7 hours: reduces damage from 
poison to 1 point per turn: upon ending all post damage 
which would hove normalty been taken will occur if poison is 

still present. Uses gartic buds. 
Stow Polson - see above. 
Slow Polson - see above. 

OTHER ITEMS: 
Cross, wooden (around neck) 
Holy Water, 1 viat - 4 oz. (belt pouch) 
Soap, a cake of lye (bell pouch) 
Gartic buds, 3 (bell pouch) 
Cloak, woolen (backpack) 
Silver baton, a symbol of otTice (backpack) . 
Bell pouch, holds up to 25 g.p. (211 Ibs.) less equipment carried. 
Backpack, holds up to 300 g.p. (30 Ibs.) less equipment carried. 

LIST OF OPTIONAL SPELLS: The player may choose to substitute any spell from the following list of additional knowable spells or by 
selecting to take duplicates of spells already known for spells of the same level already assigned the character. If a player chooses 
to change spells. he or she must make the substitutions before play begins and inform the DM of the changes: spells may not be 
changed during play. 1) DeIecI Evil, Oelecl Magic, Proteclfon from Evil, Remove Fear, Restst Cold; 2) Oelecl Charm, Know 
Alignment, Speak wHh Animals, SplrHuat Hammer; 3) Creale Food. Water, Cure Blindness, Cure Disease, Prayer, Speak wHh 
Dead; 4) Cure SerIous Wounds, Lower Wafer, Proteclfon from Evil, 10' radius. 

MYRRHA is from the cify of Ponlytver, which is a loyal daughter to the See of Medigia, where she was a clenc in the lawful neutral 
Temple olthe Correct and Unalterable Way. Myrrha had always been faithful and obedient, following the orders of her supenors and 
competently completing all.'asks. Her good service was noted and she rose in levels within the church, assuming more ditTicult 
tasks as her power and skill Increased. Always she was firm and faffhful in her allegiance to Stern Alia, goddess of the order. 

Eventually a new Archon mounted the throne in Pontylver, one who claimed Alia as her patron. The Temple of the Correct and 
Unalterable Way grew in followers and prestige, and as time passed, Myrrha noticed that her peers and supenors were becoming 
increasingly arrogant and arbitrOlY. Their pronouncements came to be regarded as law, and they began to see themselves as the 
ultimate arbiters of justice . Myrrha sawthattheywerefalling into the heresy of believing fhaf law is concenfrafed in fhe indMdua/ and 
not the community. Investigating, she discovered a weU-kept secret: many members of the ecclesiarchywere no longer able to cast 
high-level spells, thus proving their estrangemenf from their deity! At lasf, Myrrha aHempted to speak out against the heterodox 
clergy and reveal their fall from divine grace. but the forces of the ecc/esiarchs prevented her from doing so, and shewas fortunate 
to escape the city with her life. 

Now she serves Stern Alia alone, until she can locate other faithful disciples or somehow find the money to finance a parish of her 
own. A landless barbarian is now her onty companion, on exile from his own people too, and a kindred, if misguided soul. 



NAME: Cair the Apprentice 

AlIGNMENT: Neutral 
AC: 5 (S) 
HIT POINTS: 43 

ABtLiTtES: 

13 STR 
12 INT 
12 WtS 
17 DEX 

RACE: Haff-elf 

SKI US: 
Pickpockets: 

. Open lacks: 

. Remove Traps: 
Move Silently: 
Hide in Shadows: 
Hear Noise: 
Climbing: 
Read languages: 

ClASS: Magic-user/ Th ief lEVEL: 5/7 

SAVING THROWS: 
65~ Poison 12 
62~ Petrify 11 
50~ Rods 11 
60~ Sreath 15 
4S~ Spells 11 
25~ 

System Shack 95~ 94~ 
35~ 

Resurrection Shock 96~ 

16 CON ' try once only per lock Of tfOP HEIGHT: 5'2" 
10 CHR 

MOVE: Walk 
Normal movement . 12 .. . 
Moving siJently or hiding 9 .. . 
Moving silenlly .. hiding 6 .. . 

COMBAT BONUSES: +2 aHack reaction. 

Send Sars: 

Climb 
4 
3 
2 

Mocking Silently from behind. +4 "to hii" and triple damage. 
ARMOR ClASS: He is wearing a leather jerkin. plus he has a 

dexterity bonus. Macks from behind or above negate the 
bonus and aHack at AC S. 

lANGUAGES SPOKEN: Common, Orcish, Flan and Ewen. 

MAGIC SPEUS: 1 st - 5; 2nd - 2; 3rd - 1. 
1 sl: Magtc Mtsslle - 1 segment, 11 " range; casts 3 missiles, 1 d4 +1 

damage that may be directed 01 the- same or different 
targets, no soye allowed. 

Detect Magic - 1 segment, lasts 1 tum; detects magical 
radiations and causes them to g low; blocked by l ' of 
stone or 1 inch of metal. 

Read Magic - 1 round , lasts 1 turn; translates magical 
inscriptions; requires use of a prism. 

Ugh! - 1 segment, lasts 5 turns; creates a 20' radius g lobe of 
light. 

2nd: Knock - 1 segment; will open barred, locked or stuck doors. 

4~ WEIGHT: 122 Ibs. 

boxes, chains, etc., bypasses a wizard lock. 
Strength - 1 turn, lasts 30 turns; increases the strength of one 

character according to his or her closs: Fighter +1 dB: Cleric 
or Thief +1 d6. 

3rd: Haste ~ 3 segments, lasts 8 rounds; doubles movement rote 
and number of attacks per round; requires anise root. 

ITEMS CARRIED (location): 
WEAPONS: 

Short sword; 1 d6 (scabbard, leff side) 
Daggers, 2; 1 d4 (sheathed in chest harness) 
Garrote; (Ieff boot) : a 4' long knolled cord used for strangling. 

Must attack silentty from behind to use. Stuns victim !lrst round 
and does 1 d6 damage each round thereafter. Victim may 
strike back at -4 and if successful breaks the stranglehold. 

Sling; (right bell) 
Sling bullets. 15; 1d4 +1 (bell pouch) 

MAGIC ITEMS: 
Scro ll: 5 spells - (inside jerkin) 

Protection from Evil, 10' R - 2 segmenls, lasts 1 tum; non­
mobile, prevents physical contact with evil and enchanted 
creatures , other attacks at -2, save at +2. 
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Locale Object - 3 segments. lasts 5 rounds; locates a known 
or familior object within 100'. 

Blink - 1 segment, lasts 5 rounds; random blink 2' in one of B 
directions, in the first 2·8 segments of each round. 

Fireball - 4 segments; 20' radius burst doing 5d6 damage. 
Monster Summons II - 5 segments , lasts B rounds; will 
summon any non-special creature of low intelligence and 4 
hit dice or less to appeor 1-4 rounds later. 

Potion of stone to Flesh - changes a petrified person bock to 
flesh or turns 9 cubic feet of stone to flesh. 

OTHER ITEMS: 
Silk rope, 20' and light grapple; (backpack): will support up to 

250 Ibs. (2500 g .p.) and requires B' of swinging room to throw; 

it will catch on broken sullaces 3 in B, on cut stone 2 in B, and 
on smooth, bore sullaces 1 in B. There is 1 chance in 20 that 
grapple will slip when pulled or climbed. If this occurs the 
climber will fall and toke 1 d6 paints of damage. 

Hooded grey cook (backpack) 
Lockpick kit, 3 tools and a small file (bell pouch) 
Gloss beads, 3 dozen (belt pouch) 
Fine oil, 4 oz. (belt pouch) ignites only on a 1 in 6. 
Crystal prism (belt pouch) 
Anise root (belt pouch) 
Backpack, holds up to 300 g .p. (30 Ibs.) less equipment carried. 
Belt pouch, holds up to 25 g.p. (2'" Ibs.) less equipment corried. 

LIST of OPTIONAL SPELLS: The player may choose to substitute any spell from the following list of additional knowable spells or by 
selecting to toke duplicates of spells already known for spells of the some level already assigned the choracter. lf a player chooses 
to change spells, he or she must make the substitutions before ploy begins and inform the DM of the changes; spells may not be 
changed during ploy. 1 st) Burning Hands, Charm Person, Enlarge, Feather Fall, Hold Portal, Jump, Shield, Shocking Grasp, 
Spider Climb, Unseen Servant, Ventriloquism; 2nd) Darkness, 15' radius, Detect Invisible, Pyrotechnics, Rope Trick, Web; 
3rd) Blink, Fireball, Hold Person, Phantasmal Force, Woter Breathe. 

CAIR is the child of a strange union. His father was a human sailor, and his mother, a sea elf. Abandoned by his mother and 
orphaned by his father, he grew up alone in the streets and alleyways of the seaport Scant in the country of Onnwal, with only a 
masterless mongoose as his friend and companion. From observing the mongoose, Cair learned the value olthe lithe dodge and 
quick thrust. He began to undertake thievery on a small scale. 

RiHorch, a kindly scholar, noticed the quick hands and wits of Cair and took him into service as a helper and apprentice. RiHarch 
was a dabbler in the lesser arcane arts of low magic, and Cair learned certain skills and arts that a noble's formal education could 
not have afforded him. In fact. he learned mare than RiHorch thought he was teaching the young lad. Meanwhile, Cair continued 
his stealthy thievng at night. 

RiHorch grew coreless as he grew old, and one evening he omiHed one-and-a-half crucial passes from the Rile of the Winds ofTime 
and was filled with the spirit of a crazed devil. The old man aHacked Cair in a maniacal frenzy, and the young thief was forced to kill 
his master in self-defense. Unfortunately, the city guord, who wanted to ask Cair some questions about a missing necklace, took that 
moment to enter and find him standing over RiHorch's crumpled form with a dripping blade. Though pierced by two crossbow bolts, 
Cair managed to make good his escape, and now flees the bounty hunters who pursue him for the price on his head. 



CHARACTER COMBAT CHART 

RHIAW 

MYRRHA 

CAIR 

Room 

1 

3 

7 

11 
a 
13 

18 

20 

22 

25 

28 

30 

33 

35 

37 

38 

39 

41 

42 

46 

47 

48 

49 

52 

54 

WEAPON 

long sword 
short camp. bow 
dirk/ thrown 

quarterstaff 
footman's mace 

short sword 
dogger/ thrown 
sling bullet/ 

stone 

Monster 

Warrior 
Priest 
Constrictor snake 
Non-warrior 
Dog 
Puma 

Crayfish 
Hermit crab 

Vampire 
-with axe 

Giant slug 
Rats 

Nereid 
Electric eel 

Zombies 

Wight 

Monk, mole 
Monk, female 

Fire beelles 

Gas spore 

Werejaguar 

Doppleganger 

Panther 

Ogre mage 

Polyp 

Carnivorous plants 

Amphisbaena 

Mandrills 

Yellow mold 

Couall 

Gibbering mouther 

Huge spider 

Water weird 

Centaur mummy 

Nahual 

Hyenodon 

DAMAGE 

2-9/ 2-13 
2-7/ 2-7 
2-5/ 1-4 

1-6/ 1-6 
2-7/ 1-6 

1-6/ 1-8 
1-4/ 1-3 
2-5/ 2-7 
1-4/ 1-4 

2 

- 13 
12 
13/ 12 

13 
14 

17 
17/ 15 
15/ 16 

3 

12 
11 
12/ 11 

12 
13 

16 
16/ 14 
14/ 15 

AC HOI "to 
Level Hit 

9 2 15 
10 3 15 
7 2+1 11 

10 0 16 
7 1 +1 13 
6 3+1 11 

8 Y, 16 
2/ 5 5+1 10 

o 8+3 7 
5 

8 6 8 
7 Yo 16 

10 4 10 
9 2 11 

8 2 11 

5 4+3 10 

5 7 11 
4 8 11 

4 1 +2 13 

9 Yo 16 

3 4+1 10 

5 4 10 

6 3+2 11 

4 5+2 10 

6 7 8 

10 0 16 

3 4 10 

7 1 +1 13 

9 (100") 

597 

4+3 10 

6 2+2 11 

4 3+3 8 

3 6+3 8 

3 7 8 

7 5 10 . 

4 

11 
10 
11 / 10 

11 
12 

, 15 
15/ 13 
13/ 14 

HP 

9 
13 
11 
3 
6 
14 

1 
23 

45 

29 
1 

18 
10 

9 

29 

30 
34 

7 

21 

25 

17 

28 

31 

35 

20 

6 

33 

21 

11 

23 

27 

30 

25 

MONSTER MATRIX 

5 

10 
9 
10/ 9 

10 
11 

14 
14/ 12 
12/ 13 

"AT 

1 
1 
2 
1 
1 

1-3 

2 
2-3 

3 
1 

1 

2 

1 

3/ 2 
3/ 2 

3 

6 7 

9 8 
8 
9/ 8 

7 
8/ 7 

9 
10 

13 
13/ 11 
11 / 12 

8 
9 

12 
12/ 10 
10/ 11 

Damage 

1-4/ 1-6/ 2-7 
2-7 

1/ 1-4 
1-4 
1-4 

1-3/ 1-3/ 1-6 
(1-4/ 1-4) 

1/ 1 
1-6/ 1-6/ 1-2 

5-10 
7-12 

1-8/ 2-5/ 2-5 
1 + disease 

spit blinds 
1-3/ jolt 1-3d8 

1-2/ 1-2 

1-4 + drain 

3-9 
2-12 

2-8 

(6-36) infest 

1-3/ 1-3/ 1-8 
(2-5/ 2-5) 

1-12 

3 1-3/ 1-3/ 1-6 
(1-4/ 1-4) 

1 1-10 

2-8 1-2 per + paralyze 

2-8 1 or 1-4 

2 1-3/ 1-3 + 
poison (2-16) 

3 1/ 1/ 1-4 

1-8 

2 1-3/ 2-8 + 

6+ 

1 or 2 

1 or 2 

poison (1-8) 

1 per/ confusion 

1-6 + poison 
( 1-6, paralyze) 

grab & drown 

1-8 or 1-6/ 1-6 
+ disease 

2-7 or 1-4/ 1-4 
drop weapon 

3-12 

8 

7 
6 
7/ 6 

7 
8 

11 
11 / 9 
9/ 10 

9 

6 
5 
6/ 5 

6 
7 

10 
10/ 8 
8/ 9 

Saves: 
Petrify 

15 
13 
15 
17 
17 
15 

17 
12 

9 

12 
17 

13 
17 

17 

14 

11 
11 

17 

17 

12 

14 

14 

11 

14 

17 

14 

17 

17 

10 

15 

15 

15 

12 

11 

14 

10 

5 
4 
5/4 

5 
6 

9 
9/ 7 
7/ 8 

Spells 

17 
15 
17 
19 
19 
17 

19 
14 

11 

14 
19 

12 
19 

19 

16 

13 
13 

19 

19 

14 

16 

16 

13 

16 

19 

16 

19 

19 

12 

17 

17 

17 

14 

12 

16 
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Dungeon Module C1 
The Hidden Shrine 

of Tamoachan 

by Harold Johnson and Jeff R. Leason 

This illustration booklet is specially designed for use with THE HIDDEN SHRINE OF TAMOACHAN. It contains 14 illustrotions 
showing vaf/OUS features of the Shrine, and should be used by Dungeon Masters to show appropriate views to the players 
while they adventure. Each illustration within this booklet carries a number which corresponds to rooms and locations on 
the master mop (note that not all locations are shown). The descriptive copy within the key to the Shrine indicates when 
appropriate illustrations should be shown. The illustration on the cover of this booklet carries a number and should only be 
shown to characters in its proper sequence. 

This booklet has on additional cross·fold which allows the Dungeon Moster to fold the booklet horizintally as well as 
vertically along the binding, and in this manner reveal to the viewing players only a single illustration of the appropriate 
size. The DM can place his finger or thumb over the number appearing on each picture to ovoid giving any clues as to 
room number or location to the viewing players. 

Distributed to the book trade in the United States by Random House, tnc. and in Canada by Random House at Canada, Ltd. 

C) 1910 lSI IIoaIIIts. All Rit~1I Reur'fd 

PRtNTED tN U.SA 

Distribu ted to the toy and hobby trade by regionat distributors. 

1980, 1981. TSR Hobbies, tnc . All Rights Reserved . 
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Dungeon Module 11 
Dwellers of the Forbidden City 

by David Cook 
AN ADVENTURE FOR CHARACTER LEVELS 4-7 

Somewhere in the heart of thestsaming jungle /fes the answer to the wh lsP9red tales - rumors 01 8 magnlficenl city and foul, horrid 
rituals! Here 8 brave paflr mlghl find richas and wonders - or death! Is yourparty brave enough to face the terrOf3 of the unknown 
and find - the Forbidden CltyJ 
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ADVANCED DUNGEONS & DRAGONS~ 
Dungeon Module 11 

DwelleR Of The Forblden City 

Background 

For several months, possi bly even years. there have been r&­
ports of banditry in the jungles to the SOuth. Merchants carry­
ing precious loads of rare goods Irom the jungle lands have 
been way laid , their goods taken and their men captured or 
killed. Even then , those who survived these raids had to face 
headhunters, brain fever, giant leeches, cannibals, and leo­
pards. Few men ever returned. 

The stories they told were fantasUc and addled, surely brought 
about by disease and the horrors with which they had to deal. 
Singing snakes, twisted and deformed ape-men. men who 
were not men. and writhing, horrid flowers filled their tales 
-surely such things were not to be believed. Nonetheless, 
something had destroyed the caravans. 

Furthermore. none of the goods taken from the caravans has 
ever appeared in the markets of the nonh, at feast as far as the 
merchants can tell. Some were certainly Identifiable _ rare 
pieces of art , scrolls. books, and o ther Items dest ined to fetch 
gOOd prices in the kingdoms of the nonh. It could only mean 
that someone or something was hoarding a great treasure In 
the Jungle. Prompted by this information, adventurers set out 
to f ind the bandits and gain thei r t reasure. Your party Is oneol 
Ihese. The long journey was tilled with hardship, but fortu­
nately, peaceful tribes and villages were found to ease the 
jou rney . 

Last night you arrived at such a village. The chief and the 
shaman met wIth you r party. In answer to your questions. they 
told of the yuan II, or demon-men, and their hatetul m inions. 
the tasloi. These come tram the forest, raiding and kIdnaping. 
Those taken are never seen again. Only recently the chief's son 
was stolen. The chIef knows you are experienced and powerful 
warriors, and he wants to make a deal... 

Notes For The OM 

Dwellers 01 The Forbidden City was used as the AD&O·· tour­
nament at Origins 1980 . Although not presented here as a 
tou rnament module. some information has been given on how 
to use the module lor tournament play, along with suggested 
characters. For more information on Ihe tournament, see 
Tournament Notes. 

This module is designed for 6-8 characters o f 4th to 7th level. 
The party should contain a balanced mixture of races . and 
classes. Typical party composition would be t~oor thre.e l Ight­
ers (or rangers or paladins). at least one elenc, a magIc user, 
and possibly a druid . (Unlike many other adventures, a party 
may find the presence of a dru id helpful . Many o.f t,he en~oun­
ters involve plants or jungle sellings where a drUId s partIcular 
talents may be brought into play.) The party should possess 
somewhere between 35 and 45 levels 01 experience. AU 
members 01 the party should possess one or two magic Ilems, 
such as a scroll. polion, weapon. wand, or ring. 

If the OM wishes to place this module In his or her campaign , It 
is suggested that only the Background dealing with the gener­
al events be read to the playe rs. Information coveting the 
journey in the jungle and the events at the village should not be 
given to the players in a campaign , although it may be used ~s 
the basis lor an adventure or serIes of adventures. To aId 
players in fi nding theclty. the OM should allow an informant(s 
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haU-crazed survivor, perhaps) todraw a very crude sketch map 
01 the area. The adventures that occur on the way should 
prepare and strengthen (or weaken) a party lor thIs module. 

Set deep in a tropical jungle, Dwellers Onhe Forbidden City Is 
located on the WORLD OF GREYHAWK'· map in a small group 
of unexplored (and unmapped) mountains south of the Pelisso 
Swamp in Hepmonaland. 

If the OM wants 10 aUow it. players may ask queslions 01 the 
chief and the shaman before beg innIng the adventure. Both 
are elderly tr ibesmen and are very famitlar with the jungle 
around them , except for the Immediate surroundings of the 
Forbidden City . The shaman will explain with great serIous­
ness that the cIty is the place where the ghosts of theIr dead 
enemies live. To go there would result In the loss of a tribes­
man's soul. Therefore. to prevent the evil spirits from destroy­
Ing the tribeenUrely, Ihe shaman has continually kept the tribe 
bu ilding larger and more powerful spirit-poles which are set at 
various places throughout the Jungle. SInce these are allen 
destroyed by natural forces and the Inhabitants o f the cIty, the 
tribe's main pastime Is building new totem poles. Currently 
they are jusl IInlshlng the largest one ever built, almost 1 00 feel 
tall and very ornate. However, they have not yet solved the 
problem 01 getting It to the location the shaman desires. Natu­
rally, the shaman will nOI tolerate any questionIng or mocking 
of hIs Ideas and will refuse to cooperate with any who do. The 
chief will be somewhat amused by any disputes over the sha~ 
man's Ideas . He will attempt to drive a hard bargain with the 
adventurers, since he has almost nothing to offer. Once an 
agreement has been reached, he wi ll supply guides to lead the 
party 10 the location of the Forbidden Cily . 

The land in the area surrounding the Forbidden City Is a dense, 
hilly (almost mountainous) jung le. T rees grow 100 to 200 feet 
high and are draped with lianas, orchids, ferns, and moss. 
More ferns and fungus grow heavny on the Jungle floor. 
Slreams cascade down the slopes to filt swampy areas in Ihe 
valleys. Snakes, birds, spiders, and insects populate Ihe area. 

The ForbIdden City is located In a large rift . set In the peak of a 
low, rounded mountain. The entrance to the Main Gate (en­
counter area C on the City Map) Is located about 1/ 3 of the way 
up the side 01 the mountain. Itmay be re~ched by followlng.a 
gently stoping extension 01 the valley whIch ends In the malfl 
entrance and Ihe Yello,., Musk Creeper. The Forgotten En­
trance (encoun ter area A) Is halfway up the mountaIn­
side, hidden In th ick Jungle growth. 

The rift is enclosed on all sIdes by steep cliffs. These are of 
crumbli ng rock and lean Inward In many places. AU ground out 
to 100 yards from the top edge of the cli ffs Isctear ol trees. Only 
stunted bushes and tall bamboo cane grow In Ihis area. These 
plants form a thick barrier around the cUff tops and movement 
requIres chopping or tearing a path. Within 5 leet of the cUff 
edge, the density of the undergrowth dImInishes and mov&­
ment is normal. 

The cliff height averages 350 to 400 feet. From the top of the 
cliffs, characters wilt be able to look down on mo.st of the 
valley. They will normally be able to see treetops, maror build­
Ings. the swamp, and some signs of activity. Exaclly what 
creatures live in the valley and what they are doing will be 
unclear to the characters unless they have special Items allow­
ing a closer view. 

Climbing or scating the cliffs can only bo don.e In Ihe IIItHII.ea 
locations. Thieves and others with climb!ng skll.1 will recog.nlze 
Iheimposslblllly o f clim bing In unmarked locatIons and WIll be 



able to identlly the safer routes down. Should players insisl on 
attempt ing to climb in an unsale area without taking reason­
able precautions (such as fastening a rope to the trees 100 
yards away). the DM should first describe some incidents to 
warn the characters of the risk (for eKample, "The edge 01 the 
cliff crumbles as you step up to it"). If the characters persist. 
they will fall. 

Besides climbing or entering through one of the passages, the 
characters (provided they have the ab11ity) may Ily into the 
valley. There are no special restrictions to prevent this; how­
ever. fly ing creatures will be attacked by 1-3 g iant wasps each. 
If an item or mount carries more than one character, that group 
should be considered a single creature for determining the 
number of wasps appearing. II a Ilying party kills more wasps 
than are listed althe Vlneaof Danger. the DM should note that 
lor future encounters at that location only a single wasp will be 
found (unless a large amount 01 t ime passes belore the charac­
ters lind the ledge). 

The underground passages leading Into the rift valley afe 
combinations of natural caverns and worked stone. The cav­
erns are naturally damp and spotted In places with mold and 
lungus. Small lizards, Insects, rats, and bats live In the caverns. 
Characters who listen Intently will hear faint scuttling noises 
from these creatures. Louder sounds will be muffled and wiU 
not carry far through the damp. stale air. The worked passages 
are very old and show signs of decay and stone rot. All have 
been cut from solid rock, so no beams or shoring are present. 
The air Is damp but not very stale and occasionally there Is 
some air movement. Few creatures live In thesa areas and 
sound carries much better. 

There are three major fact ions in the city - the yuan t l, bug­
bears. and taslol; the mongrel men; and the bullywugs. Of 
these. the yuan ti and their allies are the most powerlul. al­
though the yuan t l themselves are highly Independent. Within 
the city. they assume the position 01 lords, attempting to direct 
activities and maintain their power. They are the organizers of 
the caravan ra ids. They are also assisted by a powerful human 
magic user. Horan. Horan has convinced the yuan Ii to rebuild 
their empire. 

Thesmall band of bugbears living here aetas the "bully-boys" 
for the yuan ti. They carry out the actua l phYSical work and 
organize the lesser creatures of the valley . All but the yuan ti 
and the magic-user hold them In great respect and fear. The 
bugbears enjoy this position and are not incl1ned to rebel 
against Ihe more powerful yuan ti. 

The lasloi are native to the jungle of the area. For now. they 
have allied themselves with the dwellers of the c ity in return for 
food and protection. They are only concerned with their safety 
and welfare, It is not uncommon for them to Ilee il seriously 
pressed although a powerlul leader can force them to stand 
and l ight. The lasloi will do nothing to directly harm the yuan ! I, 
although they w111 steal from them when possible. They hate 
the bugbears and there is a slim chance they might help (or at 
least not hinder) a party fighting the bugbears. 

The bullywugs mig rated here many years ago after being driv­
en from other lands. Bringing with them a small "god-egg," 
they settled in the ru ins around the swamp. They are very tribal 
and are attempting to rebuild their race. Some day they hope to 
be strong enough to drive all the other creatures from the city; 
for now, however, they attempt to co-exist. Bullywugs with low 
intelligence are cast out of the main group as Unfit. These 
pariahs live in the caves near the Main Gate and feud with thei r 
more Intell igent kin. The yuan ti make use of both for raiding . 
guards , and pets. 
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The mongrelmen are the descendants of the slaves once kept 
in the city. Now. through in-breed ing and association with the 
other creatures of the city. they have only a trace of theIr 
original humanity. They are a ragged band and have survived 
only by hiding and stealing. Some of them look human, while 
others Bre diseased. jungle-mad, or bestial. The yuan ti cap­
ture them for slaves and for their breeding programs. The 
bugbears hunt them for food. The bullywugs use them lor food 
and sacrifices when other sources run low. This treatment by 
the other groups has made the mongrel men vindictive and full 
o f hate. Under certain circumstances they may actually assist 
a party. 

Several of the monsters that appear In this module may be 
found In the Fiend Follo"'Tome, These monsters are the giant 
bloodworm, the bullywug. the pan lung, the yellow musk 
creeper. and the yellow musk zombie. Descriptions suNiclent 
to play these monsters appear in the text. 

Note. For Tournament Ptay 

Although not part of the "C" or Competition Series modules 
produced by TSR Hobbies. tnc .. Dweller. Of The Fobldden 
City was Originally used as the Offlciel AD&D tournament at 
Origins 1980. Therefore, the following information Is given for 
those who might want to recreate the tournament. 

The characters used In the tournament are the first six l isted on 
the CHARACTER ROSTER at the end of the module, Each 
possesses the magic Items listed for that character. Players In 
the tournament may select their own spells and equipment 
from the lists given in the PI.yerl H.ndbook. However. the 
party cannot have more than 300 feet 01 rope. 

The DM should read the B.ckground to the players and start 
them outside the Forgotten Entrance. The tournament covers 
areas A1 to Al0 and the passages connecting them. All other 
areas are Ignored. Players have 31? hours to finish the adven­
ture from the time the character sheels are passed out. Players 
should be made aware of this time limitation when the tourna­
ment starts. 



Unless otherwise nOled, Ihe monsters In lournament play will 
lighllO Ihe death, Any cre81ures caplured will only halle Inlor­
malion ebout the area they are in and the general directions to 
the next encoonter. MonSlers will Ilghl to the best of their 
ability, attempting to use their powers and spells to best adllan­
tage. No psionic powers are used in the tournamenl 

NO scoring sheet Is prOll lded for this module (as this is nOI a 
"C" series module) and those people wishing to use the tour­
nament must design lhe seoting system. Suggestions Include 
points for encoun ters completed. using a character's Special 
abilities. and Intelllgeni aeilons. Points may also be lost. 
though this Is not necessary. The team with the greatest total 0' points is declared the winner. 

St.rt 

Guided by Ihree men from the nearby IIlIIage, your party has 
carefully moved across a valley. The ground has slOped up­
ward and become a small gorge, A huge boulder almost enllre­
ly blocks Ihe way ahead. Theguldesstop and one lurns 10 your 
party and Whispers. "Around Ihegreat rock Is the Land 01 the 
Demon-men. The great lone mountain is their home, We will 
go no furtherl" With these words. the guides turn and run Into 
the Jungte. 

Note: Since there are se\leral entrances to the Forbidden City, 
the DM may wish fO ha\le the charac lers 'farr at a parricular 
entrance insfead 01 searching for one. If tflls Is the case, marely 
alter tha Start so the guides lead tha party to that particular 
entrance before running away. 

ENTRANCE KEYS 

A. The Forgotten Entrance (use Map A) 

Abandoned many years ago as a passage 10 the OUlSldeworld, 
the nat ives of the area no longer halle knowledge 01 this en­
trance. Though not used by Ihe yuan II. they stilt remember to 
guard it, though perhaps not 8S effectively as they might. 

A1 . Cave Entrance 
The cave mouth Is broad, but cleverly screened by lianas 
and c reepers, II extends back Into the darkness, straight 
and le\lel. II appears that once this might halle been 8 road 
or palh. l or In places the stone appears to have been 
worked. There are many tracks on the g round , some 01 
them human-like. 

lithe characters stop to IiSlen lor sounds comIng from the 
ca\le mouth , alllhsi will be heard Is the laint splash 01 waler 
lar away. Aller characters ha\l8 gone hallway . d~wn the 
tunnel. a lalnt glow of light will be seen ahead, ThiS light will 
not be bright enough to see clearly by until the S~rillclal 
Pool I. reached. 

A2. Sacrificial PooJ 
This chamber Is a large natural ca\lern, with a large pool 
fill;ng most 0111. Along the east wall I. a 5 foot wide ledge. 
running around the edge of the pool. The ledge e.nds In a 
small alcove. The walls of the alcove are worilad wl~h carv­
Ings 01 snakes and men in a pastoral scene and at Its back 
stands a large statue of a snake-bodied, six-armed woman. 
Flanking It are 2 charcoal braziers mounted on t ripods. 
These cast a dim lighlthroughout the room, Three canoes 
are beached in the alcove. The water appears calm and 

undisturbed, 
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The three canoes are quite sound and may hold up to 3 men 
and their gear. There are 2 paddles In the boltom of each 
canoe. They may be easily pushed into the waler and used, 
Movement rate when paddling is 60 feet per tum. If charac­
ters try to drift w ith the current. they will d iscover there Is 
noticeable movement, 

In the pool lives a large crocodile (AC 4; MV 12"; HO 4; hp 
21 ; .AT 2; 0 2-12/1-12; surprises on a 1-3) and four normal 
crocodlles (AC 5; MV 12"; HO 3; hp 18 each; IIAT 2; 0 
2-811-12; surprise on a 1-3). These creatures will enack If 
any character enters the water or alfempts to cross the 
water In a canoe. The large crOCOdlle wltl altempt to surface 
under the second canoe crO$Sing the pool. A successful 
surprise roll indicates it nas done $0, If successful, each 
character In that canoe mUllt save lIS. Death to avolel failing 
out. If aU characters lail to 58\1e, the canoe Is overturned. II 
one or more make their save, the canoe will still be upright 
but all characters who fa iled to S8\1e will be thrown InlO the 
water, If there are no characters in the water or they are ell 
dead , the crocodllell w ill attack the canoes (treat as AC 8). /I 
any attack does 9 or more points 01 damage 10 the canoe, all 
the occupanta must make another sa\le as Indicated above. 
Characters l ighting In the water (which Is 12 feet deep) will 
be -2 on their " to hit" rollS. Characters in ptate-mail armor 
will nOI be able to fight, as 811 their eflorts must be directed 
to keeping their heads abOve water. If the large crocodile 
and two ot the sma ller ones are killed. the remaining beasts 
will relreat anel avoid the party. 

Scattered in the mud at the bottom of the pool are to gems 
_ five with a base value of SO gp, 3 with a base \lalue of 100 
gp, and 2 with a base lIalue of 1.000 gp. 

-'3. The Barren B • .ch 
The natural caverns end here In a small beach. Extending 
from the beach 15 a passage 01 worked stone. Two canoes 
have been pulled up onlo the shore and the footprinls 01 
many creatures mar the smoothness 01 the sand. These 
prints are Jumbled and old, making It Impossible to Identify 
the type of creatures that made them, 

The canoes are exacUy like those f01Jnd In area A2, the 
Sacrillcial Pool. 



A4. Bugbear Senlry POl l 
There Is a large pUe of furs in one corner of this room and 
tha smoldering remains 01 a fire near the opposite door, 
Sitting near the fire are 4 large, big-headed, hairy creatures 
armed w ith throwing axes and fauchards. 

The four creatures are bugbears (AC 5; MV 9" ; HO 3+1; hp 
16 each ; HAT 1; D 2-8 or by weapon : surprise on a 1-3) 
assigned to guard th is entrance. If the party comes from the 
outside, the bugbears will attempt to throw their axes and 
then flee intolhe next room (area5 ) and warn theircompan­
ions. If the party comes from the other direction, the bug· 
bears will attempt to run for the canoes. If they cannot 
escape they wiU fight to the death , hoping to take as many 
w ith them as possible. Each bugbear carries 2-8 pp and one 
carries a large sack filled with raw meat. 

A5. Bugbear Guard Room 
Four bugbears (AC 5; MV 9"; HO 3+1 : hp 17 each; HAT 1; 0 
2-8 or by weapon; surprise on a 1-3) are waiting in Ihls room, 
In case their comrades in room A4 require assistance. There 
are selleral tables and chairs around Ihe room. II alerted to 
the presence of intruders, the bugbears wil l tip the lurnllure 
ovef to form a defensive wall across the room. H idden be­
hind this wall they will have 50% caller (-4 to AC, +4 to 
saves). Each bugbear Is armed with a throwing axe and a 
fauchard. From behind their wall , Ihey will lirst throw the 
axes and then delend with fauchards. Due 10 the difficulty of 
getting over the barricading lurniture, the bugbears will be 
allowed an extra attack against all characters attempting to 
cross the wall. Each bugbear carries 2-20 gpo 

A6. Hall of Medllatlon 
a. Main Chamber 

This Is a large lIaulted room with arches rising from the 
corners. The floor is partially covered by rice-straw mats 
while the rest of the area Is hard stone. In the centero! the 
room, on the ceiling, is a small chest, resting upside 
down. On the far wall Is a door with a large keyhole in il. 
Starting on the ceiling, over both doors, are a series of 
rungs, spaced at 2 loot Intervals. These rungs stop short 
of the chesl by 5 leel. 

The door Is magically shut and cannot be opened unless 
the proper key is used. Attempts to piCk the door will only 
reveal that there is no locking mechanism In the door: the 
keyhole is simply a slot, The door may nol be opened by 
normal physical lorce. II a dllpel magic is used, the spell 
on the door has been cast by a twelfth level magic user. 
This spell Is simllarto a wlz.ard lock except that a particu­
lar key (or keys) is required to work the lock . 

A key to the door Is in the chest rest ing on the ceiling . 
This chest Is 30 foot up and is held In its upside-down 
posit ion by a sphere of reverM gravity. The key has been 
placed here in case the bugbear guards need to return to 
the city, but was made difficult to reach to prevent them 
from deserting Iheir post. For characters to get the chest 
a method must be found to reach It. Ropes shot by ar­
rows will not be able to pull the chest to the characters. 
The rungs may be used to swing toward the chest, but 
the third rung from each door Is unsafe and will break 
when a character attempts to hang from it. If a character 
falls he or she will lake 2d6 paints of damage. The rungs 
stop 3 feet short of the reverM gravity field. For this field 
to have effect, the character must have the greater part of 
his or her body In the area 01 effect. The chest itself Is 
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locked and trapped with a fUr gas. The gas will create a 
10' by 10' cloud and all whofaiitosavevs.Spellswilllloo 
at their full movement rate for one round (an act ion 
wh ich will result In the character failing to the floor). 
Inside the chest are 1,000 sp, 60 gp (the treasure of the 
bugbears), and a jade key (3 ,000 gp vatue) that will open 
the door, 

b. The Outer Hall 
The hallway ends In a door with a large keyhole in it. For 
information on the door, see room 5b. Main Chamber. 
The only keys allallable to open this door are in the Main 
Chamber and Horan's chest (see area H ). laying in Ihe 
mud near the door is a moldy silken pouch. In the pouch 
Is a crystal key (1 ,OOOsp value) with a red tassel. Th is key 
may be used to open the Main Gate at area C3. 

A7, The Smithy 
This chamber is evidently a blacksmith's workShOp. In the 
center 01 the room Is a circular forge about 3 feel high. 
Connected to this Is a large bellows apparatus. Stacked 
about the edges of the room are wooden shafts, crude Iron 
bars, short swords, 3 tubs of liquids. a table 01 tools, a large 
stack of cordwood, a smaller mound of charcoal, and a 
large chest. Chained to the bellows are two young men, 
lislless and exhausted lookIng . The ceiling Is open to the 
sky, but Is shrouded by many vInes that form a network 
overhead. It Is apparent that this chamber is ac tually some 
sort 01 shaft. 

Hiding in the shadows olthe vine canopy are 12 taslol (AC 5; 
MV 9"0 15": HO 1: hp 6 each; !fAT 1; D by weapon type; 
surprise on a 1-4, hide in shadows 75%; tasloi movemenl ls 
g iven in the order: movement on the ground 0 movement 
through troos) carrying short swords, lavellns, and nets. 
They wll not attack until signalled by their leader, a snake­
headed, halfbreed yuan II (ACO/4; MV 12": H08; hp36: NAT 
2; 0 1-10/by weapon; MR 20%) armed with a mace. He 15 
standing In a cave mouth, 30 feel above Ihe lellel of the floor, 
hidden from sight by a tangle of creepers. With him are 6 
more taslol (hp 5 each) armed as those In the vines. A 
slender but stout vine extends from the cave mouth to Ihe 
floor of the chamber. The vine will support three characters 
al a time. When the first character appears in the cave 
mouth, Ihe yuan ti will order the attack. Any character 
climbing the vine will be al a - 4 on "to hit" rolls and armor 
class. Any characterstruck bya net w ill be entangled for 18 
rounds minus the character's dexterity, unless another 
character helps free him or her. 

If the young men are frood (by breaking their shackles), 
they will not be able to help the party In any way. They are 
both addicted to a powerful drug forced on them by their 
captors. Questions will beanswered by meaningless phrases, 
giggling , or raving. The addiction may only be broken with 
time. 



A8. The Swinging Bridge 
AI this point a large chasm intersects the l unnel. Neither 
opening has a ledge large enough to sland upon, but both 
openings are connected by a swinging bridge. This Is las­
lened at both ends by large stone rings set In the cliff face. 
The north side, lirst approached by characters entering 
from the outside, has no other leatures. However, the soulh 
end Is well guarded. In the entrance are IWO subterranean 
\lzards (AC5; MY 12"; HD6; hp44,35; "AT 1; 02-12; double 
damage on a 20), chained to the wall. Beside them Is II small 
opening leading to stairs going up. This passage leads to an 
opening 40 feet above the bridge. Watching In this opening 
are 6 t8sl01 (AC 6; MV 9""15"; HD 1; hp 4 each; .AT 2: 0 
1-311-3: surprise on a 1-4) who have collecled a large 
number 0 1 boulders. When the party reaches the section 01 
the bridge directly below the taslol, the creatures win begin 
to push boulders over the lip of the cave mouth. Three 
boulders will be dropped per tum. The boulders wJ1l have a 
chanceof striking characters equal 10 s six HO monster and 
will do 2-12 points of damage II they hit. Those boulders 
wh ich miss characters will strike the planking of the bridge, 
doing the same amount 01 damage to It When the bridge 
takes 50 ponts of damage (from boulders arn:l area attack 
spells), the last 20 faat of planking will shalterand (all away. 
II the bridge suffers l OO ormorepolnlsofdamage, the stone 
rings holding the ropes will be broken and the bridge wlll 
fa ll. The chasm is 200 feel deep and anyone lall1ng into it will 
take 2Od6 points of damage. 

The bridge is sturdy and safe although It will sway da~ger­
ously when characlers walk acrO$$ It. 

AI. The Amphitheatre of the Yuen TI 
This aree Is a Largenetural amphitheatre which slopeS down 
from the cliff walls 10 a small seml-clrculsr stage. The back 
of the amphitheatre appears to be solid trees and under­
brush. except tor 8 small path that winds belWeen the mas­
sive trunks. At one side of the staga, In a position that 
ovetooks both the path and the tunnel mouth Is a large 
throne made of bones and skulls. On It rests a creature with 
the torso of a man and the tail 01 a snake, which is coiled 
around the throne. Near him stands. men with a snake's tall 
growing from his backside. A windIng staircase leads from 
the cave mouth to the stage area. Standing at the bottom 01 
the stai rcase Is a msn in scale armor. Thirty feet from the 
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cave mouth, on the stairs, Is a snake creature with human 
arms. 

The man sitt ing on the throne and the man with the snaka's 
tall are yuan II halfbreeds (AC 0/4; MV 9"; HO 8; hp SO. 55; 
; AT 2; 0 by weaponll-4; MA 2<WI, spells), the man In armor 
is a pureblood JAC 4: MV 12" ; HO 6; hp 44; !tAT 1; 0 by 
weapon; MA~, spells), and the creature near the botom 
Is a lemale yuan t l abomination (ACO; MY 9N

; H09; hp 64; 
,AT 2; 0 1-10/1-4; MR~). II the yuan Ii are not surprised, 
they will attampt to cast spells al the party in thalollowlng 
order: polymorph other, darilne .. 1S' radlua. and 'uggH­
Uon ("Your cause Is hopeless, lea vel " ) and then their other 
spells (see end of module). Allar using their spell powers, 
the yuan tl will advance and melee with the party. If the yuan 
II ara ln serious danger of being defeated, the abomination 
and Ihe halfbreeds wil l atlemptto slip Inlo the dense wood 
through secrel paths (not marked on the map) white the 
pureblood ruN to area Al0, Hall of the !Hfpenl God. 

Set In the throne Isa large ring 01 B gems, aach wonh 500 gpo 

A10. H.H at tM &.Ipent God 
The path leads to a large stone building. The atones are 
crumbling and overgrown with vines. The main entnlnce 
consists of a large set of double doors covered with bronze 
plates. These plates depict scenes of snakes coiling about 
men In postures of great agony. A bas-rellel 01 a large 
cobra-headed man overtookS all this. Along one 01 the side 
walls Is e small opening that a man might crawl through. 
The Inside of the chamber Is a large damp space, cluttered 
With tumbled columns and beams. On the well opposite the 
door is a young man bound spread-eagled between two 
pillars. A giant snake Is start ing to coli about his body. 

The snake Is a giant constrictor (AC 5; MV 9"; HO 6+1 ; hp40; 
IIAT 2: 0 1-4/2-8; constriction for 2-8 per round) and It Is 
about to kill Its sacriflca, the chlers son (AC 10: MV 12"; F 3: 
hp20; f AT 1; 0 by weapon). Hidden In the rafters 20 teet In 
Iront of this scene are two mora giant constrictorsnak81 (hp 
44,47) that will drop on the lirst chsracters passing under­
neath them. All attempts to strike by characters being con­
stricted will be al a -4 on "to hit" rolls. 

If the snakes are slain before the chlel's son Is killed , he will 
gladly and willingly loin and assist the party as best ha can. 
Of course, he will want and need armor and weapons. He 
can provide little Information other than tlls oeme (Zura) 
and the fact that this Is the city 01 the demon-men and their 
followers. Nearthe sacrifice area are 2 sacks containing 500 
sp, three golden disk. (each worth 50 gp). and a rope 01 
climbing. 

B. VI"" of oa,..' 
The second way InlO the city Is to climb down the cllll. 
Reaching from the top ot the cliff walt (at B) to the bottom 
are tangled. sturdy-looking Ilanas. Thieves and others with 
climbing abil ity will be able to tell that the vines are secure 
and strong enough to climb down: others may guess at Ihls 
bul will not besure. If the area of vines Is carel·ully observed 
for three turns, characters will see a giant wasp tly to the 
vines at a polnll00 feet below the top of the cllff. ltwlll crawl 
Into the vines and disappear tram sight. The area covered 
by these vines Is wide enough forlWOchsracters to descend 
at a time (the width varies from 5 to 10 leet). 



At the point where the giant wasp disappeared is a small 
ledge (5 feet wide and 10 feet long) , wherefourglantwasps 
(AC 4; MV 6"121 "; HD 4; hp 30, 28, 24, 21 : ffAT 2; 0 2-8/1-4: 
save vs. Poison or be paralyzed) are building their mud nesl. 
When characters approach within 20 feel of the ledge, two 
of the wasps will fly out while the o ther two climb up the 
vines. The flying wasps wUl attempt to st ing any butlhe lead 
climbers: these characters will be attacked by the Climbing 
wasps with bite and sting . Characters attacked while climb­
Ing will figh t poorly, being - 2 on their chances to hit. Their 
opponents will attack at "f"4 to hit. Only on&-handed wea­
pons may be used, spells cannot be cast while climbing, and 
dexterity will not al ter armor class. There is space on the 
ledge for one character to stand and fight. 

A character paralyzed by the polson sting of a wasp has a 
50% chance of failing . Otherwise he or sha becomes 
tangled In the vines, and will dangle there helplessly until 
the polson is neutralized. Hidden in one of the cells 01 the 
nest are four violet garnets (base value SOO gp each) . 

C. Main Tunnel Entrance (use Map C) 

The main entrance into the Forbidden City is the one most 
commonly used by the inhabitants. There are actually two 
entrances to the city In th is area. The one leading past the 
aboleth and the main gale is made of worked slone. This being 
the largest and most noticeable entrance, the yuan Ii consider 
it the most likely point of attack on the dty. Therefore, they 
have placed guards from the various races to defend against 
Intruders. However, the guards here will not necessarily fight 
to the death . If the combat is going badly for the guards, they 
will flee, unless o therwise noted , and attempt to warn those at 
the next encounter area. The natural passages are formed 
lrom otd volcanic fissures. They are ignored or forgotten by 
the yuan 11. However, now Ihey have become the haven for 
various predatory or solitary creatures. 

C1 . Attack of the Aboleth 
The tunnel narrows and becomes a small 5 foot wide path 
that hugs the wall 01 the cavern. Alppllng quietly beside the 
path is an underground river of unknown depth. In the 
distance can be heard the splashing of water. Bats squeak 
and flutter overhead. 

Thirty leet along the path the rock wall Juts outward and the 
path turns out of sight around the bend. This wall and the 
pathway afe actually Illusions created by a monster lurking 
In the murky waters o f the river. If the party Is advancing 
normally, each character in the first rank must save vs. 
Spells at -2, due to the believability 01 the Illusion, or fa ll into 
the river. A cautious party prObing the floor or taking similar 
precautions will discoverthe illusion Immediately, and see 
the reat path leading to Ihe waterfall. 

The creature creat ing the illusion Is called an aboleth (AC 4; 
MV3"1I18": H08: hp42; "AT 4 tentacles: 0 1-6+speclal: SA 
illusion, enslavement), an amph ibious. fishlike abomina­
tion. Any creature struck by its tentacles must save vs. 
Spells or their flesh will turn to a slimy membrane In 2-5 
rounds. This membrane must then be kept damp atall times 
or the victim will take 1-12 points of demage each turn due 
to the Intense pain caused by the drying membrane. A cure 
disease spell will stop the change. and a cure serious 
wounds spell will restore a vic tim's flesh. Aboleths are high­
ly Intelligent and can create highly realistic illusions If they 
concentrate on them. They can also try to enslave other 
creatures three tlmes8 day. Thisabillty can only be used on 
one creature, up to 30' away. ala Ume. The victim must save 
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vs. Spells or beconsumed with a desi re to serve the aboleth . 
Enslaved creatures will no' l ight for the aboleth, but will 
attempt to follow o ther telepathic commands. A remon 
curse, dispel magic or the death of the controlling aboleth 
wliliree any enslaved creatures. Finally, an aboleth secretes 
a cloud of mucus l ' all around It when in water. Any creature 
drawn Into the mucus must save vs. Polson or it will Inhale 
the stuff and be unable 10 breathe afr, and will suffocate in 
2-12 rounds if trying to breathe air. However, thai same 
creature will gain the ablUty to breathe water for 1-3 hOUrs. 

The aboleth lurking in the river looks likeashapeless mass, 
gray wilh blue-green mottling, obscu red by the cloud of 
mucus, out 01 which reach fou r warty tentacles dripping 
slime. The monster will first attack characters stili on the 
path, Ignoring those in the water unlilialer. It will attempt to 
enslave and carry off characters to serve it in its watery 
domain. II the creature has fewer than 10 hit points at the 
end 01 any round, it will flee downstream to the south. 

The aboleth is worshipped by the mongrelmen as one 01 
their "gods". Through a special arrangement with the yuan 
II, the mongrelmen bring a sacrifice once a month to the 
aboleth. Live offerings are taken by the aboleth to its un­
derwatercity (many miles downstream) , there to be sla\les. 

C2. Waterfall of Fire 
The tunnel opens Into a large cavern and the river ends in a 
pool. The north face of the cavern Is a cliff and rises 40 leet 
above Ihe water level. AI the top Is a tunnel mouth and a 
small ledge area. Spewing from a fissure beside the tunnet 
mouth Is a steady stream of water that cascades down the 
face of the cliff and splashes into the pool. Winding back 
and forth up the cliff Ieee is a3 t05 foot wide path. At several 
points II passes behind the waterfall. AI the top of the cliff 
near the tunnel mouth can be seen four humanoid figures, 
outlined by the light of a torch , 

The humanoids are bullywugs, (AC5; MV 3"/115"; HO T; hp 
5 each; "AT 1; D 1-6; may hop3" gaining +1 on " to hit" rotls 
and double damage. 78% unnoticeable, surprise 1-3 or 1-5 
when hopping) Intell igent humanoid frogs, Each Is armed 
with a spear and shield . Near the waterfall Is a large cask of 
highly flammable oil . If characters advance up the pathway, 
the bullywugs will walt until the party is underneath the 
waterfall and then spill Ihe all Into the stream and light It, A 
flaming lorrent will pour down from above. (To aid the OM 
in handling this encounter, a small Inset map of area C2 is 
provided on the map of the Main Entrance) . All characters 
behind the waterfall will take 2-12 points of damage (save 
vs. Petrification lor hatf damage) and will have e 50% 
chance of slipping from the ledge Into the pool below. 
Because the character Is landing in water, the damage tak­
en w1ll be half the normal damage for the distance lallen. 
Characters within 5 feet of the flaming waterfall will take,-4 
points of splash demage (save vs. Petrification no damage). 
The bullywugs will then move to block the top of the path. 
One will stand at the end of the path while the other three 
stand above at the cli ff edge to strike characters that are 
second, th ird , and fourth in line. The last three bullywugs 
will have the benefit 01 some cover because of their pOSi­
tion, improving their armor class by two and increasing 
saves by two. 

In the pool at the bottom of the waterfall are several offer­
Ings left by the mongrelmen that the aboleth lalled to col­
lect. These are one sliver brooch (worth 1,000 gp) , three 
disks of jade (worth 500 gp each), and a gold enchased 
incense burner (worth 900 gp) . 



C3. The Main Gate 
a. The Chamber 
The passage widens into a large cham ber, dimly lit by 
phosphorescent fungi clinging to the walls and ceiling. 
Blocking the tar wall Is a large open grillwork gate (20 feet 
high and 20 teet wide). It is flanked by two square pillars 
carved Into the walls of Ihe cavern. Each pillar has two 
shuttered windows that look onto the passage beyond Ihe 
gate. A small passage exits from one side 01 the cavern but 
ends in a solid wall. The gate Is closed and has a large lock. 
Beyond the gate, nothing can be seen. 

The gate Is unlocked and Ihe characters may swing It open 
if a combined Sfrength 01 25 is used to push against it. As the 
gales stan to open, a lrap witt be triggered overhead. This 
trap Is a large (10' by 20') wooden framework set with 
sharpened stakes and weighted with rocks. It Is hidden In a 
recess over the gate and is only visible from directly below. 
When the trap fa lls. It lands In the area indicated on the map, 
directly In front of the gate. Characters under the trap will 
suffer 2·16 points of damage, minus one point of damage 
for every level of armor class less Ihan 10. (For example. an 
AC 4 Character would lake 2·16 minus 6 palms of damage). 
There Is e 75% chance that each cha racter struck will be 
knocked to the ground and stunned for 2·5 rounds. 

As soon as the trap Is sprung. the shullered windows will 
open to reveal tall narrow windOWS. At each window wilt be 
two taslol (AC 6/·1 due to cover, MV 9"C15"; HD 1; hp 4 
each; /IIAT 1: 0 1..s; surprise 1-4 hide In shadows 75%) who 
will hurl javelins althe party. Besides their low armor class. 
they gain a .. 7 on all saving throws due to 75% cover. Hidden 
in the shadows behind the pillars are twelve more laslol (AC 
6, all olher InformatIon as above). Six stand to either side of 
the passage. Eight carry short swords and four carry nets. 
Each net can cover one character. A successful hit wilt 
cause the character to be entangled for 1-4 rounds. En· 
tangled characters may not fight except with a thrusting 
weapon such as a spear (and Ihen at a - 2 on chances to hit); 
thelt armor class Is also reduced by two. II eight or more 
laslol are slain. all survivors (elCcept those throwing lave­
IIns) wl11llee to sound the alarm. Those Inside the pillars will 
not venture forth unless forced. If melee, these tasloi wltl 
fight with ferocity (+2 on all chances to hit). using short 
swords. 

In each blockhouse are30 Javelins, piles of dirt , reeds, and 
rottIng lood. Hidden In one of the piles (the DM should 
decide which blOCkhouse) are 50 gp and two gems (base 
value 10 gp). 

b. The Secret PaSUile 
Th is smalt passage ends in a blank wall which is actually a 
secret door for bypassing the gate. II 15 used to leave and 
enter the city withoul tr iggering the trap. The concealed 
end Is carefully screened by rocks and nel5 fashioned to 
1001< like spiderwebs. 

C4. The Yellow Musk Creeper 
AI the end of the ravine Is a small cave mouth. The BreB Is 
heavily overgrown. Llanas, ferns, brilliant orchids, and 
brIght yellow flowers hang down around Ihe entrance. 
There are many crannies and nooks in the rocks In this area. 
Rivulets tumble through Ihese. making the ground damp 
and muddy. 

When players approach wilhln 20 feet 01 the cave, three 
yellow musk zombies (AC 3; MV 12"; HD 2 lor attack pur· 
poses: hp 18. 25 , 31 ; !tAT 1; 0 by weapon; Immuneto ch. rm. 

8 

s'eep. hold, and mlnd· influenclng spells; cannol be lurned: 
see end at module for more detailS) will scramble out from 
behind the rocks to attack the rear 01 the party. The zombie 
wllh Ihe mosl hit points carries a sword +1 , +4 vs. reptiles 
(NSA). The others carry nOrmal long swords. AU wear 
banded mall and carty shIelds. The zombies will attempt to 
force the characters toward the entrance of the cave. Any 
character within 10 feet o f the cave wlll notice the seven 
yellow flowers begin to sway and move, These flowers are 
part of a yellow musk creeper (AC 7; MVO"; HO 3: hp 20al lts 
roots: !tAT 7: 0 special; sea end of module and the FIEND 
FOLIO book for more details). AU within 10 feet o f the 
yellow musk creeper will be attacked by a flower. The lIow­
ers wlJl shoot a puff of pollen at a character's face. and If It 
hits, the character must saye vs. Spells or walk. entranced. 
into the heart of the plant 10 stand IIslless. Once there, the 
piant wlll attach several tendrils to Ihe victim's skull and 
drain 1 -4 points of intelligence per round. The victim can 
only be rescued by destroying the plant. If a character's 
intelligence Is drained 10 zero or below, the victim dies. If 
drained to 1 or 2 points, a seed Is Implanted In his head and 
the character becomes a yellow musk zombie and will at· 
tack intrUders. If rescued from the plant before becomIng a 
zombie, lost Intelligence will be regained ata rate of 1 point 
per day. A heal spell wHl restore all lost points 01 Intelli­
gence. Should the character become 8 zombie, he may be 
cured with a neul,alLze pollOn and a heal, but must then rest 
for 4 weeks. 

If any of the yellow musk zombies are slain and the bodies 
not destroyed, a new yellow musk creeper will grow in thai 
place within an hour. Therefore, characters may have to 
deal with more 01 these plants If they should return this way. 
It is ImpOSSible 10 enter the cave without being attacked by 
the creeper. 

Hidden in the soli near the rOOI of Ihe creeper are 4 dried 
clay balls. Each ball contains one piece of Incen .. of 
meditation. 

CS. The Industrious Ants 
8. Seven giant wolil.er 8nts lAC 3; MV 18"; HD 2: hp 1 0 each: 

IIAT 1: 0 1-6) and three giant warrior ants (AC3; MV 18" : 
HD 3: hp , 8 each; !tAT 1: 0 2--8; If hits witt try to Sling lor 
3·12, save vs. Poison lowers damage to 1-4) are moving 
In a group. either leaYlng or returning to the nest In each 
of these areas. The warrior anls will lead an attack on any 
creatures which enter the area. Once a victim is slain, the 
ants will attemplto drag the body back to the nest. 

b. This area is the main glanl ant nest. There are 30 giant 
worker ants (AC3: MV 18"; H02; hpgeach; IIAT 1;01-6) 
and 10 giant warrior ants (AC 3; MV 18" : HD 3; hp 14 
each; !tAT 1; D 2--8; If It h its will try to sting for 3·12, save 
vs. Poison reduces damage to 1 -4) busHy moving about 
the Iloor and walls. hauling food and eggs and tending to 
Ihequeen. Thequeen (AC 3: MVO"; HD 10; hp50; HATO; 
DO) Is near the far watt , surrounded by other giant ants. 
The ants will attack any who enter the chamber. Around 
and under the queen's body are 51}! gems (four worth 100 
gp each. 1 worth 1.000 gpo and one worth 5.000 gp). 

C6. A Hard Sargaln 

As characters near this Chamber. they will hear a loud crash­
Ing and scraping . If they pause to Ihnen carefully, charac­
ters will be able to discern snapping noises and a deep bass 



voice humming an unusual tune. When characters do enter 
the chamber. they will lind that the voice has quit and that 
there are no creatures In the area, The room is filled with 
large fungi. two to five feet high. many of which are 
smashed and broken . Under illum ination. the walls IUcker 
and sparkle In several piaces. 

If characters remain In the room for more than one turn, a 
xorn (AC - 2; MV 9": HD 7+7 : hp 35: HAT 4; 0 1--3 x 3/6-24 : 
Immune to lire and cold spells. electrical attacks do half or 
no damage, surprises on a 1-5) will quietly enter the 
chamber, using Its power of molecular adjustmenl to step 
out 01 the wall near the exit. It will not allack the party. 
Instead, Ihe xorn will demand food (precious metals) from 
the characters before allowing them to leave the chamber. 
The OM should play the xorn as a shrewd and hard bargain' 
er. Allirst II will demand more gold (or whatever precious 
metal the DM desires) than the party Is able 10 produce. 
After its initial demand. it will walt for the characters to make 
a counterproposal. It will be willing to deal so long as the 
haggling Is In Its favor. It Is nOI above all mannerol tricks to 
help lis case (such as implying there are more xorn nearby 
or collect ing a fee and refuSing to allow the characters to 
pass). Jf the OM feels the party is not capable 01 defeating 
the xorn . he or she should carefully try to warn the players 
that attacking this monster mlgM be a grave and serious 
mistake. The OM should play the xorn with a great deal of 
character (for example, casually tearing out and eating 
parts of the wall while it talks) and encourage the players to 
bargain. However. the encounter wlth the xorn should not 
beone to pun Ish the characters. The OM should allowsome 
amount of precious melals to remain with the party, espe­
cIally If they have bargained well. If no bargain can be 
reached. the xorn will (reluctant IV} attack . 

The sparkling poInts In tha wall are large pieces of Iron 
pyrita (fool 's gold). 

C7. The Dlftfcull Passage 
Hera the passage ends In a cavern. 10 to 15 feat high, filled 
with ajumbte o f stalacllles and stalagmites. AI the far end of 
the chamber is an opening in the celtlng. There appears to 
be noth ing else In the room. 

The opening in the roof is a 6-foot-wlde chimney that ex­
tends upward 60 leet. The top end of tha chimney is partially 
blocked by a large stone. CIrc ling the opening to the chim­
ney are four p lercers (AC3: MV 1"; HD2, 3,3,4; hp8. 15. 18, 
23; NAT 1; 0 2-12 or 3-18 or4-24 : 95% likely to surprise) that 
will drop on characters who walk to the chimney. After the 
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piercers attack, a carrion crawler (AC 3n; MV 12"; HO 3+1 ; 
hp 20: ItAT 8; 0 paralysis) will shoot down from the chImney 
where illives. lt wIll only extend lis body larenough 10 reach 
a target. The rear part will grip the walls of the chImney for 
support. From thIs position It will lash out to attack all withIn 
reach . II attacked by missile fire, It will retreat up the chim­
ney out o f Sight, and walt there to attack anyone trying to 
climb the chimney. 

Thestone blocking the top of the chimney may be moved by 
any character of 17 strength or grealer. However, the char­
acter must devise some means to brace hIm or herself, since 
there are no suitable ledges within reach. 

If characters approach the chimney from the top end . the 
noise of mOiling the stone will alert the carrIon crawler. It 
will retreat to the chamber, Clinging to the roof. It will attack 
cha racters as they pass It. In the sand and dirt of the floor 
under the piercers ara 200 gp end a wand 01 illumination (8 
charges). 

CB. The Watery Worm 
The path ends at the edge 01 a chamber. FillIng the chamber 
Is alarge pool of water of unknown depth . A row o f moss­
covered bou Iders stretches about halfway across the cham­
ber toward an exit on the other side. The ceif[ng Is free of 
stalactites and the walls are coated with fungi. The waler 
ripples as If a slight current were flowIng through the pool. 

The "boulders" are actually the back of a glanl bloodworm 
(AC 4; MV 6" ; HD 6; hp 40; !tAT I ; 0 1-8: successful hit 
attaches to vIctim. automatIcally dra ining 1-8 points 01 
blood per round , saves vs. Magical Fire al-2. lakes double 
damage from fire). It will wait until the characters are on the 
middla of Its back or halfway across the chamber before 
attacking. 

The water In Ihe pool Is 4 feet deep and flows In and out 
through various cracks In the walls near the floor. A fine flIm 
01011 has leeched lrom the rocks to cover the surface 01 the 
water. This all will coat characters wading through the water. 
It does not burn easily and wlll only Ignite around a great 
source of heat (such as a fi reball). Then it will only burn lor 
one round (doing Id6 points of damage) but will create an 
Immense quantity of smoke. The smoke will cause 1 d4 
points of damage each round after the f irst to all characters 
In the room. Reasonable safety measures may reduce this 
damage. Scattered about the bottom of the pool are 4 gems 
(two worth 50 gpo one worth 100 gpo and one worth 1.000 
gp) . 



C9. Dead End Paauge 
This passage appears to have at one time been worked 
slone. In several places strange frescoes (now half-covered 
by fungus) are painted on broken slabs of rock. The tunnel 
has collapsed ahead, to tally blocking this route. If Ihe OM 
wishes 10 eICpand the underground adventures In this mo­
dule, he or she should allow the characters to dig out the 
blocked passage. Several possible adventures might be de­
signed for any area beyond. Some suggest ions are the 
tombs 01 ancient yuan ti or an underworld of giant mush­
rooms. brilliant red phosphorescent tungi. geysers. hu­
mans and sli thering horrors of a race older than man. 

Cl0, The Hom. of Dilemma 
a. The Spider Snare 

Stretched across the passage to the northwest are a 
number of e.Hemely fine and strong spIderwebs. Char­
acters will only have a 2()1!; chance of noticing Ihese 
belore walking into the webs. H idden out of sIght at the 
top of Ihe web are one giant spIder (AC 4; MV 3" '1 2"; HD 
4+4; hp 23; !fAT 1: 0 2-8, poison) and two large spiders 
(AC8: MV6'''15'' : HO 1+1; hp6each: IIAT I : 0 I . poison. 
save at +2) . The targe spiders wil l scuttle down the web to 
b ite any characters trapped there. The gIant spider will 
attempl to p revent other characters from rescuing the 
trapped characters. At the same lime that characters 
become trapped, they wit hear the voices and see the 
lights 01 the taslol and yuan tl at area ClOb. Unless the 
party states they are making a special effo rt to be very 
quiet and shutter or cover all l1ghls. the creatures at Cl0b 
wilt be alerted to thei r presence. The OM should note that 
some spells c reate a great deal 01 noIse. If the characters 
enter from Ihe smaller passage that leads to the Main 
Gate (area C3), the spIders will scurry along the ceiling 
to attack. l oud noise and brIght lights w ill alert those at 
Cl0b as explained above. 

Wrapped In sllk near the tOp of the web are 22 sp and 50 
gp-

b. Changing of the Guard 
Moving down this passage are a group 01 161a5101 (AC 6; 
MV 9"0 15": HO 1; hp 6 each; IIAT 1; 0 1-6; surprIse 1-4, 
hide in shadows 75'111) armed with short swords, being led 
by a purebtood yuan 11 (AC 4; MV 12" ; HO 6: hp36; IIAT 2; 
o by weapon; MR 20%, spells; see end 01 module lor 
more details). The pureblood knows the following spells: 
caUM lear, snake charm. sticks to snak.s. n.utrallze 
polson. suggestion, polymorph other, darknesslS' radJ­
us. Four of the laslol are moving 20 leetahead 01 the main 
party to SCoul oulany monsters or surprises. If the guard 
patrOl beComes alerted to the characters (elther through ,. 

lighting, light . noise, etc .). the tastol wilt attempt to close 
lor melee comba.t while Ihe yuan tJ uses his spells. He will 
attempt 10 polymorph the strongest looking character 
Into a pigeon . The yuan tJ also carries 8 potion of healing 
and two gems worth 1,000 gp each. 

C11, The Final Oafense 
The passage opens to daylight. A broad avenue continues 
from the tunnel mouth through ruIns on either side. The 
area is overgrown with weeds. Stand ing just outside the 
tunnel mouth Oul 01 sigtll. one 10 elther side, are two hall­
breed yuan t1. One appears man-like except for his scaled 
skin and d istorted snake-like head CAC - 1: MY 12" ; HO 7; hp 
40: IIA T 2; 0 by weapon/1 ~ 10; MR 2O'M.) . He carries a halberd 
and wears a ring of protection +1 . The other also appears 
man-like. However, instead of arms, snakes sprout from his 
shoulders (AC 4/ 0; MV 12" ; HO 8; hp 46: IIAT 2; 0 1-6/1-6: 
MR 20%, spells) . He knows the following spells: suggestion. 
caus. f.ar, and darien ... 1S' radius. These yuan Ii will at~ 
tack any who attempt to enter or leave the city through this 
passage without a golden tablet Irom Horan (see area H) 
assuring safe passage. 

O. Meeting with lhe Mongrelmen 

Here a narrow path, 2 to 5 leet wide, wInds back and fo rth 
down the clll l-lace. The path Is loose and crumbling and 
there is a 10% chance per turn that a collapse will occur. 
dropping one character (determine randomly). There is a 
2()1!; chance the character will be able to land on a lower 
ledge. tak Ing only 3d6 of damage. Otherwise. the character 
will fall allihe way to the valley below, taking 20d6 polnls 01 
damage. The path is 600' long and the cUff 15360' high. For 
every 100' traveled down the pathway, the party w ill be 50' 
closer to the bottom. 

Fitty featlrom the end ot the lral1 (30' above the valley lIoor) 
are 7 mongrelmen tAC 5: MY 9"; HO 311 (>16) ; hp 24n (>16 ): 
IIAT 1: 0 l-al1-4 or by weapon; camoullage, mimic, piCk­
pocket 70%) . The trail twIsts and overhangs In such a 
manner that it Is ImpossIble to see the mongrel men from 
elsewhere on the trail. They are well hidden and wilt sur~ 
prise Ihepartyona 1-4 (d6). Theyarearmed wlth blowguns 
with darts dipped In paralyzing venom. and short swords. 
They w lll atlempt 10 capture the party and take them to the 
Ruins of the Mongrelmen (area J ). 

E. Ttt. Tow.rlng Tree 
Reaching to a point 25' btllow the top 01 the cli tl is a huge 
lone tree. It Is 35' away from the cliff wall. The cllll is 350' 
high at this point. Characters may use this tree to descend 
by lassoing a branch and then performing a wild leap and 
swing into the foliage. ProvIded characters have enough 
rope, any atlempt to lasso a branch will succeed. However, 
the stoutness of the branch will vary according to the lollow­
Ing lable~ 

Ole Roll Result 
Branch will break if character tests the rope or 
swings on 11 

2' Branch will break if character swings on rope 
3' Branch will bend and then break when character 

reaches foliage (75% chance of catch Ing a secure 
branch) 

4' Branch will bend then snap back (15'111 chance of 
having rope torn from grasp) 

5-6 Branch Is safe to swing on 
, I f character Is halfllng orgnome. treat these die rolls as 5-6 
lor these characters onfy. 



Once in the tree. characters w il l find It relat ively easy to 
climb down (at 2/3 their movement rate). provided they 
have at least 100' of rope. Ho wever, 50' from the base are six 
tasloi (ACS: MV9" C15" ; HD 1: hpS: NAT 1: 0 byweapon; -4, 
75% to hide in shadOwS) armed with 3 javelins each . These 
c reatures w ill attempt a quick , short ettack and then flee to 
hide in the shadows only to retu rn aga in. Theywlll continue 
to harass the party unW out of Javelins or unti l they or the 
party are slain. 

THE FORBIDDEN CITY 

The Forbidden City is a quiet place In the daytime. The area 
appears entirely deserted and st ill , e)(cept fo r the occasional 
buzz of a g iant wasp and the forlorn calls of parrots. No mono 
key chatters, no leopard coughs - animal life seems totally 
absent . Creatures perhaps move from the corner of the eye 
and rocks may clatter or shifl when characters aren't look ing, 
but nothing definite can be seen. 

At night the city becomes more alive and sinister. The noises 
increase - birds, Insects, snatches of faint chanting and grow, 
ling from the darkness. The croaks of frogs and bullywugs 
carry from the swamp. Occasionally lights flicker in the dis· 
tance, never remaining long . 

The following table provides day and nightt ime encounters for 
the city. The chance for an encounter Is 1 in 6. rolled every 3 
turns. 

Characters may dec ide to e)(plore the ruins lor several days. 
The OM should allow the characters to establish a camp. al· 
though its secu rity will depend greatly on the locat ion and 
p recaut ions of Ihe characters. II characters remain in camp aU 
day, they will have 0-3 encoun ter checks. At night, there w ill be 
3 encounter checks and the chance lor an encounter will be 
Increased by one. II the characters keep one campsite lo r an 
enti re week and successfully overcome all encounters the 
frequency 01 encounters w il l then be reduced to one check 
every night and one check every olher day, Water and fruit may 
be easily found, but the only game Is birds or l ish taken Irom 
the swamp-lake. 
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CITY WANDERING MONSTER T ABLE 

0 1. 
Roll Oar Nlghl 

1 Ant, giant Ape. carnivorous 
2 Bugbear BeeUe, fire 
3 Bullywug, Intell igent Bullywug, Intelligent 
4 Cent ipede, giant Bulfywug , low intelligence 
5 Mongrelmen Frog, giant 
6 Spider, giant Mongrelmen 
7 Yuan Ti Spider, giant 
8 Event Taslol 
9 Event Taslo! 
10 Event Event 

It is recommended that each encounter occur no more than 
twice until all encounters have been met. The DM should note 
which encounters have occurred, to avoid repeat ing them. 

Ant, giant: (NA:2-40: AC 3; MV 18"; HO 2: /tAT 1; D 1-6; SA 
warriors have a poison sting fo r 3·1 2) The ants afe moving in a 
column, search ing for food. They w ill attack anyth ing that 
moves. For every 10 giant ants encountered, 8 will be workers 
and 2 w il l be warriors. 

Ape, cam lvorou. : (NA 1-4; AC 6; MV 12" ; HO 5; /fAT 3; 0 
1-4/ 1-4/ 1 ·8; SA Rend ing) Having climbed into the valley under 
cover 01 darkness, these creatures w ill attack stragglers o r 
lone characters. Once they have made a kill they wi ll attempt to 
carry the body out 01 the valley. 

8 M lie, ti re: (NA 1-8; AC 4; MV 12"; HO lot2; HAT 1: D 2-8) 

Bugbear: (NA 2·12; AC 5; MV 9" ; HO 3ot1 ; #AT 1; 02·8; SA 
surprise on a 1·3) A small band of bugbears I1ves In the valley, 
serving the yuan Ii. They will be armed with swords (50%) and 
glaives (50%). 

Bullywug, Intelligent: (NA2'16; AC5; MV3"1115"; HD 1; /tAT 3 
orl: 0 1· 211-2/2-5 orbyweapcn) These creatures are the same 
as those found at area K. All will be armed with spears and 
sh ields. They will attempt to capture sacrif ices for their god, 

Bullywug, low Intelligence: (NA ',6: AC 6: MV 3"1/15"; HO I ; 
/fAT 3 o r 1; 0 1·211-212-5 or by weapon) The same as those 
found In area F, these creatures search fo r food. They w ill f lee 
If the encounter goes against them. 

Centipede, giant: (NA 2·12; AC 9; MV 15"; HO Y.o; #AT 1; 0 Nil; 
SA Polson) 

Frog, glanl : (NA 1-6: AC 7: MV 3"119"; HD 1 t03; /fAT 1; O var, 
1-3/1-6/2-8 ) 

Mongrelmen: (NA 1·6; AC 5; MV9": HD 1104; /tAT 1; Ovar, 1-4, 
1-6, ',6, 1-10 or by weapon) If encountered during the day­
time, the mongrelmenwillattempt to avoid the party. They will 
observe the party Irom a d istance to learn the group's 
strengths and weaknesses. They w Jtl furt ively follow the party , 
using their special abilities to do so. At night. the mongretmen 
will attempt to pilfer items from the camp or capture a prisoner. 

Spider, g iant: (NA 1-4; AC 4; MV 3'''12''; HO 4+4; HAT 1; D 2-8) 

Tallol: (NA3·30: ACS or5; MV 9"0015"; HO 1: HAT 20r 1: 0 
1-3/ 1· 3 or by weapon) Only act ive at night, the taslol will 
attempt to surprise 8 party with a sudden lIurry 01 javelins from 



the darkness. lithe party gives chase, hall of Ihe laslol encoun· 
tered will c ircle around and return to the party'S camp from 
another d irect ion. Once there, they wJU carry away dead bod· 
les, capture any guards if po"lble. and take everything of 
value. 

YUl n TI: (NA Yuan ti encountered w Jl be pureblood 40% of the 
lime, hall·blood 50%. and abomination 10%), 

Pureblood: (NA 1-4; AC 4; MV 12"; HD 6: /fAT I , D by 
weapon type; SA spells) These creatures will be preparing 
10 leave the city with a caravan of slolen goods. Wilh them 
wfll be " ·30 (1d20 + 10) taslol, carrying bundles; 10 bug· 
bears acting as guards; and 11·20 bullywugs; and the 4th 
level assistant maglc·user from area H. They will attempt to 
ensure the goods are no t captured. The value ollhe caravan 
goods will be from 5,000 to 10,000 gpo 

H. lfbreed: (NA 2-4; AC 4/0; MV 12" org" ; HD 7 t08; /fAT 
2; 0 1· 10/ 1--6 or 1-4; SA spel ls) Preparing to go on anoth· 
er raid. Ihe halfbreeds will be accompanied by 20 taslo[, 5 
bugbears and a trained g iant spider. Unless lorced. they 
will attempt to avoid a serious righi, However, they will 
send a runner 10 the maglc·user to alert him of Intruders 
In the ci ty. 

Abomlnl tlon: (NA 1·3; AC 4/0; MV 12" or 9": HD g; /fAT 2: 
D '·10; SA spells) These creatures travel alone. search­
Ing the ruins for any items of forgotten lore useful to their 
race. There is a5~ chance that one will becarrying some 
sort of magic item it has discovered. 

Event This encounter may be repeated as many limes as It is 
rolled. The OM shou ld create each event, but It should be one 
that will Inconvenience or unnerve the characters. Some 
events are sudden flights of bi rds, c latterlngs of stones, strong 
gusts o f wind. and the shadows of g iant wasps passing by 
overhead. 

There are several dilleren! terrains In the city: cobbled streets, 
Intricately carved stone buildings. ru ins, and muddy swamps, 
which will affect movement. When traveling on the avenues 
and open areas, movement Is the same as Ihat lor normal 
wilderness. If characters enter any buildings, normal dungeon 
movement should be used. The ruIns are difficult to move 
through. so movement through these areas should be 2/3 the 
normal dungeon speed. Movemenl across the swamp Is very 
treacherous when venturing off the paths. Characters may 
only move their dungeon movement rate when straying from a 
path. Even at this stow movement, there 15 danger of stepping 
Into quicksand. For every turn spent off the path, there Is a ~ 
chance of discovering quicksand. Unless precautions are taken, 
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the lead character will sink oul of sight in 3--6 rounds. A com­
bIned strength of"O Is required to pull a trapped character free. 
Although unused now, the c ity was once d ivided Into different 
social areas with dlflerent types of buildings. The buildings 
between the M.ln Entl'llnce, area C. the swamp and the ulr 0' 
the Treemen, area G, were government and important busi­
ness buildings. The area In the southwest corner of the ci ly 
(from area G to entrance D) were the homes of many important 
nobles, Along the north edge at the valley, Irom the Ruin. 0' 
the Mongr.lmen, area J, 10 the swamp were the hovels 01 the 
city's poor. The remaining sections of the city were war. 
houses and the shops 01 tradesmen and merchants. 

F. c.v. of the Brultsh Bullywuga 

In the cUff wall, at the point indicated on the Ctty Map. are three 
large c lefts. The openings are 4 to 5 feet wide and are spaced 
10 to 161eet apart. Theareaaroundtheopenings is somewhat 
clear of vegetation, although swampy, Plants that do grow 
here are mostly stripped of leaves and trampled down. Muck 
and slop cover Ihe lloor 01 the cave mouths. 

living In the caves are 15 bullywugs (AC 6; MV 3"1115"; HD 1; 
hp 6 each: NAT 3; 0 1-2/1-212-5; surprise on a 1-3, 1-5 when 
hopping , may hop3" forward to gain +1 on " to hit" and damage 
rolls, always attack last when hopping) and their leader (AC 4; 
MV 3"//15" : HO 2; hp 13: IIAT 3 or I ; 0 '-2 ... 1/1-2 +1 /2-5 +1 or 
1--6 +1 ,"" to hit; special powers as g iven above). Bullywugs are 
humanoid frog·people who live In wet, damp places. This band 
is of very low Intelligence, on a level perhaps equal to cavemen. 
During the daytime they will remain out of sight in their cave, 
only fighting to defend against intruders. At nlghl, 3--8 bullyw· 
ugs will be encountered outside, within 20' of a cave entrance. 
They will attack any creature within 30'. If seriously threa­
tened , the bullywugs will retreat Into their caves. 

The three cave entrances extend back 15'-20', curving to end 
In a single chamber where the bullywugs /ive. The cavern Is 
approximately 20' x 25' with a clet! at the back extending 
another 10' . No map Is provided at this cave, however, the OM 
may quickly sketch one lor ptayers If needed. If attackers come 
up a s[ngle passage, 7 bullywugs wi11 fight while the rest 01 the 
bullywugs use the other passages to attack from the rear. The 
leader will direct the rear attack, and will be ready to Ilee Into 
the swamp II necessary. 

The floor In this area Is very muddy and strewn with refuse. The 
cleft at the back of the cave is blocked by stout wooden bars to 
form a cage. In the cage are two poisonous frogs lAC 8; MV 
3"1/9"' : HO 1: hp 6 each; /tAT 1; 01 . poison: save at .... ) the 
bullywugs were attempting to train . If released they wil1 anack 
any who block their escape. 

Hammered Into the walls of the cave In crude pattems are 90 
gpo 200 sp and 150 cpo It will take 1 tum to pry all the coins 
loose. 

G. L.lr of the T .... rn.n (use Map 0) 

Viewed from a distance, this area appears to be nothing more 
Ihan a copse of trees that grew up in an area of parkland. The 
branches are th ick and nothing can be seen of the platforms of 
the tasloi high in the branches. As the party gets closer, they 
will see that a great deal 01 underbrush, more than normal, IS 
c lustered around the base of the trees. Most of it is living. but 
scattered throughout are dead thorn bushes. Characters may 
only move 10' pertum through this area. The edge of the copse 
is clear. Several large branches arch over this clear area. The 



laslol enter their lai r by cl imbing vines dropped from the 
branches abol/e. 

The platform·homes of the laslol are carefully hidden and 
camouflaged. Once characlers emer the wood. they will hal/e a 
1 In 6 chance of noticing a platform. The platforms are con· 
structed of strips of thick bark. woven branches, sapl ings and 
non·sticky spider silk . The dashed lines on the map are vines 
which connect various pOints. These are strong enough to 
hold one normal man and his gear. The platforms are at 3 
dlllerenl heights in the trees; this Is noted by the different 
shadings used on the map. 

G1. Guard Posts 
At each location are 2 tasloi (AC 6; MV 9".'5"; HO 1; hp 4 
each; rAT I ; 0 by weapon; surprise 1-4. hide in shadows 
75%) armed with javelins and daggers. Each pair also has 
100' of rope. sufficient amount to reach the ground. If 
strangers approach the copse without gil/lng the proper 
signal (the thrusting of a spear Into the dirt), the guards wlll 
give a waltlng alarm cry to alert the main lair. 

G2. The Great P18tform 
This rickety platform Is the home of the chief (AC 5; MV 
9 N Cl15N

; HD 5; hp 30; /FAT 1; 0 1-6; surprlse 1-4 , hide in 
shadows 75%) , 15 males (AC 6; MV 9".'5"; HO 1; hp 5 each; 
IIAT 1; 0 short sword), 10 females (AC 6; MV9".' 5~; HO 1; 
hp 3 each; IlAT 2; 0 1-311-3). and 10 young (whow!11 not 
fight). If attacked, the creatures will scatter into the branches. 
Here. they w111 attempt to use their natural movement ad­
vantage to combat the characters. They will avoid melee. 
using Javelins, lassos and nets Instead. In the tree Is a large 
hole. in which are hidden 2 polions (e .. lra healing and levita­
tlon) and 3 gems (worth 350 gp, 500 gp, and 700 gp). 

G3. Trained Spiders: 
At each location lives 1 giant spider (AC 4; MV 6'''15''; HO 
4+4; hp 23 each; D 2-8, poison) bred and trained by the 
taslol. Each will respond to certain cries and whist les. 
Commands they know Include go, corne, attack. snare, 
walt, Ipln (a non-sticky strand) and carry. II any platform Is 
attacked , the tasloi will call lor the spiders. One spider will 
arrive in 1-3 rounds; the second will arrive the next round . 
They will attempt to surprise a party by attacking from an 
unexpected direct ion, shooting fi rst their sticky strands and 
then closing for melee. 

These platforms appear much like the others except that 
each is almost entirely surrounded by a dense mass of 
webs. The drained husks of victims hang throughout the 
webs. 

GC. Drum 01 the Wop-riders 
At the top 01 one 01 the tallest Irees Is a small platform lust 
above the leaves. Supported by several small branches and 
the thin trunk, the platform sways gently In the breeze and 
will tilt alarming ly under the weight o f a normal human. In 
the center of the platform is a large. light drum and a thigh­
bone drumstick. Hanging from Ihe edges of the platform are 
strange leather and vine harnesses. 

The drum. when pounded , sends out a deep bass. buzzing 
roll that can be heard cleerly throughout Ihe valley. The 
noise will attract the giant wasps from area B, as these 
creatures have been trained to come al th is signal. Normally 
summoned by the taslol, who use the wasps 8S mounts 
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(hence the strange harnesses) . the wasps will land In and 
around the platform in 2-8 rounds. If not fed special treats 
(particularly juicy 'ruits or smail gourds of animal blood ), 
the wasps will leave. If the wasps are bothered or attaCked. 
they In turn will attack. If the taslol tribe is in serious diffi· 
culty, the chief and the shaman will come to this platform. 
summon the wasps and attempt to escape. If all the waspsal 
area B are slain. no wasps will arrive In response to the 
summoning drum. 

G5. Shaman's PlaHorm 
living alone from the rest 01 the tribe is a tasloi shaman (AC 
4; MV 9"01S" ; HO 3; hp 16; ,IIAT 1; 0 by weapon; clerical 
spells as a 5th level cleric. surprise 1-4. hide in shadows 
75%). He has the following spells memorized: 

First ~: curellghl wounds (><2). dartmus. 
(reverse of light) 

Second level: chant . .... 1. 1 tire. speak with animals 
Third level: dispel m-alc 

He Is armed with a ritual dagger and wears splint ma ll 
armor. He also carries a pollan of human control and a 
wand of magic ml ... n .. (36 charges). If the platforms are 
attacked. the shaman will move Into the trees, using the 
potion if this is deemed wise. He wil l also use the wand. 
quickly move to another location. and use thewand again. 
He will avoid exposing himself to missile fire and will not 
engage In melee. Hidden in a spider sil k pouch hanging 
under the platform Bre 1,000 pp. 

G6. Sleeping PlaHorm 
This secondary platform Is used by the less favored or 
weaker members of the tribe. Ten laslol (AC 6; MV 9"&1 15"; 
HD 1; hp 3 each; /fAT 2; D 1.03/ 1-3; surprise 1-4 , hide In 
shadows 75%) live here. Cached in the branches of the tree 
are 8 large rocks. The laslol will attempt to drop these on 
intruders climbing their tree. The chance a rock will hit Is 
equal to the chance " to hit" of the creature dropping the 
stone. A stone will do 1-10 points of damage and has a ~ 
chance of knocking the climber out of the tree. 

Hidden In various little holes on and around the platform are 
50 gp, SOO sp, and 150 cpo 



H. Court 01 the Malter (use Map H) 

Buill in the section of the city reserved for nobility, this walled 
compound shows signs of recent repair and upkeep. The 
streets around It are clear of rubble and undergroW1h. 

Th is Is the abode of the magic-user Horan (AC 4: MV 12": MU 
12: hp32: AT 1: 0 by weapon: spells; S 11 , 116, W 13, 0 10. C g, 
Ch 14: AL LEI . He normally dresses In a silken robe which 
hides his bracers of defen,e (AC 4) and his dagger of venom. 
He also carries a potion of extra-healing and a sc roll of protec­
tion tram magic. His spens are: 

First level: charm per.an, magic ml""e (115), 
ventriloquism 

Second level: detec:tlnvi,lblllty, ESP, forget, 
Invillblllty, mirror Image 

Third level: clairvoyance, ha,te, hold p8l'1On, Ilow 
Fourth I'vel: Ice I torm, minor globe of Invulnerability, 

Rary', mnemonic enhancer (already cast), 
wlurd eye 

Fifth lev&t: Bigby', Interpollng hand, cone 01 cold, 
teeblemlnd, Mordenkalnen', faithful hound 

Sixth level; guardl and warda 

Besides the magic Items listed above, Horan also carries a 
small sliver whistle (to summon the leopards from area H2) and 
a miniature elaborately carved chest. This is actually part of a 
leomund'i secret chelt spell. JI the chest Is undamaged, the 
characters may summon Horan's treasure chest. Th is chest is 
locked and may only be unlocked using the key and method 
described at area H10. In the chest Is a potion of utnl·hullng, 
a scroll with the clerical spells cure dllease and heal, a Jewel of 
"awle"n ... , and 4.000 pp. There are also three gold tablets 
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worth 500 gp each. These tablets are used by Horan's agents to 
show the Ualn Entnlnce guards that they are on Horan's busi­
ness and guaranteed safe passage. 

Horan Is assisted by the woman Kwalrno. (AC 9: MV 12" ; MU 4; 
hp 9; NAT 1; 0 by weapon. spells; S9, 115, W 11 , 0 15, C 9, Ch 
10; AL LE). Kwalmo wears a ring of I,... Ktlon and carries a 
wand of rwgation (5 charges) . Kwalrno's spells are: 

FIf'llleyet: friends, magic mlulle, read magic 
SKond level: Itlnking cloud, web 

Horan Is normally found In area H7. If attacked there, he will 
attempt to become InYI'lble, move to an ex it. quickly cast 
forget and leave. Wh ile Ihe par1y tries to remember what has 
happened, Horan will summon his leopards, find Kwairno and 
move to what seems the safest location. Next he will cast 
guard, and ward, while Kwalrno alens the humanoid guards. 
His remaining spells he will use as the occasion demands. He 
will attempt to prevent damage to his house. 

If the alarm is sounded before the characters find Horan, he 
will Immediately summon the leopards, cast guard, and warda 
and follow that with Mordedkalnen', faithful hound. He willi 
then use his clairvoyance andlor ESP to locate and spy on the 
party. From then on, he will use his spells to cause the greatest 
harm to the party at the least possible risk. 

If Kwalrno Is alerted, she will move to one 0' the doors of her 
room (H9l or the hall. There she wilt cut a small slit In the paper. 
From this position she will use her web or ,tlnklng cloud. 

Horan has settled In the city and Is responsible for the in· 
creased raiding by the yuan tl. He 's attempting to unlto the 
disorganized bands of the city. He pians, once he has sue· 
ceeded, to expand his control Into the lands around to create a 



new empire. He leads the yuan t l with promises 01 regained evil 
power and glory. His promises to the bullywugs are much the 
same. As such, his relations with all members 01 the ci ty (ex­
cept the mongrelmen) assures thai aid will be given if !'Ieeded, 

H1. Oul., W. II 
This walt Is IS' high, built of large blocks of unmor1ared 
stone. The walls are partially covered with vines. These 
appear to have been trimmed 3' shon 01 the top of the wal l. 
Atop the wall is a small walkway, large enough for a single 
perso!'l to stand and move around on. Characters attempt­
Ing 10 enter or leave bycllmblng a wall have a 25% chance of 
encountering one 01 the following: 

1-2 
3-<1 
5 
6 
7-9 
10 

Bugbear patrol (NA 2.-5) 
Bullywug patrol (NA 2-12) 
Horan 
Kwelrno 
Tesloi (NA2-12) 
Yuan Tl (NA 1-2: type determined by OM) 

No encounter should occur more then once. lleilhef Horen 
or Kwalrno Is encountered and sla in. thai personality will 
nOI be encountered elsewhere. 

If an encounter does occur, the monsters will allempt to 
sound an alarm. If this iasuccessful , characters will have no 
chance of surprising the inhabitants of the compound. 

H2. L.a~'d Gu. rd. 
In the section of lane betwen the gales prowl three leopards 
(AC 6: MV 12~ : HO 3t2; hp 21 . 18 , 16; /fAT 3; 0 1-311-311-6; 
surprised on ly on a I , rear claws rake for 1-4/ 1-4 ). They 
have been trained by Horan and wUl attack any strangers 
who enter this area. Furthermore, should there be any loud 
noises In area H4 or H5, the leopards wit! leap the wall to 
Investigate. Horan also has a special whistle what (when 
blown) will summon these leopards. They will attack any­
one Horan designates. 

H3. Walehto .. r 01 the Apn 
Hidden under one of the overhanging eaves of this tower 
are two carnivorous apes (AC 6, MV 12"; HO 5; hp 25 , 31 : 
!tAT 3: 0 1-4/1-4/ 1-8, surprised only on a 1, rending lor 1-8 
points of damage if It hits with both claws) who guard this 
entrance. If the Intruders look weak or small In number, 
both apes will aUack; otherwise, one will attack or watch 
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while the other goes for help. In (elurn lor thei r services, 
Horan allows the apes toeat what they kill and doesn't mind 
their taking an occasional bullywug ortaslol , Theapes have 
collected In Ihelr nest 2,000 ep, 1,000 sp, a ring 01 fi re 
.... I.t. nc. , and a scroll with l'emCne eul'H, protect tmage 
and Incendlery cloud. 

H4, G. rden 01 the Ru.t Mon.te,.. 
This enclosure houses three rusl monsters (AC 2; MV '8"; 
HO 5; hp 18, 20. 27; /fAT 2; 0 O. rusls melal). being raised for 
experiments by Horan. Always hungry, they will smell and 
aUack eny metal In their area. 

There ere several paths that start from the door of the 
garden. These are cunningly laid out so that once the char­
acters leave the entrance, they will only see 10' of a single 
path. All furtherdislanceand otherpelhs will be out 01 sight. 
carefully screened by trees, bushes, and thickels o f 
bamboo. 

II combat occurs In this area, the leopards from area H2 will 
arrive In one round If still alive. 

H5. The Lily Pond 
In the center of this garden is a quiet pond. Reeds grow on 
Its banks. and a smail lIagstone path leads 10 Ihe water. 
Bamboo thickets arch gracefully over one end of the pool. 
In the bOttom 01 the pool iS8 large egg. This Isa "god-egg" 
01 the bullywugs. Horan has agreed to guard and incubate 
the egg. Through this he hopes to gain the trust 01 the 
bullywugs. The " god-egg"Is actuallyapan lung egg, To ses 
that the egg Is protected. Horan has summoned an Invlalble 
stalker (AC 3; MV '2"; HO 8; hp 40; IIAT 1; 04-'8; MR 30%, 
surprise on a '-5, invisible). Instructed very carelully by 
Horan, the beast willettack any craature, other than a bully­
wug. who disturbs the egg. It wUl also track down any 
creature who takes the egg. II the egg Is destroyed, the 
Invisible stalker will be dispelled. However, the creature Is 
compelled to do all In Its power to prevenl thIs from 
happening. 

If combat occurs In this area. one leopard from area H2wl1l 
arrive In one round , It It still lives. 

The pan lung e99 Is worth 5,000 gp If it Is returned to 
clvmzatlon Intact. 



H6. - H10. Horan's HoUle 
The house Is built primari ly of wood; stone has been uSed in 
places for suppa". The roof is a comblnalJon of shingle and 
tile. A wide porch surrounds part of the house. The outside 
walls consist of wooden slats and shulters so that cool 
breezes may enter but rain may be closed ouI. The interior 
walls are thin wooden partitions. All doors are brightly 
painted sliding paper panels. They wil l open easily. 

He. Common Area 
a. Hearth Room 

This large area serves as a general purpose room. In the 
center of the wood floor Is a square. stone fire pll. In the 
ceiling above is a smoke hole. Attached to an iron rod 
frame over the pit is a teakettle-like pot with a large 
handle. About the room are several rice straw mats. two 
low tables and a buUt-in shelf with several statuettes. 
Several magic mouth spells have been casl about the 
room. Each will acllvate if the object the spell is cast 
upon Is disturbed or If another magic mouth In the area 
speaks. All the spells say "Helpl Help! Save usl Save usl" 
If these spells are activated. Horan. at area H7, will use 
his clairvoyance 10 see what has happened. He will then 
cast Mordenkalnen', faithful hound and send it into the 
corridor. How Horan behaves after this is up to the OM. 
The magic mouth spells are located on the statuettes. all 
doors but the outside door, the pol. and the tables. 

b. Storeroom 
This room contains large bags of rice, hanging baskets 
of dried frults and herbs, and wooden lubs filled with 
unusual pickled foods (plums, vegetables, etc.). There is 
nothing else of value In this room. 

H7. Recepllon Hall 
Unless previously alerted. Horan will be found in this 
chamber. He will attack as described earlier or in the 
manner best suited to the situation. H is large elegant hall 
ends in a small L-shaped platform, four inches higher than 
the rest 01 the floor. The walls are painted In paslel colors 
with scenes of jungle landscapes and pataces under sJege. 
Aice straw mats Une the walls. On the piatform is a flat 
cushion, an Inkpot of red Ink , 2 brushes, an Inking stone, 
and a blank scroll affine rice paper (worth 100gp II sold in a 
large city). 

He. The Secret Study 
Hidden behind secret sliding panels, this small room pro­
vides a place of peace and meditation for Horan. A low 
bench runs the length of one wall. Under It Is a bucket tu ll of 
water and a wooden dipper. Hanging on the other wall is a 
magical scroll pain ting. Each character who fails to make a 
saving throw 'Is. Spall will see himself or herself in the 
position of authority over the rest of the partY. Those who 
fa il 10 save will fee! the picture shows the truth - thatlhis 
event will come to pass it he or she wants and tries ror it. 
Those characters who do make a saving throw will see the 
reality of what will occur - the bickering. quarreling and 
vying for power that ambition creates. There is nothing else 
in the chamber. 

H9. Kwalmo's Chamber 
Assistant to Horan, Kwairno (see information at start 01 
section) is normally found In this room unless the alarm has 
been sounded. ' I Kwalrno has been alerted to Intruders, she 
will react as explained at the beginning of this section. II 
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Kwairno has not been forewarned or is surprised , she will 
cast a web spell and then attempt to escape (using her ring 
of free action to assist). 

Aside tram a pallet. several cushions and a small shell with 
several small vials, statuettes. ceremonial daggers and old 
scrolls (of no particular value), there is also a large chest 
with several small drawers. The bottom drawer is tocked 
and protected by a Leomund's trap. In the drawers are 1 ,000 
pp and Kwai rno's spell book. In the book are the following 
spells: comprehend languaQ", friends, magic ml .. lle. shield, 
read magic, continualllghl, hold portal, knock, Leomund's 
trep, 'linking c loud. web. 

H10. Horan', Chamber 
This is the bedroom of Horan (see information at beginning 
of this section). As such It Is elegantly furnished with a bed 
(the frame Is Inlaid with shells and ornamental stones), a 
small table, several silken cushions and two scroll paintings 
(each worth 4,000 gp). On a stand resting near the door to 
\he outside is Horan's large gold-bound spellbook. This has 
been protected with a lire trap (12-16 poInts of damage). In 
the book are the 101l0wlng spells: 

First level: affect normal tlr .. , charm penon. 
comprehend languages, erase, magic missile. 
protection from evil, pu,h, unseen servant, 
ventriloquism 

Second level: detect Invl. 'blllty, ESP. forget. 
Invisibility, Leomund's Irap, locate oblect, 
magic mouth, ray of enfeeblement, scare 

Thi rd level: clairvoyance, feign death, fly, hasle. 
hold penon, mon. ter , ummonlng I, ,low 

Fourth lev.l: fire trap. Ice storm, minor globe 01 
Invulnerability, Aery" mnttmonlc enhancer. 
wizard eye 

Fifth level: Bigby's IntetpOslng hand. cone 01 cold, 
contact other plane, teeblemlnd. 
Mordenkalnen's faithful hound 

Sixth I .... el: guards and ward" Invisible ,lalker. part 
water 

Beside the book is a platinum key with an orange tassel. 
Th is key Is used to open Horan's treasure chest (hidden by 
Leomund's secret chesl). However, the chest may only be 
opened by a special method. The cl'est, when summoned, 



Is a large, black, lacquered affair, covered w ith the design 01 
a demonic creature brushing an orb w ith a general 's whisk 
or baton. There Is no visible keyhole. To open the chest 
safely, the tassel of the key should be brushed over the orb. 
The chest will then open. If the chest is forced open. a curse 
will be cast upon the person who did the deed. Failure to 
save vs. Spells will cause that character (regardless of race 
or sex) to grow a beard at a rate of 3 Inches per round (30 
Inches a turn). Only a remove curse can stop this growth. 
The contents of the chest are listed at the beginning of this 
section . 

H11 . Guardhouse 
These buildings are little more than sheds. In each, resting 
in hammocks In the rafters or In the mud on the floor are two 
bugbears (AC 5; MV 9"; HD 3+1 ; hp 16 each; HAT I ; D by 
weapon; surprise on a 1-3) and 4 bullywugs (AC 5; MV 
3"1/15"; HD 1: hp4 each; #AT 1; D 1-6; surprise 1-4, hop3" 
to gain +1 on " to hit" and damage rolls) . If the alarm is 
sounded , they will all run to respond. 

I. Bugbear Brigands 
living in this area of the ruins are a number of bugbears, 
forming an ill-organized band. Recruited by Horan and the 
yuan I i, these creatures almost cheerfully participate In ra ids 
provided they are paid and led wel l. After every raid, the 
surviving bugbears return to their camps to boast and feast 
until the next time. Duels l or the chieftaincy are common. 
normally one-on-one. but muggings. feuds and all-out wars 
sometimes occur. These battles have no rules and any di rty 
trick is allowed. 

11 . Family Unit, 
A small family group of bugbears, 1 male (AC 5; MV 9"; HO 
3+1; hp 17; #AT 1; D by weapon; surprise 1-3), one or two 
lemales (AC 8; MV 9" ; HD 1+1; hp 5 each; #AT 1; 0 by 
weapon; surprise 1-3) and one to four young (AC 9; MV 9"; 
HD ~; hp 2 each; HAT 1; D 1-4 regardless of weapon: sur­
prise 1-3). lives in a shelter - a small lean-to, a hollow in the 
rocks, o r under a broken rool. Famlly units will possess a 
variety of weapons - swords, battle axes, spears. throwing 
hammers, throwing axes or possIbly pole arms. The OM 
should determine how each group is armed. In each camp 
will be sections of battered armor. haunches 01 rotted meat 
and other bltsol junk. HIdden somewhere In the junk wlll be 
0-19 gold pieces (treal a 20 as 0). 

12. Bugbear Bachelors 
Ateach location are 1-3 bugbears (AC5: MV 9"; HD 3+1; hp 
14 each; /fAT 1: D by weapon; su rprise 1-3) armed with 
swords. spears. or maces. Th is group is the young males of 
the band , those who have not yel found orslolen mates. For 
treasure they possess highly po lished and gaudy pieces of 
junk . Often they will wear these items, dressing themselves 
in extremely poor taste (by human standards). Although the 
bachelors w ill yell and gesture fiercely, a fast charge or a 
show of fo rce by an organized party may succeed in chas­
ing them away. 

13. Battle-, carred Veterans 
At each location w ill be found a single bugbear (AC 4; MV 
9"; HD 4; hp 23 each: #AT 1; 0 by weapon -+1 ; surprise 1-3), 
larger and tougher than most . Each Is armed w ith a morning 
star and military fork or glalve. These hoary beasts are 
scarred. have patches of lur missing, and otten appear to 
move stiffly or with a limp. 
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Because of their sheer size, these all desire the position of 
chief. Each is actually somewhat cunning and will take 
advantage of any d isturbance to slay the chief. decla ring 
Itself the new boss. Hidden near Its campsite are 101 - 200 
9P (HOO + 100). 

14. Shruzgrap 
A rebellious and deceitful bugbear (AC 4; MV 9"; HD 4; hp 
25; #AT 1; D by weapon +1 ; surprise 1-3), Shruzgrapcarries 
a Ilail and throwing axe. Shruzgrap wants to be chielat all 
costs. II not surprised, Shruzgrap will quiCkly bow, showing 
open hands, and attempt to establish communication. If 
successful, he will try to convince the party to help h im 
dafeat the current chief. He will promise safe conduct, hos­
tages (not himself) , and payment from the boss's t reasury, If 
necessary. Should the party agree to the deal. Shruzgrap 
will lead them to the camp of the boss, show them where to 
hIde. and tell them what to do. Shruzgrap will then enter the 
camp and fight the chief. The OM may wish to allow a player 
to control Shruzgrap for the duet. II Shruzgrap wins, he w ill 
waste no time in betraying the characters. Hidden In Shruz­
grap's campsite are 500 gp and an illusionist's scroll with 
non-detecllon and emollon. 

15. Yrak the Witchdoctor 

Carefully screened under a small section of wall and roof 
covered by vines is the dwelling of Yrak. the band's witch­
doctor (AC 5; MV 9"; HD 5+1 ; hp 22; /fAT 1; D by weapon; 
surprise 1-3, clerical and magic-user spells). Yrak l ights 
with a two-handed sword and knows the following spells: 

Magic-user: Shield. danCing IIghls 
Clerical: First level: cure light wounds, darllness, 

(reversed light). protection trom good (reversed 
protection from evil) 
Second level: chant. snake charm 

He also wears a ring of spel/turnlng on his smallest f inger. 
Yrak secretly lavorsShruzgrap and would help him become 
chieftain if Yrak thought Shruzgrapstood a chance of w in­
ning. If Shruzgrap convInces the players to help him, Vrak 
will appear at the chleHain's camp to secretly assist Shruzgrap. 

Bu ried in a cornerOfYrak'sdwelllng areSO pp, 1000 gp, and 
a cursed scroll (the character who reads it wl1l be obsessed 
with building Ihe largest. most expensive castle in theworld 
and will spend all of his or her money to do so.), 

16. The Bou 
At the center of the ruins is the camp of the chieftain. 
commonly caUed "the boss" by the other bugbears. The 
chief (AC 2: MV9"; H04; hp30; #AT 1; 0 1-8 +3; +1 on saving 
Ihrowsdueto ring ) Is armed with a sword of wounding (113. 
E 4, AL CN, empathY, detect Invisible, heal once per week) 
and wears a ring of protection +1. As bodyguards he has two 
large bugbears (AC 4; MV 9"; HD 3+1 ; hp 22 each; #AT 1: D 
1-6 -+1 ; surprise 1-3) armed with spears. The boss also has a 
pet warthog (AC 7; MV 12"; HO 3; hp 15; HAT 2; D 2-8/2-8; 
fight for 1-2 rounds more if hp reach 0 to - 5) that always 
follows him around. Also in the camp are 5 normal bugbears 
(AC5; MV9"; HD3+1 : hp 13 each ; #AT 1; 0 2-8; surprise 1-3) 
10 female bugbears (AC7; MV 9"; HD 1+1 ; hp4 each; #AT 1; 
01-8; surprise '-3) and 6 inlants (AC 9; MV 9" ; HD Ih: hp 1 
each; /fAT I ; 0 1-4; surprise 1-3). 



Thereareals06 mongrel men slaves (AC 1; MV 9"; HO 1: hp 
3 each; irAT 1: 0 1-4; camouflage. pick pocket 15%) fas­
tened to 15- foot- long ropes. All six have their tongues cut 
out . so none have the normal mimicking ability of their kind. 
Their leader (AC 1; MV 9"; HO 2: hp 10; #AT 1; 0 1-6; 
camouflage. piC k-pocket 15%) Is t ied to a rope from his 
ankle to a large boulder (25 lb.). He has hidden on him a 
small blowgun and three poison dans. He will use these on 
anyone If the opportun ity to escape arises. 

Hidden In the p iled furs of the various bugbears are 2.000 
ep. 500 gp and 4 pieces of jewelry (worth 500 gp each). The 
chief also wears a Jeweled headband (actually a human'S 
belt) wonh 3,000 gpo 

J . Ruins 01 the Mongrelmen 

This small section 01 the city Is all that remains of the o rig inal 
human inhabitants - now reduced to cunning and ruthless 
mongrelmen. To survive. they efficiently patrol the area and 
there Is an 80% chance that any party who enters the area w ill 
be observed. Warn ings w ill be spread In the form of m imicked 
animal cries. 

If characters afe captured by the mongrelmen. the captives wUl 
be taken to area J5. the leader's Chamber. There they will be 
presented to the leader and told the history of the mongrel men 
by a chanter. This is a long and solemn epic. told in a sing-song 
mixture of broken common and animal cries. It is ridiculously 
heroic In parts. wh ile other parts are confUSed nonsense. 
However. If Ihe cha racters mock or laugh during Ihls perfor­
mance. they will be kicked Into silence. The leader's chamber 
will be very crowded . as most of the clan wi ll want to attend the 
ceremony. 

Afterthe history. the characters will be informeo o f theirchoices. 
They may eilher selec t a champion from Ihelrgroup to wrestle 
the mongrel man leader (to the death) or go willingly as sacri­
fices to the gods of the ci ty. Information on how to handle the 
wrestl ing match may be found at area J5. If taken as sacrifices. 
see area JB. 

I f a characler wins the conlest against the leader. the tribe w il l ,. 

hail thaI person as their new leader. Any attempt to leave the 
camp without a guard of mongrelmen will create anger and 
possibly violence. Essentially, the victorious character w ill be 
held as a hostage - expected to lead and guide the tribe. If the 
character loses the match. the survivIng characters w ill be 
sacrificed . as explained at area JB. 

The main camp of the mongrelmen (Map J) Is located in the 
ruIns o f tha poor section of the city. From the outside the walls 
appear to be nothing but densely packed rubble. difficult to 
cross. There is little to show actual planning o r work done on 
the walls as the compound Is 95% camouflaged. Characlers 
attempting to cross a wall have a 50% chance of making some 
loud noise (probably a failing rock), thereby alerting the 
compound. 

All mongrelmen have the abilities of camouflage, mimicry and 
piCkpockatlng (see end of this module), 

Sevarallarge poles are sel in the compound. These poles are 
used for tying up prisoners. All are empty when the characters 
arrive at the compound. 

J1 , Entrance. 
a. Gu.-rd Pos, 

Camouflaged In the ruins of the wall at each pOSition Is a 
mongrelman guard tAC 5: MV9": HD 3: hp 11 each; /lAT 
1; 0 1-8). If strangers are sighted by Ihe guard, he will 
sound the alarm cry - that of some mournful exotic 
animal. He will do his best to prevent d iscovery of his 
position. 

b. Welcoming CommIH" 
Hidden on either side of the entrance, in the ruins, are 
eight mongrelmen (AC 5: MV9"; HD 1 (><4) , 2 (><3) . 4: hp4 
( .. 4 ), 10 ("3), 20; #AT 1; 0 1-4/ 1-6/ 1-10) who are assIgned 
the duty of greeting unwanted strangers. Two Bfe armed 
with blowguns and darts coated with paralyzing giant 
wasp venom. Each mongrel man has 2-8 sp. 

J2. The Main Compound 
The open area Inside the protective walls forms the main 
compound. Here are the pits, lean-tos. ragged lenis, tiny 
thatched huts and boulder and wood shelters of the main 
clan. If the characters are captured, the clan members will 
surround . stare, touch , poke, and kick the characters as 
they pass through this area. II the characters should some­
how come as guests. the clan wlll sllU surround and slare 
but will not abuse the characters. For the purposes of com~ 

bat, there are 50 mongrelmen (AC 5; MV 9"; HO 2; hp 11 
each; jj:AT 1; 0 1-6). Although the statistics for Individual 
mongrelmen may vary, the statistics given above represent 
the average 01 the group. They wil not be coordinated to 
defend and could be routed by a very efficient. overwhelm­
Ing and swift attack. 

The OM should remember the thieving nature o f the mon­
grelmen. Moving through this area Invites pickpocketing. 
Under normal Circumstances . 1 ~3 attempts will be made a 
turn . 

Any Items taken wltllmmediately be spirited away. Charac­
ters attempting to force the return of an item will only anger 
the c lan. Items stolen should be chosen randomly Irom 
those available. Large or bulky lIems are not likely to be 
taken . but purses, straps and scabbards may be cut free and 
taken . 



Hidden In the various hovels is a total 016,000 cp, 2,000 sp, 
800 gp, a rfng 01 regeneration, and a patlan of amnesia. A 
single sip of this potion wilt cause a character to forget all 
memories - name. compan ions. past adventures. skills. 
magic items, etc. Memory may be regained through the use 
of a commune, heal, restoration, limited wish. or wish. It 
takes twelve turns to search the compound area to lind all 
these items. 

J3. The Brlsillng Beast 
This sectioned"<)ff area Is where most of the COOking Is done 
lor the clan. Several lireplts. a large pot. hanging carcasses, 
and dried fruits are in this area. The meats are fly-covered , 
possibly rotting and might have once been any creature. A 
giant hedgehog (AC 5, MV 6", HO 6, hp 37 , #AT 1, 0 2-8. all 
within 6' may be hit by 1-4 sharp bristles that do 1-4 polntsol 
damage) is tearing at the dried fruit . It will attack any who try 
to drive It away. A pile of rubble near the wall shows how it 
entered the camp. 

J4. The Mystic Mistress 
II is noticeable that not a single mongrel man lives within 50 
leet 01 this building. This is because dwelling In the building 
is Aralheas, a female eiven magic-user (AC 7, MV 12", MU 6, 
hp 14, #AT I , 0 by weapon , S 10, 117, W 11 , 0 16 , C 13, Ch 
15. AL CG ). She has a dagger +1 , a cloak of protection +1 , 
and a rod 01 absorpllon. The rod can absorb three more 
spell levels and has seven levels of potential left to dis­
charge. Aratheas has the following spells memorized: 

First level: burning hands, enlarge, sleep (l<2) 
Second level: pyrotechnics, scare 
Third level: blink, lightning bolt 

Aratheas also has collected three gems (worth 1,000 gp 
each), 200 gp, and 100 sp. Her spellbook contains the spells 
given above and 3 exira lirst level spells, 2 second level 
spells, and 2 third level spells (OM's choice). 

Aratheas has taken refuge with the mongrelmen ever since 
her party was destroyed. She has tried to escape the city 
several times. She will join and assist any party not obvious­
ly evil or Incompetent, provided they help her escape. The 
mongrel men are thoroughly afraid of her. having had a taste 
01 her powers. Rumors are already starting to spread among 
them. describing her as an angry goddess 01 the city. Ara­
theas Is normally arrogant and indolent. Her recent failures 
In leaving the city have hurt her pride. Although pleased to 
be rescued, she will mock and ridicule mistakes by perty 
members. She will not admit readily to her own failures. 

,. 

JS. The Leader's Chamber 
This bare and dirty room was once the first lIoorol an entire 
house. All the Inside walls have been knocked out to make 
the leader's quarters. The leader (whose name resembles 
the sound of a leoperd's coughing grOWl) lives here (AC 4; 
MV 12"; H05; hp33; #AT 1; 0 1-12, +1 on "to hit" roils). With 
him are lour companions (AC 5; MV 9"; HO 4; hp 20 each; 
HAT 1; 0 1-10). The leader Is very ugly, having human. ogre, 
frog, and dog-like featu res unpleasantly blended together. 
His arms. chest, and neck are covered by a cross-hatch of 
scars and only tufts of hair dot his head. 

If a character decides to wrestle the leader (see the begin­
ning 01 th issection).the leader will be bound toaccepl. The 
rules of the match will then be explained. These are: 1) no 
spellcasting, 2) no help from others, 3) no rest breaks, 4) no 
armor or weapons, and 5) fight to the death, To handle the 
l ight, the OM should use the following table for the leader's 
attacks. Players may also be allowed to use this table If they 
desire. The initiative is rolled normally. II using the unarmed 
combat tables in the Dungeon M .... ,... Guide, the combat 
should proceed as explained there. When the fo llowing 
table Is used, the OM or player must fi rst state whether the 
round will be lought fairly or dirty by that character. Next, a 
normal " to hit" roll Is made. II a player character Is fighting 
dIrty, the chance to hit Is reduced by -4. II the leader Is 
fighting dirty, the " to hit" roll Is only -2 . If a hlt Is scored, roU 
ld6 and find the result on the proper table. All damage is 
25% real and 75% temporary, causing unconsciousness. 

Fair 

01. 
Roll 

1 
2 

3 
4 
5 
6 

~irty 

01. 
Roll 

2 
3 
4 
5 
6 

Action Result 
Head butt 10 points damage 
Throw' 4 points damage, lose initiative next 

round 
Besrhug 5 points damage + strength bonus 
Punch ' 8 points damage + strength bonus 
Headlock 4 points damage 
Elbow Smash' 6 points damage + strength bonus 

Action 
Eye gouge' 

Kick,' 
Throw dirt 
Bite· 
Face smash 
S"angle 

Rdult 
8 points damage, 1 In 6 chance of 

permanent eye loss 
10 points damage + strength bonus 
blinded 1-3 rounds 
4 points damege 
12 poInts damage 
6 points damage 

'This ection will break a hoid. 
Itslle/zed acUons indicate holds. A hold may be main­
tained untll it is broken by the other character. " the hold 
is not broken, It will do the listed amount of damage at the 
end of the round. 

For information on what happens after the fight, see the 
beginning 01 this encounter area. 

At the lar end Of the room are several reed and strew mats 
for sleeping. Buried under the leader's mat are 5,000 gp, 3 
pieces of jewelry (500 gP each), and a pollon 01 water 
breathing. 



J6. Gambler's Den 
This long narrow chamber Is dimly lit by the light 01 two 
guttering torches. In a cleared space near the center 01 the 
room are si x mongrel men (AC 5; MV 9"; HO 3; hp 14 each : 
IiAT 1; 0 1 ~8 ) gathered in a small circle. They are sur~ 
rounded by plies of spli ntered wood, shards 01 bone. and 
sections 01 broken braziers. The mongrermen are enjoying 
a fr iendly game of skill. Each has eight small round pebbles 
and attempts 10 toss these Inlo the eye sockets of a skullS 
feet away. Each dectares how many he will put In the skull 
and bets are placed accordingly. If the tosser succeeds. the 
amount bel by each person is paid for each stone In the 
target. Otherwise, Ihe tosser must pay each person the 
amount bet. If not attacked or threatened, lhe mongrelmen 
will attempt to convince the characters to play. There Is little 
money available for betting (100 gp). but the mongrelmen 
will offer information, service. etc. In exchange lor cash. At 
l irst. the mongrel men will lose small bets. They will then 
oller the characters a chance to show their skill. The skull 
should be treated as armor c lass -4; however, the OM 
should not Inform players what their chance to hit Is. For 
simplicity, the mongrelmen will make the target 3-8 times 
(1 d6+2). II the mongrelmen have no success In betting. they 
will resort to pickpocketing . 

J7. Storeroom 
This small building contains many of the collected gOOds 
and necessities of the clan. Nearly all Items lound on the 
normal equipment list plus any other non-magical Items the 
OM desires may be found here. Horse taCk. very large Items, 
and livestock are not available. Food and drink will be 0' 
questionable quality. The mongrelmen will be willing to 
deal with non~hostile parties and will lavor barter over cash. 

JB. SacrUiclal Pole. (see City Map) 
Erected on the edge 01 these ruins to the northeast , weH 
away from the main camp, are three large poles. Each pole 
is 10 leet tall and carved with crude faces 01 the ditterent 
creatures that have formed the ancestry of the mongrelmen. 
In each pole. a large metal ring Is set al aboul a 7' height. 
Sacrifices are brought here, fastened to the poles and left to 
d ie. Monsters have learned that easy prey can be gained 
here; therefore, the chance for an encounter Is 25% each 
turn. Use the City Wandering Monster Table to determine 
what appears. 

K. The Bullywug Stockade 

When the bullywugs entered the Forbidden City, they chose 
the swamp as the best place to live. To insure their safety, they 
built a small stockade around the hUiock into which their 
homes were dug. The stockade may only be reached safely by 
travelling on one of the marked paths through the swamp. 

The stockade Is built from large canes 01 bamboo, lashed and 
pegged together. The wall Is 10 leet tall. The tops are sharply 
pointed and the whole wall leans outward. making Climbing 
skill useless. There are no gates In the wall as the bullywugs 
simply use their hopping ability to clear the wall. 

The stockade surrounds a small mound thai is 20 to 30 feet 
high. The mound Is covered with grasses. On the top is a 10' 
square platform protected from the sun by a thatched rool. 
Hanging between two posts Is a large brass gong and striker. 
This is the watchtower. It Is always manned by one bullywug 
tAC 5; MV 3"//1 5"; HO 1: hp6: IIAT 1; 0 1-6) armed wlth a spear. 
Under normal conditions. this bullywug can spot creatures 100 
feet from the camp. II the creatures appear to be intruders, the 
bul1ywug will pound the gong In alarm. 
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The tunnels In the mound are hand-dug from loose dirt. There 
Is little shoring or fin ishing done. Everything Is quite damp, A3 
inch layer of mud covers all the floors. 

A11 bullywugs encountered have chameleon powers C75Gfa un­
noticeable) and can surprise on a 1-3 normally or 1~5 it hop­
ping to the attack. They will attack last If nOI using a long pole 
weapon. and may hop up t03" forward or 1 17" upward. gaining 
... 1 on " to hit" rolls and doing double damage when making a 
hopping attack. 

Kl . Stakes and Guards 
Each entrance Is protected In a similar fashion. Just Inside 
the tunnel mouth Is hidden a shallow pit, l ' deep. IIlIed with 
sharpened bamboo Slakes. These pungl stakes are covered 
by mUd. Unless the party probes the IIoor, the lead charac~ 
ter wil l automatically slip Into the pit. Characters probing 
the floor halle a 25~ chance of falling to notice the stakes, 
although the pit will be found. Those failing into the pit wilt 
be pierced by 1-6 stakes. Each slake will do 1-6 points 01 
damage. For each stake there Is a 5% cumulative chance 
that the character will contract a parasitic Infection (see 
Dungeon M •• ters Guide. pp. 13~ 14). Thus a character hit by 
four stakes has a 20% chance of becoming infected. Each 
pit Is 7 feet long . 

Beyond the pit Is a guard posl In It are four normal bullyw~ 
ugs (AC5; MV 3"//1 5"; HO 1; hpSeach; HAT 1; 0 1-6) armed 
with spears, a leader (hp 8) . and a trained killer frog (AC 8; 
MV 6"111 2" ; HO 1+4; hp9; #AT 3; 0 1~2/1-212~5) . Theguards 
will move out and attack any Intruders who are attempting 
to cross the pungl stakes. 

K2. The M.ln Chamber 
The bulk 01 the bullywug tr ibe !lves In this large room. There 
are 25 buUywugs CAC 5; MV 3"//15"; HO 1; hp4 each; ItAT 1; 
01-6) at various points around the room. An can p ick up 
spears within one round. 11 possible the bullywugs will at­
tempt 10 grapple and overbear Intruders. Captives will be 
fed to the pan lung at area L. Jf the alarm is sounded or the 
bullywugs hear fighting at one 01 the guard posts. hall 01 
Ihose here will move to assist or Investigate, The remaining 
hat! will move to the Tadpole Pond, room K4, to protect the 
tribe's young. 

The room Is unlit and unadorned. Throughout the floor are 
6" to l' deep pits, filled with mud and water. These wlll 
c reate problems forthe characters in combat. There Is a 1 in 
6 chance each round that a characlerwlll slip, losing his or 
her chance to attack that round. In Ihe bottom of several of 
the pits Is treasure. Iltheentire room Is searched, the char­
acters will find eIght gems (500 gp each) . 



B Stockade 

B Tunnel mou th 

0 Pungi pits 

~ Guard tower 

D Tunnel ----- --

K3. Den 01 the Frog King 
This Is the court, sleeping chamber. treasury. armory, and 
war room of the sell -styled " king" 01 the bullywugs. Groak 
CAC 4; MV 3"1/15"; HD 2; hp 13: IIAT 1: 0 HH- 1). He wears 
chain mail armor, carries a shield, and lights with a spear+2. 
With him are lour large bullywugs (AC 5; MV 3"1/15"; HD 1; 
hp8 each; IIAT 1: 0 1-6), his most trusted followers. Besides 
the normal Items a frog king might collect, the bullywugs 
guard 1,500 sp. 5,000 gp, and one gem (700 gp). 

K4. Tadpole Pond 
Standing In the passage thai leads to the outside is a dead 
violet fungi. It has been c arefully propped upend supported 
so thaI in d im light it looks alive. The branches move and 
shift In the breeze, reinforcing the appearance of li fe. The 
fungi Is harmless and there is enough space to c raw l or 
duck under its b ranches. 

The f loor of this chamber is dominated by a large shallow 
pond of clear water. In this swim hundreds of bultywug 
young - the tadpoles. Clinging to the ceili ng above the 
pool alll eight stlrges (AC 8; MV 3"/18"; HO 1 +1 ; hp 6 each; 
IIAT 1; 0 1.-3. blood drain). They will not attack the bully­
wugs, but will attack any other creatures who enter the 
chamber. There Is no treasure in this room. 

KS. Storeroom 
Th is long hallway Is flanked on both sides by pits of slowly 
bubbling goo. These are the food supplies for the tribe 
- f ish and insect paste.Someofthemoreactlvely bubbling 
pools haye fermented to create a delicacy greatly enjoyed 
by the buJlywugs. The stench In this area Is extremely bitter. 
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MapK 

---

Hidden In one of the pools Is an ochre Jelly (AC 8; MV 3"; HO 
6; hp 41; IIAT 1; 0 3-12; diyided by lightning). It will aUack 
any person who pokes or prods It. The OM must decide 
eKactty where in the hallway the lelly Is. 

L The God of the Bullywug. 

The lake Is black and scummy. Clogged in places with reeds, 
duck weed and lily pads. Ufe teams in these dark waters In the 
form of swa rms of stinging insects. frogs. spiny f ish and water 
snakes. Also lurking in the waters are many crocodlles (ACS; 
MV 6"111 2": HO 3; hp 15 each; IIAT 2; 02-8/1-12; surprise on 
1~) . which are a threat to any swimmers. But the killer crocs 
are not the most feared creature in this lake, for this is the 
abode of the "god" of the buHywugs. 

This "god"\s actually an old pan lung, a type of oriental dragon 
(AC 2; MV 12"/12"//9"; HO 8; hp 48; #AT 3; 0 1-3/ 1 ~3/2~ 16 +­
constriction; SA spells: see end of lhe module 2"119": HO 8; hp 
48; #AT for more informat ion ). If the dragon succeeds In biting , 
II will then colt Its long laH around the victim and on each 
succeeding round automatically bite for 1-8 points of damage 
and constrict for 2-12. Pan lung also have the following spell­
like natural abilIties; continual ESP, 30' range. polymorph to 
human torm. Invisibility, cast water fir. at wilt , cast K:8ly com­
mand once per day and charm mon.Ier three times per day. 
Water tire allows the pan lung to surround ltsell with magical 
lIame when in the water: any c reature st rikIng the dragon white 
it is aflame will take 1-6 points of damage. Water tire may be 
negated by fire or other magical fire to r 20-120 rounds. Scaly 
command allows the pan lung to summon and control 6-60 of 
the c rocodiles that live In the lake. Furthermore, no scaly 
creature wlll attBck a creature with the power of ICIIly command. 



When the party is moving across the lake and swamp there is a 
25% chance that an encounter will be with the pan lung. The 
pan lung will be Invf.lbf. 60% of the time, unless surprised, 
Although the creature is chaotic neutral , its long stay in the 
valley and lis worship by the bullywugs has led it to expect 
sacrifices. Should none be forthcoming or should the pan lung 
learn the true nature of the party through Its ESP, It will prompt­
ly flee. It wUlthen polymorph Into the form 01 a human adven­
turer and return to the area to encounter the party. The pan 
lung will allow Itself to be "rescued" by the party and will agree 
to accompany them. It will not speak, feigning that II Is mute or 
that It cannot speak the language of the characters. If accepted 
by the party, It will anempl to lead the party Into situations 
where the characters must waste thei r powers on small unnec­
essary things, such as unneeded cures and fights where no­
thing is gained. It will never assist to any degree. When the 
characters finally reach a point where the pan lung'said is vital, 
it may betray them. However, because It is chaotic, the pan 
lung may become Indillerent or friendly and not harm the 
party, either leaving or offering some useful bit o l lnlormation. 
II the OM feels betrayal would absolutely destroy the party, It 
should remain indifferent. 

On the shore of the lake opposite the Bullywug Stockade, area 
K, Is the nest of the pan lung. In the nest are 5,000 pp, '0,000 
gp, and 20,000 cpo There are also a trident (military fork, +3, a 
potion of fi re giant strength, and a potion of polymorph sell. 

M. The Swamp Horrors 

This 50' by 50' area appears to have once been a small market­
place. The rotting remains of several stalls are in semi-orderly 
rows, creating corridors characters can walk down. Moss and 
vines hang from the walls and torn canopies. Several clumps 
appear quite large, but there Is no sign 01 movement. As char· 
acters enter and walk through this small square. two sham· 
bling mounds (AC 0; MV 6"; HD 8; hp 40, 38: IIAT 2; 0 2-16/2-
16, suffocation; immune to l Ire, half damage from cold and 
weapons, lightning causes growth) witllurch out of the stalls, 
one at each end of the marketplace. They will attempt to trap a 
party between them and then kill as many characters as possi­
ble. In a slall from where one ollhe monsters appeared, is a 
patlan of extra· healing, and a clerical scroll with cure serious 
woundl, remove curse, and neulrllize pollan. 
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THE FORBIDDEN CITY IN CAMPAIGN PLAY 

Due to the size of the city, only some of the possible adven. 
tures have been described, Those given detal! the main Inhab. 
itants of the city and illustrate their different ways of life. The 
OM may expand the given adventures or create new ones, to 
provide players with further adventures In the Forbidden City. 

To help the OM In creating new adventures, several suggested 
reasons for adventuring or " backgrounds'· and adventure 
Ideas are given. The backgrounds give characters reasons for 
traveling to the city and some idea of what might happen once 
they get there. The adventures give outlines for how particular 
areas or buildings might be expanded. 

Backgrounds (Reasons lor Adventuring) 

1. Rev_ng_ 
A group of merchants has hired your party to stop the raiding 
(as explained In the modu le Background) permanenlly. Char­
acters must find and enter the city, determine who Is responsj· 
ble lor the raids and destroy that person or group. The charac­
ters must also ensure that no further raids occur. Thlscould be 
done by destroying all of the intlabltants, bribery, creating 
feuds, sealing all the ways In and out 01 the city, or any other 
plan the players might invent. The merchants would no doubt 
like to have the goods they lost to the raids returned, so the OM 
might wish to create a very well-guarded storehouse of these 
items. 

2, Rescue 
Many Important people have been dIsappearing from the 
cou rts of nearby lands. The people are being kidnaped by the 
Black BrotherhOod (a secret group the DM must create) and 
given to the yuan If forsafekeeplng. The BrotherhOOd wants to 
help the yuan 11 by weakening the power of the surrounding 
kingdoms. First the characters must discover who is dOing the 
kIdnaping, and then trace the kidnapers to the yuan Ii. A group 
of the Black Brotherhood WOUld be based In the city. The 
prisoners would be hard to find, for they are scattered 
throughout the cIty. Some might be easy to rescue, while 
others might be very diHicult to rescue. 

3, Conquest 
A local potentate (or other ruler) has declared that his ances­
tors were once the masters of the Forbidden City (although 
there is no proof to his claim,. He wants the adventu rers to 
enter the city, scout it. and, if possible, clear It 01 all foul 
monsters. 

4. Defen" 
A courier carrying important In formation was recently at· 
tacked and robbed whi le crossi ng the jungle. Found before he 
died, the courier told his rescuers o f the theft. Since his papers 
reveal the weaknesses and strengths of a nearby kingdom, the 
monarch of that land has offered a reward for the return of the 
documents. At the same time, the rulers of severa l other lands 
have likewise offered rewards If the documents should just 
happen to reach their hands fi rst. However, once the charac· 
ters reach the city, they will learn that an evil army Is being 
assembled to anack all the surrounding lands. To save them­
selves and others from slavery, the adventurers must try to 
prevent this attack from occurring. The players must defeat or 
join other parties also a lIer the stolen documents. How they do 
It Is teft to the players and the DM. 



Adventures 

1. Under the city stretches the ancient prImitive sewer system. 
In It now live monsters and colonIes of creatures of aU sorts. 
Bul. most common are the jungle-ghouls and the lasl human 
descendants at the yuan t l ancestors. The ghouls and humans 
wage a constant war 01 attacks. sallies, counter~attacks , and 
sieges through the underground tunnels. More cunning than 
normal ghouls and led by smaU demonic leaders, the Jungle­
ghouls attempt to transform the humans Into twisted slime­
beasls with their cancerous touch. The humans are nearly 
blind from the centuries of underground existence and rely on 
their other heightened senses to survive. They hate those who 
brlng Ught, worSh Ipping the kindly god of darllness who drives 
away the demons of light. It Is rumored that somewhere In the 
tunnels Is the fabulous lost temple of Ranel. The temple ;s 
there, and Is guarded by the giant snake-queen. 

2. As part 01 their plan to regaIn power. the yuan tl have revived 
the worsh ip 01 a vile and loathsome creature Irom another 
plane. In one 01 the larger temple bui ldings 01 the city, Iheyuan 
tI have succeeded in opening a small gate to the creature's 
plane. Many small and horrid beasts have entered through this 
gale and are being used by the yuan II for their plans. In 
entering the temple, the characters must defeat the orchonos 
- vampirlc orchid~like plantmen. As they delve further into the 
structure, the c reature Itsell begins to take control of the tem~ 
pIe. The building becomes more and more alive with pillars. 
carvings. doors, rooms and other leatures writhing and aUack­
Ing the characters. At the same time, the guards olthe yuan tI 
must be dealt with if the party wants to proceed. Finally. after 
several dangerous encounters. the characters reach the gate 
In time to see a huge tentacle slithering through It. The crea­
ture must be driven back and the gate closed . 

3. In order to learn the movements 01 caravans through the 
Jungle. the Inhabitants 01 the city have established a spy net­
work in the area. The raids will conllnue so long as the spies 
exist. but If they are destroyed. the raid ing will be greatly 
hampered. Information on the location and names 01 the main 
spIes may be found in one o f the minor court palaces 01 the 
ci ty , but only alter battl ing the guards and other monsters. The 
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agents are wererats, posing as numans In the nearby towns 
and cities. The characters must track them down and stop their 
activllies. However. belore they can find all the agents. the 
wererats are warned. When the characters arrive in a major 
cJty. the werersts cunningly frame one 01 them lor the murder 
01 an Innocent shopkeeper. The characters must quickly prove 
their fr iend Innocent by lindlng the real murderers. 

4 . While rescuing several people held prisoner by the yuan tI, 
the characters pursue a group and their hostage Inlo a long­
fo rgouen passage. Threading their way through maze-like 
tunnels, the characters encounter numerous strange beIngs. 
bolh hostile and friendly. These Include otyughS. fungl­
encrusted intelligent skeletons, and blood-dralnlng snakes. 
Alter paSSing through 8 misty tunnel, the characters find 
themselves in the lair 01 large. intelligent humanoid bats. Un­
known to the characters, they have traveled back In t ime to Ihe 
days when Ihe cJty was alive and prOsperous. The bat-people 
are good creatures. attempllng to alert the inhablt8.flts 01 the 
ci ty 10 the coming 01 some great evil. The yuan II and the 
hostage the characters were pursuing have managed 10 slip 
past the bat people during all this. The characters must l ind the 
hostage In an exotic city lull of people. 
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NEW MONSTERS 

Several monsters in th is module are being IntroduCed for the first time. This section provides detailed info rmation !creasy reference 
when running these monsters. This Information may also be used lor reference lithe OM wishes to use these new creatures in his or 
her own campaign. 

Two altha monsters listed, the Pan Lung and the Yellow Musk Creeper, may be found In the pages of the FIEND FOLIO Tome 
of Creatures from TSR Hobbles, Inc. Their descriptions are shot1ened for presentation here and In some Instances, the Infor. 
matlon given has been adjusted to apply to a single form or age al tha creature used In this module. 

ABOLETH 

FREQUENCY: Very fare 
NO. APPEARING: 1·4 
ARMOR CLASS; 4 
MOVE; 3"// 18" 
HIT DICE: 8 
~ IN LAIR: 20% 
TREASURE TYPE: F 
NO. OF ATTACKS: 4 
DAMAGEJATIACK: Hi (>< 4 ) 
SPECIAL ATIACKS; S99 description 
SPECIAL DEFENSES; Slime 
MAGIC RESISTANCE: Standard 
INTelLIGENCE; High 
ALIGNMENT: Lawlul avll 
SIZE; L 
PSIONIC ABILITY: 250 

AtlackiOefense Modes: C,D,E/G,I,J 
lEVEUX.P. VALUE: 

VII/1275 .10 P6r hit point 

The aboleth Is an amphIbious creature that dwells in under~ 

ground lakes and caverns, lntelligenl, it hetes most land~going 
life and seekS methods to enslave or destroy the beings of the 
surface world, The race Is extremely long· lived and has col~ 
lected a great desl of knowledge more ancient than man. It is 
perhaps weillhat men do not know these ancient secrets, tor 
these are rumored 10 be more horrible and foul than could be 
thought possible, 

An aboleth has a slime covered f ish-like body with a large 
fluke·llke taU to propel itsell through thewster, lt is colored a 
gray hue mottled with blue--green: It's belly Is a pinkish tan with 
blue--black slime-produc ing organs 10 eilher side, Set in ilS 
head are three long. sllt·Hke, purple-red eyes, one above the 
other. beneath protective ridges. Four 10' long tentacles grow 
from the lOp of its head. and Its toothless mouth is located on 
the underside. On land, an aboleth pulls lIS obscene mass 
about with liS four tentactes. 

2' 

In combat the aboleth attacks with Its four tentacles for 1-6 
points of damage each. Any creature struck by Its tentacles 
must save vs. Spells or the creature's skin will change into a 
clear, slimy membrane in 2·5 rounds. This change can be 
stopped If a cure disea .. spell is cast on the victim. Once the 
change Is complete, the membrane must be kept damp with 
cool water or the victim will take l·t2 points of damage each 
turn due to Intense pain caused by the drying membrane. A 
cure lerioul woundl spell will change the membrane back to 
normal skin. 

The aboleth Is h ighly Intelligent and can create very realist ic 
lIIullonl, with audible and visual components. If it concen· 
trates and does nothing else. It can also try to enltave other 
creatures three times per day. This ability can only be used 
against any single creature up to 30' away. The victim must 
save vs. Spells or be filled with a desire to serve the aboleth. 
Enslaved creatures will not fight for the aboleth, but will at~ 
tempt 10 follOW other telepathic commands. If an enslaved 
character is separated more Ihan a mile from Ihe aboleth, a 
new savIng throw may be made each day. This charm can be 
broken by a remove curse, dllpel magiC or the death of the 
enslaving aboleth, 

In water. an aboleth will secrete a cloud 01 mucus, l ' all around 
Its body. Any creature drawn into the mucus must save vs. 
Poison or it will inhale the stuH and become unable to breathe 
air, suffocating in 2·12 rounds If trying to breathe ai r. However. 
that same creature will gain the ability to breathe water, as a 
potion of w.ter br .. thlng, for 1·3 hours. The aboleth uses this 
mucus to give Its slaves the powerlo breathe water. The mucus 
may be dissolved by soap or wine. 

There are reports 01 huge underwater cities built by the aoo. 
leths and those they enslave. But this, along with their sup" 
posed vast slores of knowledge, has never been proven. 



MONGRElMAN 

FREQUENCV: Rare 
NO. APPEARING: 1·100 
ARMOR CLASS: 5 
MOVE: 9" 
HIT DICE: 1-4 
0/0 IN LAIR: .35% 
TREASURE TYPE; C 
NO. OF ATTACKS; 1 
DAMAGE/ATTACK: 1-4. Hi,f·8,1·10 

or by weapon 
SPECIAL ATTACKS: Nil 
SPECIAL DEFENSES: Camouflaga 
MAGIC RESISTANCE: Standard 
INTELLIGENCE: Low to Average 
ALIGNMENT: Lawful neutral 
SIZE: M 
PSIONIC ABllITV: Nil 

Attack/Defense Modes: Nil 
LEVEUX,P. VALUE: 

1 HD/ I/20 .. , per hil point 
2 HD: 11/ 36 "2 per hll point 
.3 HD: 111/65 1'3 per hit point 
4 HD; 1111110 +4 per hit point 

Although not a race unto themselves, mongrel men do not 
belong clearly to any other race. They are a mixture of many 
different creatures; each mongrelman possibly having the 
blood of humans, orcs. gnoUs. ogres, dwarves, hobgoblins. 
bugbears, elves, bullywugs and others flowing through his or 
her veins. As such. they are seldom welcome in lawful or good 
societies and are usually abused or enslaved by chaotic and 
evil groups. Such treatment has forced mongrelmen to devel­
op special skills for survival. 

All mongrel men have the abilities of camouflage and mim icry. 
When using the camouf lage ability. mongrelmen are able to 
hide themselves and their Items with great skill. Normally, one 
turn is required for a mongrelman to camou flage himself, 
another , oran item. The chance a! remaining unnoticed is80% 
plus 1% lor every turn spent preparing the ca moullage after the 
first. up to a maximum of 95%. Thus a mongrel man who spends 
8 turns would have an 87% chance of success. When camou­
flaging buildings and structures, the time required is weeks 
instead of turns. Successlully camoullaged persons and Items 
will be unnoticed unless the person or item moves or Is 
touched. Camouflaged buildings will be unrecognizable at 
distances greater than 50 feel (thiS may by adjusted for the size 
and type of structure). Mimicry allows the mongrelmen to 
almost perfectly Imitate the sound 0 1 any animal or monster, 
although this does not apply to special attack forms, which 
they cannot mimic. 

To assist them In obtaining Items and goods they need, all 
mongrel men are accomplished pickpockets. Each has a 70% 
chance of success. 

For every ten mongrelmen. there will be at teast one with two 
hit d ice, lor every thi rty, there will be one with three hit dice, 
and lor every forty. there will be one with four hit dice. In the 
lairwlll bea leader(AC4. MV 12", HD 5, D , · 12, +1 "!o hlt" rolls) 
and f ive bodyguards (HD 4). In combat, mongrelmen wil l nor­
mally fight with clubs or swords. but 5% of any group will be 
armed with blowguns and poison or paralyzing darts, 

Mongrelmen normally live In areas of large mixed populations. 
They la ir In ruins. deserted buildings, or o ther places that 
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humans once lived In or bu llt. ln appearance they vary greatly, 
com bining the worst features of each race. They speak frag­
mented Common mixed with various animal cries and non­
sense. Their names are almost always the sounds animals 
make. 

PAN LUNG (Dragon, Oriental)" 

FREQUENCV: Rare 
NO. APPEARING: 1-4 
ARMOR CLASS: 2 
MOVE: 12"/12"//9" 
HIT DICE: 6-8 
% IN LAIR: 60% 
TREASURE TYPE; H ( x'k ) 
NO. OF ATIACKS: .3 
DAMAGEIATIACK: 1-3/ 1-3/2-16 
SPECIAL ATIACKS: Ses below 
SPECIAL DEFENSES: See be/ow 
MAGIC RESISTANCE: Standard 
INTELLIGENCE: High 
ALIGNMENT: Chaotic neutral 
SIZE: L (54 ' long) 
PStONIC ABILITY: Nil 

Attack/Defense Modes: Nfl 
LEVEUX.P. VALUE: 

6 HD: VI 475 1'6 per hit point 
7 HD: VI/700 +8 per hit point 
7 HD: VII /1, 100 1'10 per hit point 

Pan lung live In marshes and swamps and are fierce oppo­
nents. If they succeed In grasping with their bite (which does 
2-16 points of damage) they will call around the victim and on 
each succeeding round automatically bite lor 1-8 pOints o f 
damage and constrict for 2-12 points of damage. They also 
attack with their two claws for 1-3 points each. 

Pan lung have the following spell-like natural abUiUes: contin­
ual ESP (range 30' for the one presented In this module), 
polymorph into human form at will . become Invl.,ble at wlll 
(although not when attacking) , cast scaly command once per 
day, cast water fire at Will , and cast charm monate, three times 
per day. Scaly command allows the pan lung In this module to 
conlrol6-60 unintelligent scaly creatures that dwell In the take 
where illives (reptiles or IIsh). All creatures must be within ~ 
mile of the pan lung to be commanded. Furthermore, no crea­
ture of the above types wiU ever attack the pan lung, whether 
controlled or not. The command power lasts 2-12 turns and 
cannot be dispelled. It has no saving throw. 

Water fire may be created by the pan lung whenever it Is In 
water. This power surrounds the dragon with an unearthly 
flame. This will do 1-{l points of damage to anyone touching 
the dragon. Normal or magical lire will cancel waler fire for 
20-120 rounds. 

This old pan lung also radiates an aura 01 fear like Ihat 01 a 
normal dragon. Pan lung have a special magical organ in their 
brain which allows them to fly. Thisorgancannotbe removed . 
They are able to live both on land and underwater. They speak 
thei r own language. 

For more information see the FIEND FOLIO Tome of Creatures. 



TASlOI 

FREQUENCY: Rare 
NO. APPEARING: 10-100 
ARMOR CLASS: 6 (5) 
MOVE: 9"$15" 
HIT DICE: , 
% IN lAIR: 30% 
TREASURE TYPE: 0 (><5) 
NO. OF ATIACKS: 2 or 1 
OAMAGE/ATIACK: 1-3/1 -3 or by weapon type 
SPECIAL A TI ACK$: Surprise ,-4 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: Srandard 
INTELLIGENCE: Low to Average 
ALIGNMENT: Chaotic evil 
SIZE: S (2-3 ') 
PSIONIC ABILITY: Nil 

Attack/Defense Modes: Nil 
lEVEUX.P. VALUE: 

"10 -+1 per hit point 

Living In steamy tropical forests. these creatures are rarely 
seen by man. Shy and malicious, they prefer to lurk in the tree 
tops where they may surprise the weak and unwary. Adapted 
to life above ground. they are slow and clumsy when forced to 
earth , adopting a semi-erect posture. They are quick and nim­
ble in the arboreal passageways. however. Masters of stealth. 
18Sl01 surprise on a 1-4 (d6). They may also hide in shadows 
75% of the time. 

They have Infravision and are suited to dark Jungles. Full day­
light will cause 8 - 1 on their " to hit" rolls. 

Taslol will eat anything, but they particularly like all kinds of 
l1esh. especially humans and elves. They normally ettack from 
above, trying to capture If possible. II they gain surprise. they 
will use their nets. II a party Is too vigilant or prepared. tha 
tasloi will attempt to wear down the group through short. 
sudden attacks followed by retreat. If possible. tasloi will at­
tempt to stea l the dead of an enemy after an attack. 

The tssloi live In loosely-structu red bands of several families. 
For every band of 70 or more. there will be a chief (5 HD). There 
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Is a 30CII chance that any band will have a shaman. Taslol 
shamans may advance up to fifth level. The composition 0' a 
band is as follows: 

Small shield and javelin (AC 5) 20% 
Club and Javelin 40% 
Short sword and small shield 
(AC 5) 10% 
Javel1n and net 15% 
Short sword and nal 10% 
Javelin and lasso 5% 

When using a shield. the armor class of the taslol becomes 5. 
Javelins and shields are customarily carried on their backs 
when traveling through the trees. 

When found In their lair. In addition to the males. there will be 
7~ more females and 5MII young. Females wUll lght as normal 
taslol and the young will not l ight at all. The lair will conslat of a 
series 01 1-6 large trees with 4 to 24 platforms 50 to 100 leet 
from the ground. AJI the trees wlU be connected by vines and 
ropes. There Is a 60% chance of the tasiol having 1-8 trained 
giant spiders and a 20% chance 01 their having 2-6 trained 
giant wasps. It Is said the taslol are able to ride wasps great 
dlslances. 

Taslol speak their own tongue and can also speak the Ian· 
guage8 of monkeys and apes. About 5% of thei r kind have also 
learned a pidgin Common that they use when trading. 

Tastol are long-legged, fiat-headed humanoids. They walk 
with 8 crouching posture, touching their knuckles to the 
ground from lime to time. Their skins are a lustrous green and 
are thinly covered with coarse black hair. Their eyes are slmlls.r 
to a cat's and are gold in color. Thelrleet are long and prehen· 
sileo Otten they can be heard at night, speaking In thei r high 
and whispery voices. 

YEUOW MUSK CREEPER 

Plant Zombie 

FREOUENCY; Rare Rare 
NO. APPEARING: , ' -2 
ARMOR CLASS: , Variable 
MOVE: 0" Variable 
HIT DICE: 3 2. for attack 
% IN lAIR: ,- Nil 
TREASURE TYPE: Any Nil 
NO. OF ATTACKS: 2-12 , 
DAMAGE/ATTACK: SPflCial By weapon type 
SPECIAL ATTACKS: Nil Nil 
SPECIAL DEFENSES: Nil Nil 
MAGIC RESISTANCE: Standard See below 
INTELLIGENCE: Non- Non-, Neutral Neurral evil 
SIZE: L M 
PSIONIC ABILITY: Nil Nil 

Attack/Defense Modes:NII Nil 
lEVEUX.P, VALUE: 111/65 +3 per fl/28 +2 1'6' 

hlf poInt hll polnr 

The yellow musk creeper Is a large light green climbing plant 
with leaves like Ivy. dark green buds. and flowers like those 01 
an orchid, bright yellow with splashes of purple. Each plant will 
have2.12110wers and 1-4 buds and will cover an area up t02O' 
square. The plant will attack all creatures approaching within 
10'. the flowers swaying belore the victim. A successful hit 
Ind icates that one of the flowers has puffed dust. smelling of 



musk, Into the vict im's face. The victim must then make 8 
saving throw vs. SpellS or been tranced and walk Into the mass 
of the plant. resisting attempts at restraint. Once the victim 
reaches the heart 01 the plant. tendrils attach to his or her skul1 
(no "10 hil" roll required) and his or her brain is devoured al the 
rate 01 1 -4 intelligence points per round. Any hll on a tendril 
will cause it to release, but so many tendrils will be attached 
that the Intelligence drain cannot be prevented by this means. 
The only way to kilt the creeper Is to stab at Its bulbous root. 

The elleels of the intell1gence drain varies. If the draining 
reduces the victim to 0 intelligence or below, the victim is dead. 
A bud will open and a new flower will appear. II the victim's 
Intelligence is reduced to one or two points at the end of a 
round, the victim immediately becomes a yellow musk zombie. 
The draining stops and the plant injects a seed Into the vic tim's 
skull. He or she Is now under the control of the plant. The 
zombie will l ight lor the plantlor2 months, attempting to lind 
new victims, after which it wanders away and dies. Intelligence 
loss in those not killed or transformed into "zombies" is tem­
porary and will be regained at the rale of one point per day 01 
rest. 

Yellow musk zombies retain the same hit points, armor, wea­
pons and belongings they had prior to " capture;" however, In 
melee they attack as two hit dice monsters. They will not be 
able to use any spells or psionic abfl ltres they might have had. 
Dexterity and wisdom bonuses do not apply, although those 
for strength do apply. A yellow musk zombie is not a true 
undead and cannot be turned by a cleric. It is Immune to the 
eflects 01 aU charm, hold, illusion, and other mind-Influencing 
spells. A yellow musk zombie may be cured by the casting of 
neutralize polson and heal. Four weeks 01 rest will then be 
required. If the zombie Is sla in, but the body is not destroyed, a 
new yellow musk creeper wil l sprout Irom the body within one 
hour. 

For more Information see FIEND FOLIO Tome 01 Creatures. 

YUAN TI 

FREQUENCY: Very Rare 
NO. APPEARING: 1-4 
ARMOR CLASS: 410 
MOVE: 12 '" or 9" 
HIT DICE: 6-9 
% IN LAIR: 70% 
TREASURE TYPE: C 
NO. OF ATTACKS: 2 
DAMAGE/An ACK: See below 
SPECIAL ATTACKS: Spells 
SPECIAL DEFENSES: Nil 
MAGIC RESISTANCE: 20% 
INTELLIGENCE: Genius 
ALIGNMENT: Chaollc evil 
SIZE: M 
PSIONIC ABILITY: 150 

Attack/Defense Modes: e, O/F, I, J 
lEVEUX.P. VALUE: 

Var iable 

Living in tropical jungles , the yuan Ii are a degenerate and 
corrupt race 01 creatures who were once human. All are devout 
demon worshippers and have a h igh regard for all kinds 01 
reptl1es. Through dark and unknown practices, their blood has 
become fouled. thus producing monstrosities. There are three 
types 01 yuan I i: purebloods, hallbreeds, and abominations. 
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Purebloods are the weakest of the yuan II, having only 6 hIt 
dice. They are human In appearance, except for some sl ight 
difference -scaly hands, a forked tongue, or a somewhat 
reptilian look about them. They are abla to pass as humans 
80% 01 the t ime. They normally handle affairs with the outside 
world, and may travel far and wide doing so. 

Hillbreeds are highly distlnctiva. Some part 01 their body Is 
that of a snake, while the rest is human. Appearance may be 
determined by the table below (roiling once or twice), or the 
DM may select the changes. 

1 Snake head 
2 Torso can bend and move like a snake's 
3 No legs, ends In a snake's tall 
4 Has snakes instead of arms 
5 Body Is covered by scales 
6 Snake tall Is growing from backsIde 

If any combination seems Impossible orunworkable , the result 
should be ignored. The DM may also create other results 
involving snakes and humans. 

In attacks, a snake-headed hallbreed will bite lor 1-10 points 01 
damage, snake-headed arms will bite for 1 -6 points, and a tail 
will constrict for1-4 points. O therwise the yuan II witt be able to 
handle weapons as a normal person . All snake parts w111 have 
an armor class of 0, Halfbreeds have 7-6 hit dIce. 

Abominations are the strongest of the yuan tl. All have 9 hlt 
dice. In appearance they are olten confused with nagas and 
other snake creatures. Abominations are either totally snake­
like or only have some human feature (such as 8 head or arms). 
Their bite (unless human-headed) will do 1·10 paints of 
damage. 

Al l yuan tI with hUman legs may move 12" perturn. Those with 
snake bodies move 9" per turn and are able to coli around 
pillars and the like. Human headed yuan Ii are able to cast the 
following spells once per day: 

Cause Fear 
Darkn .. s, 15' radius 
Snake charm 
Sticks to snake. 
Neutralize pol~n 
Sugga.tlon 
Polymorph other 

Yuan ti speak their own language. They may also speak with 
any snake or snake-like monster. Those with human heads 
also speak Chaotic and Common. 



CHARACTER ROSTER 

The following tables list twenty characters and suggested magic Items lor those characters. Listed are the Important statistics for 
each character. These characters may be used Instead of creating playerchs.racters or they may be used as NPC's to round out a 
party. II the tournament Is to be played, the players should use the first 6 characters Hsted. The names listed are only suggestions, 
the players may change them II they wish. Players should be permitted to outfit their Characters normally. 

Character. 

No. Name Race S •• CI ... C . ... , AC S W D C Ch HP 
1 Nasaldromus H M MU 5 NG 10 18 10 13 12 15 15 
2 Srull 0 M F 6 CG 18 13 8 11 16 7 42 
3 Daniel H M C 6 CG 13 9 18 15 10 16 30 
4 Theala H F Mk 5 CN 15 9 16 18 11 12 18 
5 Olaf Peacock H M Bd 1 • CN 15 13 15 18 12 17 40 
6 Hleroman ~E F 01 5 N 12 13 14 15 12 18 25 
7 Orrem H F C 6 CG 12 13 17 15 14 10 28 
8 Prandalas E M F/ MU 3 NG 13 13 10 8 12 11 14 
9 Jarl G M , 4 CG 6 17 12 16 11 13 10 
10 Donnela H F Th 7 N 11 9 12 13 15 8 25 
11 Gavin 'k M Th 6 NE 7 11 8 16 10 12 30 
12 Roland ~E M MUIC 3 CN 9 13 13 8 14 12 9 
13 Black Morran 0 M F 5 CG 17 13 8 9 12 14 31 
14 Falrburne H M P,I 6 LG 18 12 12 14 12 18 38 
15 Ursh W M C 4 CE 9 10 12 11 13 10 14 
18 Marcella H F R 7 CG 17 13 15 11 17 7 52 
17 Andrea H F MU 7 NG 10 12 10 12 15 11 18 
18 Morgana ~E F F/ MU 4 CG 13 14 11 11 6 15 12 
19 Stephanos E M MUfT 3 N 13 15 10 17 8 15 9 
20 X the Mystic H M MU 7 LG 13 16 9 10 9 14 22 

'6th lelfel Fighter and 5th level Th ief. 

The following magic lIems are suggested. The number lor each listing mp;tches the number of the character above. tf the 
tourn8menl is played , the magic items listed below for the IIrst 6 chBracters should be assigned to the proper characters. 

Magic lIem. 

No. lIem. 
1. ring 01 protection +2, wand 01 fro.t (4 charges) 
2. chain mall +1, .hleld +2, throwing aIe +2, potion ollevltatJon 
3. plate mall +1 , mace +2, scroll 01 cure .. rtou. wound. 
4. ring of lree .ctlon, cro"bow 01 accuracy (light) 
5. chain mall +1 , bII.blrd .word +1 (NSA), polion of ut,e healing 
6. net of entrapment, potion 01 healing 
7. hammer +2, philter of persua.lvene .. 
8. ring of lire re.l.tance, alchemy Jug, amulet 01 proof .galn.t deleetlon and loc.tlon 
9. d.gger +2, scroll of protection Irom elemenl.l. 
10. .lIng of .eeklng +2, g.untlets of .wlmmlng ,nd Climbing 
11 . .word +1, +4 n. reptile. (NSAj 
12. pollan 01 animal control 
13. . word +1, +3 YS. regenerating cre.ture. (NSA) . potion of diminution 
14. pl.le mall +1, .hleld +1 , . word +3, Fro.t Brand 
15. w.nd of neg.llon, helm of underwater action, potion of clalraudhmce 
16. .hleld +2, potion of healing 
17. ring 01 .pell 'Iorlng, potion 01 utra he.llng 
18. helm 01 comprehending I.nguage. and reading magiC 
19. dagger +2, wand 01 illusion 
20. potion 01 hulIng, scroll with mirror Image, Ice Itorm, .Iow 

The above characters may also be used by the OM as NPCs. II used 80S NPCs. characters will not rel/eal lhe!r level and magic lIems to 
the players. Depending on the character, the eKact alignment mayor may nol be revealed , 
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The Steading Of The Hill Giant Chief

Background: Giants have been raiding the lands of men in large
bands, with giants of different sorts in these marauding groups.
Death and destruction have been laid heavily upon every place
these monsters have visited. This has caused great anger in high
places, for life and property loss means failure of the vows of
noble rulers to protect the life and goods of each and every
subject — and possible lean times for the rulers as well as the
ruled. Therefore, a party of the bravest and most powerful
adventurers has been assembled and given the charge to punish
the miscreant giants. These adventurers must deliver a sharp
check, deal a lesson to the clan of hill giants nearby, or else return
and put their heads upon the block for the headsman's axe! Yet
this charge is not as harsh as it may seem, for all have been fully
equipped with all standard items needed for both wilderness an
dungeon exploration; and each member of the party has likewise
been given the finest horse available. Guides are available to help,
and the leader has a splendid map showing exactly where the
great timber fortress of the chief of the hill giants in the area is.
This chief, one Nosnra, is a grossly fat and thoroughly despicable
creature, sly and vicious, loving ambush and backstabbing.
Furthermore, the party has been cautioned to expect a secret
force, some motivational power behind this unusual banding of
different races of giants. More surprises might be in store . . .
Finally, the party has been instructed to keep any and all loot they
chance upon, this to be their reward for the perils they are to face.
They are to follow any clues discovered if such point towards the
sinister hand suspected of guiding the rising, but to return at once
if they should determine exactly the reason or force behind the
unholy alliance. Some relic of great evil might be at hand.

CAUTION: Only strong and experienced characters should
adventure into these areas if the party is but 3 or 4 characters
strong. The optimum mix for a group is 9 characters of various
classes, with an average experience level of at least 9th, and
armed with 2 or 3 magical items each. For a small party the most
important thing is experience, and even a party of 3 or 4 highly
experienced 9th level characters can expect a reasonable chance
of survival if they use their knowledge and cunning to best
advantage.

Start: It is assumed that the party has safely arrived at a spot near
the giants' stronghold—a small cave, well hidden, where they can
be assured of being undetected. They come to the place of the
giants just at dusk. There are no windows visible, but no giants—
or any other creatures—can be seen about the place, although
occasional bursts of shouting and laughter can be heard faintly
from within. Their map warns of two giant guards at the great
doors to the Steading, but none are there. (If the party comes a
second time after once entering, there will be guards.) The time
has come to see what is afoot!

If the party decides to retire between forays against the Steading,
they may be assured of relative safety at the hidden cave base
camp—provided they take moderate precautions not to leave a
plain trail or be followed to this sanctuary. There are sufficient
supplies there for several weeks' stay. Each time they return to
this base camp they may receive experience points benefits, if
any, accruing to them because of the previous adventure. It may
likewise be assumed that magic-users have their spell books
hidden there.

Notes For The Dungeon Master

There is considerable information contained herein which is
descriptive and informative with respect to what the players see
and do. Note that this does not mean that you, as Dungeon
Master, must surrender your creativity and become a mere script
reader. You must supply considerable amounts of additional
material. You will have to make up certain details of areas. There
will be actions which are not allowed for here, and you will have to
judge whether or not you will permit them. Finally, you can amend

and alter monsters and treasures as you see fit, hopefully within
the parameters of this module, and with an eye towards the whole,
but to suit your particular players. Morale should not be a factor in
most giant actions.

If time permits, the giants will organize traps, ambushes, and last
ditch defenses against continuing forays into their stronghold.
You must work up such cases and plans according to existing
circumstances, but assuming clever advice to the giants.

If you plan to continue this campaign by using the other modules
in the series, be certain to keep track of the fate of important
giants and their allies or captives. The former will generally flee to
the next higher ranking stronghold, and the latter will be available
for assistance to some parties. This assumes survival, of course,
as well as opportunity. Some provision for movement of surviving
giants is given in the latter scenarios, but you will have to modify
or augment these groups according to the outcome of previous
adventuring by your party. This principle will also hold true with
regard to any additional scenarios which you use if they concern
any of the creatures connected with this series. Such continuity of
encounters will certainly tend to make the adventures of the party
more meaningful and exciting.

Upper Works: The map shows the huge timber stronghold of the
local clan of hill giants. All outer walls are of logs of at least 3'
diameter. Inner walls dividing rooms and the like are about 2'
thick, and doors are great iron-bound log affairs of 1 '
thickness—single doors being approximately 7' wide and 6' high.
All inside floors are of stone. Ceiling height varies from about 16'
at the edges to 32' at the center, and there are great blackened
rafters above which hold up the roof. The Steading is in a nasty
damp area, where hard rain is a daily occurrence and wet fogs a
nightly event. All wood in the place is very damp. (Normal fire will
have only a 2% chance per round of burning or setting the place
afire, and even magical fires will have only an 8% chance per
round of the same.) If the party should manage to set the upper
works of the Steading aflame, they will be forced to wait a week
before trying to discover a way into the lower (dungeon) level, for
hot embers will prevent entry before this period of time. Note also
that ALL loot from the upper works will be lost in such a fire, but
that all giants from location 1 1 of the upper level will escape to
safety in the lower level, going to location 26.

A normal die score is required to open all doors due to their great
size and weight. Doors will stay open if left that way. Fireplaces
are indicated, but the locations of cressets and braziers are not.
Location 22. is an open stockaded yard, while rooms 23-25. are
an outbuilding which is connected to the main lodge by a huge
palisade of tree trunks 3' in diameter and 30' tall.

Giant's Bag Contents: There will be numerous occasions when
bags and chests will be searched by the party. The contents of
these containers may be determined randomly by using the table
hereafter. The number of items in the bag or other container is
simply determined by rolling five four-sided dice (5 d4) to obtain a
random number of items between 5 and 20. A roll for each item is
then made on the CONTENTS TABLE.



Giant's Bag Contents Table:
Dice Roll ____Item In Bag or Other Container____

01-03 old axe blade for use as hand chopper
04-17 boulders, small (1-4)
18-19 bowl and spoon, tin or pewter, battered
20-21 brass items, various and sundry, bent
22-23 caltrops, iron, large (1-6)
24-25 cheese, hard, slightly moldy and stinky
26-30 cloak, shabby, wool or hide
31-32 comb and hairpins, bone
33-40 cooking pot, iron
41-43 horn, drinking
44-47 knife, skinning
48-53 linens, various, soiled, patched
54-60 meat, haunch of
61-64 money, copper (100-400 pieces)
65-67 money, silver (20-80 pieces)
68-69 money, gold (10-40 pieces)
70-76 pelt, fur, worthless and mangy
77-83 rope, 10'-120' coil, very strong
84-85 salt, small bag or box of
86-90 sandals, old
91-98 skin, water or wine, full
99-00 teeth or tusks, animal, no ivory value (1-8)

It is suggested that no item be duplicated; roll again if a duplicate
item is indicated by any given roll.

KEY TO THE UPPER LEVEL
Wandering Monster:

1 . 4-12 orcs rushing to get shields for platters
2. 2 hill giants from 11. going to sleep off a drunk
3. 3 ogres from 11. going to get on of the guards
4. 1 hill giant from 11. taking a stroll

Great Hall to 11. : Encounter 1 in 8 ("1" on d8)
1 . 1-4 hill giants heading for 13 from 11.
2. 1 cloud giant from 11. heading for front gate
3. 2 stone giants from 11. heading for front gate

Eastern Section: Encounter 1 in 12 ("1" on d12)
1 . The giantess coming from 11. to get her cave bear
2. 1 hill giant with 1-4 dire wolves from 22. going to 4.
3. The chief and 2 ogres going to get some trophies from 6. to

show off in the Great Hall
4. 2-8 young giants from 3. heading through 22. to raid the

pantry at 18.

Rooms and Areas

1 . ENTRY AND CLOAK ROOM: The place is bare, but there are
many pegs along the walls, and various items of giant
outerwear (capes, cloaks, etc.) and bags hang from them. Use
random bag contents for any opened. Noise could alert A. or B.
below:
A. 2 snoring hill giants, supposedly guarding the entrance

(H.P.: 40, 34). There is a nearly empty keg of ale between
them. Unless attacked and slain immediately, any molesta-
tion will enable one to alert the other guard at B. There is 1
chance in 20 that any well-planned scheme to kill them will
fail, otherwise they can be slain simultaneously and quiet
maintained.

B. Steps leading up to the watch tower where another hill giant
guard (H.P.: 27) is dozing. A flagon which contained mead
is at his hand. An iron hoop and straight bar hanging on
ropes from a rafter above will alert the place if struck
together. The giant wears a belt with a gem-set gold buckle.
The 6 gems are worth 100 g.p. each. The gold in the buckle
is worth 100 g.p., but as a piece of jewelry the item has a
value of 1,400 g.p.

2. SUB-CHIEF'S ROOM: This place contains a scattering of
furnishing (hides on the floors, a bear skin on the wall, a chair,
a stool, a huge chest, and a vast bed mounted with furs). On a
shelf 9' above the floor are a beaten silver comb set with four 50
g.p. gems (value 300 g.p.), a copper mirror (200 g.p.), and a
large gold hair pin with a 500 g.p. pearl (800 g.p. value). Under
the furs on the bed is a sleeping giantess (HP. 29) who will
awaken on a 1 in 4 or if a loud noise occurs in the room. The
chest contains 980 c.p., 320 sp., and 1,500 g.p.

3. DORMITORY: Here 12 young giants (H.P.: 26, 24, 3 x 21, 18 x
17, 2 x 16, 14, 13) are rollicking, and beefy smacks, shouts,
laughter, etc. are easily heard. All these creatures have
weapons and will fight as ogres. (Note that noise from here will
be regarded as the "kids" having fun ...) There is no treasure,
but by wearing the young giants garb, with suitable padding,
the party could pass as the youngsters if not seen closer than
20'.

4. BARRACKS: 2 soundly sleeping giants (H.P.: 39, 38) can be
heard snoring among the 10 beds and 10 chests in this room.
There are items of clothing hanging from walls and a couple of
torches are smouldering in wall cressets. No treasure is in the
room, save a small pouch in the first chest searched, which will
contain 1 1 0 p.p.

5. MAIDS' CHAMBER: 4 giantesses are in this room (H.P.: 34, 27,
24, 23), and there are the usual furnishings about the place.
Only the nasty old matron (the strongest of the 4) is inclined to
fight, but she dominates the others. If the matron is slain the 3



others will not fight, and will even co-operate with the party by
describing rooms 8., 9., and 10. (the chief's sanctums) and
telling how to get there safely if they are allowed to have the
matron's hoard of treasure. In an iron chest under the maton's
bed are 3 bracelets worth 2,000—8,000 g.p. each, 3,000 g.p. and
4 potions (extra-healing, hill giant control, healing, poison).
Note that the maids do not particularly want the potions.

6. HALL OF THE CHIEF: Numerous interesting things fill this
place. There are 2 tables, 5 chairs, 2 stools, and rugs, hides,
and skins on the floors and walls. The tables have pottery
flagons and platters on them, and pots and kegs are all about
the place. There are trophies on the walls: heads (dwarven,
human, and various animals and monsters), skulls, skins, and
some arms and armor. Directly across from the fireplace are 8
shields, one of which is +3 magical (but only a detect magic spell
will reveal it as such). There is a brass jar on the mantle of the
fireplace, but it has no value. A skull there is also valueless, but
inside is a large gem worth 2,000 g.p. — one of the kids was
playing with it and stuffed it inside the skull and it has been
forgotten.

7. CHAMBER OF THE CHIEF'S WIFE: She is at 1 1 . , but the room
has her pet cave bear (H.P.: 35) which acts as a guard and will
immediately attack any intruder, for it can smell the person at
the door. The bear makes no noise. There is a bed, small table,
chair, stool, 2 chests, a coffer, and rugs, hides and the like in
the chamber. The chests contain only clothing, as she wears
her jewelry, but hidden in the straw mattress is a leather pouch
with 29 gems in it: 1 5,000 g.p., 3 1,000 g.p., 4 500 g.p., 8 100 g.p.,
5 50 g.p., and 8 10 g.p. value.

8. CHIEF'S CHAMBER: This room is hung with rugs and skins
and there are hides on the floor. There is a bed, 2 chairs, a small
table with a tun of cheap wine on it, an old shield and some of
the chief's weapons (in the corner), a chest with his clothing,
and other clothing hanging on pegs. A thick chain (for his cave
bear) is set into one wall. Nothing of value is in the place.

9. ARMS ROOM: This is the location of the better trophies and
personal armor, shields, and arms of the chief. There are also 4
huge fur capes. Although there is no real value to most of the
items herein, there are 5 javelins of lightning wrapped in an old
rag which is stuffed under a cloak thrown into a far corner and
shielded from sight by 3 spears and a club leaned against the
wall in front of it. Of the other dozen or two items in the place,
only one of the capes, a giant otter fur (2,000 g.p. value), has
any worth to the party.

10. SMALL DINING ROOM: This room is also used for the
council meetings of the chief. It contains a long table, a great
chair, a lesser chair, and 6 stools. There are several shelves, a
smaller table and chair, and some miscellaneous items (a mug,
some paper scraps, and old knife, a rock paperweight, etc.).
There are hides on the walls and floor. The secret door to 10A.
is merely a hidden door concealed behind a manticore hide
hung on the wall. A rough skin map of the area, showing past
and planned raids, hangs on the wall opposite the fireplace.

10A. Several scroll tubes are concealed in this room, under a
stack of logs in the alcove to the northwest. Only one
tube has anything in it, this one being sealed and
marked with a triangle containing a Y. Inside is a set of
instructions on the next raid, written in giantish, and
signed "Eclavdra". Also in the tube are the plans for the
Steading, but this plan does not show the lower level.
Note that the steps lead to the secret area of the
dungeon level.

1 1 . LONG HALL: This 80' long passageway is dim, shadowy, and
generally deserted and ignored, for all of the feasting and fun is
beyond in the Great Hall. A few torches burn smokily along
either wall.

GREAT HALL: This place contains trestle tables, benches,
stools, etc. To the north of the fire pit (where a whole ox, 2
sheep, and 4 pigs roast) is a higher table where the chief, his
wife, the cloud giant, the sub-chief and the 3 stone giants are
seated. On the wall directly behind the chief is a small ballista
which he uses as a crossbow (30" range, fires 1/round, 2-18
vs. man-sized, 4-24 vs. larger creatures). It fires spears, and
there are 6 there. Barrels and kegs of ale, beer, and mead
stand here and there. All of the tables are full of various sorts
of meat, cheese, bread, and drinking containers (horns,
mugs, cups, etc.). There is singing, talking, laughing,
shouting, arguing, wrestling, joking, and the like going on, so
the place is a veritable din of noise. The following creatures
are in the hall:

Chief Nosnra & wife:

Sub-chief:
Cloud giant:

3 Stone giants:
22 Hill giants:

8 Ogres:
Cave bear:

H.P.: 65, 41 (he fights as a frost
giant, she as a male hill giant)
H.P.: 49
H.P.: 63
H.P.: 51, 48, 43
H.P.: 44, 3 x 40, 39, 5 x 38, 5 x 37,
3 x 36, 33, 30, 2 x 27
H.P.: 31, 29, 3 x 28, 27, 26, 20
(beneath chief's table) H.P.: 43

Each giant wears 1 to 4 pieces of jewelry worth 200—1,200
g.p. each. Ogres wear but half that amount worth 200-800 g.p.
each. The sub-chief will have 4 pieces. The chief and his wife
also wear 4 pieces of jewelry, each worth 1,000-8,000 g.p. The
chief's pet bear has a jewel studded collar with 6 rubies worth
1,000 g.p.

Note that various servants and orc slaves will be entering the
Great Hall from the west.

12. ARSENAL ROOM: There are 30 helmets, 26 shields, 22
spears, 9 clubs, and 3 great axes around the place. None of
these are of use to the party.

13. WEAPONS ROOM: Spears, shields, clubs, and axes are
abundant here — no fewer than 12 of each, all sized for giants,
of course. There are 4 great swords (two-handed with respect
to man-sized creatures), 2 huge iron maces, and a sheaf of 6'
long spears the giants use for javelins. All shields are against
the walls, and behind the 7th one checked will be found a
magic war hammer +2. One other hammer is out of sight in a
corner, and it is seen by close inspection. This weapon has a
magic mouth spell placed on it to speak to a dwarf: "Here's a
kiss for you, runt!" so until it has spoken it will radiate magic
very strongly.

14. MAIN GUEST CHAMBER: The cloud giant and the 3 stone
giants (now at 11. ) are lodged here. There are 6 beds, 4 chairs,
4 stools, 7 chests, and two tables in the room. Various skins
and hides cover the floors, several hang on the walls, and
there are giant garments on several pegs. All found are
worthless, as are the contents of all chests and the 4 bags
tucked under the beds. One torch burns smokily at the west
end of the room in a wall sconce; at the other end is what
appears to be an unlit torch, but it is actually a giant slaying
sword belonging to the cloud giant, and if it is touched the
special illusion is dispelled. Note that the sword is unique,
with 14 intelligence, 8 ego, and speaking hill, stone, and frost
giant languages in addition to the common tongue and the
language of Neutral Good (which alignment the weapon is). It
detects enemies, but the sword has no other powers. It is +2 in
general and +4 versus any sort of giant (scoring that plus in
damage, of course).

15. COMMON ROOM: The place has 10 cots, 10 boxes, 4 stools, 1
table, 2 benches, and various odds and ends—all of which are
of absolutely no value.



16. COMMON ROOM: This place is almost identical to 15. above,
with a few cloaks, some hides on the floors and walls, etc. A
small chest on a stool in the northeast corner of the room
contains some dwarven and elven ears, and one of them has
an earring in it with a 100 g.p. gem.

17. KITCHEN: This is a typical giant kitchen with counters along
the walls, several tables, benches, a stool or two, and various
items for cooking and baking (pots, kettles, bowls, knives,
forks, spoons, ladles, spits, and so forth). There are 29 orc
slaves about the place who will run away from any strong-
looking party. The 5 giantess serving maids and 1 1 young
ogre servants will also run, but they will call for help. (Assume
all creatures herein have absolutely average hit points, the
ogres having but 12 due to their age.) There is nothing of
value. (See 18. below for further details of the items about the
place.)

18. KITCHEN WORKROOM: This is also a ready storage area
and eating place for servants. There are 3 tables, a long
counter, stools, benches, and kitchen gear about. There are
numerous sacks, boxes, and barrels containing flour, dried
meat, dried fruit, honey, etc. Various cheeses, smoked meats,
and sausages hang from the rafters. There are several casks
and tuns of ale, beer, mead, and wine. Loaves of bread are
stacked on one table.

18A. This is a storage room with more provisions as above, as
well as the stairs leading to the lower level.

19. SERVANTS' QUARTERS: This large common room has
various sizes of cots, tables, chairs, stools, and the like. It is
cluttered with old clothing and junk. In it are 6 giantess maids
(non-combatants) and a "handsome" giant warrior (H.P.: 43)
who will immediately do battle in order to show off for his
admirers. He will not raise a cry for help unless brought to
50% or less of his hit point strength. On the round this
happens, he will raise help by shouting with a 60% chance
each round of being heard. (This giant is the dire wolf
keeper—see 22.—and he has a whip hanging beside the door
to the east. The whip need only be shown to the wolves to
make them cower and fall back.)

20. ORC SLAVE QUARTERS: This hall is a messy and smelly
place filled with pallets and junk. All but 2 of the slaves are
working elsewhere, the 2 in this place being too injured (since
giant kicks break bones) to labor. They will happily aid a party

which will spare their lives and set them free. These orcs know
about the rebellion in the dungeons, and they will tell the
party that any orcs they see there should be hailed as friends.
Otherwise, they know only the kitchen area and the Great
Hall.

21 . OGRE QUARTERS: The hill giants employ ogres for scouts,
messengers, servants, and the like, for the ogres are trusty
flunkies as well as hard workers and fighters. In addition to
those in the Great Hall and the young at work in the kitchen
area, there are 5 of them here (H.P.: 26, 23, 18, 16, 15) playing
at knucklebones and drinking small beer. Amidst the heaps of
skins on which they sleep (there are 22 such heaps) is hidden
a leather sack (heap 15) containing a potion of storm giant
strength and a delusion potion. Locked in a great iron chest
with the key held by the strongest ogre (now at 11. ) are 955
s.p., 705 g.p., and 79 p.p. The strongest ogre in the room
wears a 1,000 g.p. gem on a thong around his neck. The
creatures have 381 c.p. as stakes for which they are playing.
Noise from this place will attract no attention whatsoever.

22. OPEN COMPOUND: 14 dire wolves run free here (H.P.: 25, 23
22, 2 x 10, 19, 3 x 18, 2 x 17, 15, 13, 12), and they will
immediately attack any non-giant or non-ogre entering their
area. Note that if they see the whip (room 19.), however, they
cower and make no sound, but otherwise they howl and bite!

23. GUARD ROOM: There is a huge horn to wind to call the dire
wolves. It rests upon the small table in the center of the room.
There are 8 stools and 2 benches along the walls. A sheaf of 18
spears is by the door. A line of 7 giant-sized shields and 4
clubs stands along the south wall. No creatures are in the
room.

24. BARRACKS ROOM: This room contains 10 beds, 10 chests,
10 stools, 2 tables, 1 bench, and miscellaneous junk. There
are a few hides on floors and walls. Several broken weapons
and dented helmets are strewn about. The place is deserted.

25. BARRACKS ROOM: Identical in contents to 24 above.

A. This alcove off the barracks belongs to the sergeant of the
guards who is now away feasting. There are 3 chests in his
area, all filled with clothing and equipment for the troops
and himself. A sack on the wall holds giant-sized boots,
and one at the bottom holds 1,300 g.p. and 8 100 g.p. value
gems. Another sack under his cot has nothing but old
helmets in it.



KEY TO THE DUNGEON LEVEL
Note Regarding the Dungeon: It will be evident from merely
descending the stairs and observing the walls that the masonry
work is quite good, certainly superior to orcish work, except in a
few places. The observant party will note that most of the
stonework is old, even that which bears recent chisel marks or is
patched with new mortar and shored up with newly hewn stone.
Passageway ceilings are arched and buttressed every 10', with the
peak of the arch about 17' overhead. Ceiling height in most
smallish rooms in the dungeon is 20' or so, again arched and
buttressed. In the large rooms and chambers the ceilings are 30'
high. The overhead in the natural cavern area (19-21.) is of
varying height, passages about 10', and large areas about 20' or
more. The roof of cavern 23. is about 40' high. All natural cave
areas have stalagmites.

Wandering Monsters:
All Non-Natural Areas: Encounter 1 in 12

1 . 4 ogres (H.P.: 23, 22, 20, 27) seeking some orcs
2. The Keeper (see 2. below) and his pet out inspecting
3. 12 orcs (H.P.: 9, 8, 7 x 7, 6, 5, 4) with 2 heavy crossbows (2

poisoned bolts—see "B" below) out raiding for food
Other Areas: Encounter 1 in 20

In 19.-20.: 1-4 Subterranean lizards (from 21. below)
In 21: 1-3 carrion crawlers coming up from the sink holes

Rooms and Areas:
"B": Boulder wall and orcish strong point (see 19).
"G": Posts for rebel orc guards.
"W": Watch points for bugbear guards.

1 . MARSHALLING AREA: This room is primarily meant as
the place where slaves are rounded up and sent about
their tasks under guard. It is also used for the revels of the
other dungeon crew when off duty. There are a few
smoky torches burning along the walls. The benches
and tables are pushed out of the way against the walls,
revealing a floor of blackish stone, much worn by the
tread of countless feet.

2. CHAMBER OF THE KEEPER: The Keeper is a ghastly hill
giant, hunchbacked, twisted, and with but one good eye.
He is throughly wicked and evil, strong (H.P.: 49), and
remorseless. He is never without one of his 2 pet
carnivorous apes (H.P.: 29, 26), and both are in his lair,
one guarding to the north of the door, the other on a
platform built above it! The Keeper has a chain shirt which
makes him AC 3, and he fights with a battle axe +3 (+3 to
hit, +3 hit points of damage). His room has many skins on
the floor, a bed, table, chair, 2 boxes, several crates and
barrels, 1 chest, and odds and ends of armor, weapons,
furniture, tableware, and so forth. None has any value. A
loose stone in the floor hides his treasure: 5,400 g.p., 5 500
g.p. gems, 4 100 g.p. gems, and a large earthenware jug
which holds 4 potions of water breathing.

3. CELL BLOCK: In the outer guard room are 2 bugbear
guards (H.P.: 17, 14) armed with morningstars. If not
engaged immediately, they will raise an alarm by striking
a large brass gong near the door. If they are prevented
from doing this, and are faced by an obviously superior
enemy, they will direct the opponents to cell iv. (see
below), and when the party is occupied the bugbears will
smite the alarm and flee. The room contains a table, 2
stools, torches, and keys to cells i, ii, iii, and v.
In the cells are:

i. 1 human prisoner, a merchant, now quite insane.

ii. 1 human prisoner, an engineer, kept alive to help with
the excavation of new areas of the dungeon. He
cannot aid his rescuers, but he will take service.

iii. An elf fighter/magic-user (5/8 levels but no spells and
wounded from torture — 31 hit points now 14) chained
to the wall. He has 17 strength, 17 intelligence, 14
wisdom, 16 dexterity, 15 constitution, and 11
charisma. He will serve with any character of good
alignment for 1 year after rescue without pay in
gratitude for his freedom.

iv. TRAP: 3 skeletons, each wearing a brass ring with a
glass gem. The bugbear guards will claim that they
have been instructed to keep these skeletons safe, as
there is something magical about them. They have no
key to the cell to back up their tale, but the lock can be
forced with ease. As soon as the cell door is opened,
the 3 skeletons spring to attack with swords previous-
ly covered from view by dust and dirt. Each skeleton
takes 8 HP.

v. Large cell with 5 captured orc rebels. 3 others of their
number have already been tortured to death and
eaten, so they will be very willing to help any creature
promising them escape from the toils of the giants.
These orcs will lead the party to 19. if they wish, and
will see them safely past the guards behind "B" if they
can handle the bugbear at "W" to the west of that place.

4.-8. BUGBEAR QUARTERS COMPLEX: Each of these areas
will have a few torches and braziers burning. There will be
a few hides and skins on the walls and floors, straw and
similar litter mounded for bedding, a few stools and small
crates, boxes, and the like for (worthless) personal
belongings, and tables with scraps of food and odds and
ends of eating utensils upon them.

4.12 bugbears at ready (H.P.: 20, 4 x 15, 6 x 14). Each
has a spear and morningstar, the former for hurling.
They have 2-8 g.p. each.

5. 12 bugbears asleep. These monsters are identical in all
respects to those described in 4. above.

6. 12 bugbears as in 5. above.

7. Chamber of the bugbear captain: 5 bugbears (H.P.:
24, 4 x 19), the captain and 4 lieutenants, are sitting
around a crude table drinking ale and discussing a
plan to wipe out the orcs in area 19. The captain attacks
as an ogre and is equal to AC 4, doing +2 on damage
and having a +1 chance to hit. All these bugbears have
bastard swords. The lieutenants have 20-80 g.p. each.
The captain has that plus 31 10 g.p. gems, the latter
hidden in a pouch under his armor.

8. 6 bugbear guards: These alert fellows are readying for
an attack. One always is at the south exit watching "B"
to the east. They are armed with hand axes and
morningstars (HP.: 21, 3 x 17, 16, 13).

9.-11. SLAVES' QUARTERS (GOOD BEHAVIOR AREA): These
areas have a few smoky torches on the walls and moldy
straw strewn on the floor. Some benches are built into the
walls. Each door is barred from the outside with a heavy
iron rod.
9. 24 unarmed orc slaves, very poor morale.

10. 30 unarmed orc slaves, very poor morale.
11. 24 unarmed orc slaves, very poor morale.

12.-14. SLAVES QUARTERS (UNRULY): Note positions "W" have
1 bugbear (H.P.: 16) each hand axe and morningstar
armed, constantly alert and watching. Each area is
secured by a barred gate through which the bugbears can
see. Each set of bars is secured by lock and chain as well
as bolt. The chambers are unlit, have only scanty straw,
and are quite noisome with orc odor.



12. 48 unarmed orc laborers, fair morale.

13. 24 unarmed orc laborers, fair morale.

14. 16 unarmed orc laborers, highly anxious to attack
their captors, good morale.

15. TORTURE CHAMBER: This large area contains various
implements for torturing prisoners large and small. There
are an iron maiden, 2 racks, thumbscrews, iron boots,
chains, whips, branding irons, strappadoes, etc. A fire put in
the center of the room gives it all a hellish light. There are 2
dozing hill giants (HP.: 39, 36) behind the large rack to the
north, one with a gold chain set with a fire opal (2,000 g.p.
as jewelry, 1,300 if damaged).

16. ARMORY AND SMITHY: Here are stacks of giant arms
and armor, being repaired or fabricated. In the area first
entered are 19 pike-sized spears, 41 6' spears, 16 battle
axes, 9 two-handed swords, and other weapons and
armor usable only by giants. A bit further on are some
helmets balanced on shields and propped up by 6 each
war hammers and maces, and if these are touched the
whole will fall with a clatter to warn the Armorer and Smith
of trouble. These two are fire giants (H.P.: 57, 50) who will
immediately raise a shout and come to fight. They are by
the forges and bellows in the eastern section of the area.
There are 7 dwarves chained there, forced to labor
making weapons. Six of the latter are useless to the party,
being intent only on immediate escape, but one is an 8th
level fighter (18/29 strength, 8 intelligence, 11 wisdom,
10 dexterity, 17 constitution, 6 charisma; 70 hit points)
who will serve with the party as long as he gets a treasure
share equal to his level and a chance to fight giants. The
fire giants each have a sack filled with 4,000 g.p.

17. Passage to 17A., blocked by stones: Orcs have piled
finished and rough stones before the door to close it. The
wooden door itself is bound with moldering bands of
bronze, and a heavy bronze bolt secures it. The corridor is
disused, dusty, and reeks disgustingly.

17A. WEIRD ABANDONED TEMPLE: This room is of
faintly glowing purplish green stone, carved with
disturbing shapes and signs which seem to stare out
from the walls and columns, to shift position when
the watcher's back is turned. Touching the walls
makes one chilled, and contact with a pillar causes
the one touching it to become nauseous. At the far
west end of the temple is an altar of pale, yellow-
gray translucent stone. It feels greasy to the touch,
but it has no effects upon those who touch it. Behind
this altar is a flight of low, uneven steps which lead
to an alcove with a concave back wall of purplish-
black, glassy appearing substance. If any creature
stands before this wall and gazes upon it for one
round, a writhing amorphous form of sickly mauves
and violets will be seen stretching its formless
members towards the viewer. This sight causes the
creature seeing it to have a 50% chance of becoming
insane. If the creature does not go insane, a touch
upon the curving will cause a scarab of insanity to
appear upon the altar for the first one so doing, and
a 5,000 g.p. gem for the next.

18. VESTRY (?): The visible walls of this place bear faint
traces of disgusting murals and bas-relief depictions of
nasty things. A flight of ridged, step-like stones slants
steeply downwards toward the south, but this way is
completely blocked by tons of stone blocks and rubble.

19. NATURAL CAVERN: This place is part of the large area of
natural caves and caverns which the ancient builders of
the dungeon came upon. It is now inhabited by 78
escaped orc slaves, rebels against the hill giants, for
whom the place is a sanctuary. (See "G" above.) The orcs
are armed with clubs, axes daggers, and various cast-off

weapons, although there are 7 crossbows amongst them.
There are 3 leader-types (11, 10, 9 hit points, fighting as
gnolls, and doing +1 damage), 1 2 guards with great
strength (8 hit points each), and 63 others with 5 hit
points. They obtain food from raids, supplemented by
fungus found in a subterranean cave which is entered
through the sink hole in the southwest of the cavern. They
have an uneasy truce with the troglodytes (see 20,
hereafter), and trade food to these creatures for water.
The total of the orcs' treasure is 45 g.p., 23 s.p., and 119
g.p. if approached in a non-hostile manner they will
become agreeable if fighting against bugbears and/or
giants is mentioned.

20. TROGLODYTE CAVERN: A small tribe of trogs' are
forced to dwell there. There are 20 males (H.P.: 45, 2 x 14, 2
x 13, 12, 6 x 10, 9, 5 x 8, 7, 6), 13 females (13, 3 x 1 1 , 10, 9, 8,
2 x 7, 6, 2 x 5, 4), and 7 young (all 2 hit points each). Being
trapped between the orcs at 19 and the lizards at 21 they
are trying to make do until they can escape. The leader
has 4 500 g.p. gems, and there are 7 100 g.p. and 2 50 g.p.
gems amongst the other males. They are regarded as holy
things by the trogs, and any creature touching the gems
will be savagely attacked.

21 . LIZARDS' LAIR: A mated pair of exceptionally old and
large subterranean lizards (H.P.: 47, 40) have chosen
this spot to raise their 4 young (H.P.: 25, 22, 20, 19). These
reptiles occasionally dart forth on forays to hunt and
devour troglodytes or orcs, but their main hunting ground
is the series of caves beneath their own, the entrance to
which is through the sink hole at the east edge of their lair.
(The lizards feed upon the fungus and the fungus eaters.)
They are without treasure.

22. PARTIALLY CLEARED PASSAGE TO CISTERN: The
well-like chamber at the end of the broad passage is filled
with a deep pool of water. This dark liquid is cool and
wholesome to drink, and nothing dwells in it. It is an
emergency water supply fed from several spouting
springs which come through holes in the wall to the west.
The pool is 14' deep, and at the bottom is a small outlet
(large enough for a man to pass through) of finished
stone, obviously man-made if anyone is there to see it.
This outlet gives a slanting, upwards access to the stream
which flows through cavern 23. Any creature going down
the stream will come out about a mile below the Steading
in a small pond.

23. CAVERN OF THE CARRION CRAWLERS: All carrion
crawlers in the whole complex of caves and caverns come
to this area from time to time to breed. Over the years a
litter of bones has built up from the prey these creatures
have dragged here to devour at leisure. All sorts of bones,
human and otherwise, are heaped and piled here and
there. Seldom does any other sort of creature venture into
the place, for any that do usually end up by adding their
bones to the litter. There are 2 crawlers (H.P.: 19, 16) in the
northeast finger of the cavern. Every turn there is a 30%
chance that 1-3 more of these monsters will appear (dice
for hit points) from the north or south along the stream or
by one of the sink holes. There is treasure in the place, but
it will take 3 persons to search a 10' x 10' square area in 1
turn. Each area thoroughly checked might discover some
treasure, but each such area may be searched but once.
Use the following table to determine what is found.



Die Roll Result

01-25
26-35
36-45
46-55
56-65
66-70
71-75
76-82
83-87
88-91

92
93
94

95-97
98-00

no treasure
1-100 c.p.
1-100 s.p.
1-100 e.p.
1-100 g.p.
1-20 p.p.
1-8 gems
1 piece of jewelry
1 potion
1 scroll
1 ring
1 wand (or rod or staff)
1 miscellaneous magic item
1 sword or misc. weapon
1 armor and/or shield

24. STORAGE ROOM: (This area will house any ogres
surviving from a burning of the upper level if applicable.)
The chamber is filled with scattered tools for digging and
stone masonry. There are shovels, pickaxes, hammers,
drills, chisels, baskets, and so forth, many sized for giants,
others for smaller creatures. The door to the north is
locked with a huge padlock.

25. WINE CELLAR: The door to this room is also padlocked.
In addition to several large casks, 1 1 big barrels, and
some various kegs, there are 13 tuns (5 gallon) of
exceptional wine stored here. Each has a bung seal with a
blob of black wax impressed with a death's head. If the
wine is tasted it is 75% probable that the taster will
continue to quaff it until in a drunken stupor. (One quart
will make a giant reel, while a gill will make a human tipsy.
It is the property of the creatures masterminding the
attacks by the giants, a gift to the chief for his good
services, but the party can at best guess at this fact. The
wine is black, has a slightly earthy smell, and tastes like no
other such drink.) It has a market value of from 200 to 800
g.p. per quart.

26. GALLERY UNDER CLEARANCE: (Note that here, and at
27., will be the location of giants surviving a burning of the
upper level of the Steading.) The north face of this area is
being cleared, and a few tools are in that area. The place is
otherwise unremarkable and empty.

27. CHAMBER UNDER CLEARANCE: Another unlit and
unremarkable place with a few tools left laying around.

28. QUARTERS FOR STONE GIANT MINERS: 3 stone giants
(H.P.: 47, 44, 39) who are subordinates of the leader in the
Great Hall above make this their abode. There are piles of
skins about, 5 cots, several stools, 2 tables, and several
chests and sacks containing personal gear. These
monsters are the master miners and engineers for all work
in the dungeon. There are 14,230 g.p. in the third chest
opened.

29. EMPTY CHAMBER: At first glance the whole place will
appear to be unused, but there will be a faint glint of light
from the far wall (western). Was that the gleam of light
reflected from a gem? Entering to see what the glitter was
will reveal a pile of coffers, one tipped so as to spill its
contents of (phony) gems and jewelry. The dotted area to
the east shows the spot where thick iron bars will drop to
trap intruders. (See 30. and 32.)

30. PRISON: This area holds 4 insane manticores (H.P.: 51,
48, 45, 40). These monsters are caged here by Nosnra to
guard his treasure. They are fed kitchen garbage dumped
down a chute from above, and the manticores are wild
with rage at their captivity. They will insanely attack any
creature if the opportunity presents itself. The dotted
areas to the north show where bars are (the south line)
and where others will drop (the north line) after the
monsters enter chamber 29. The bars which hold them

prisoned are thick, and close set, so the manticores
cannot fire their tail spikes through the gaps; but those
bars which are to the north are not so closely set. (See 32.)

31. MINOR TREASURE ROOM: This place is the storage area
for the excess coinage of the chief. There are 7 chests and
some empty boxes. The chests contain:
1 . 13,000 c.p.
2. 27,300 s.p.—scything blade trap which inflicts 2-12 h.p.

damage, chopping off a member on a score of 20.
3. 7,140 e.p. and a poison potion.
4. 27 copper ingots each worth 400 c.p.
5. empty.
6. 1 1 ivory tusks worth 1,000 g.p. each
7. 980 gems of 1 g.p. value each—poison needle trap in

lock, another in (empty) false bottom.

32. SECRET ROOM: This hidey-hole is provided with spy
holes for the chief so he can look out upon areas 1 . or 29.
(There are also spy holes at about 5' height which the hill
giant has never noticed.) There are three levers on the
west wall of the room; each raises and lowers one of the
sets of bars which are described at 29. and 30.

33. THE CHIEF'S TREASURE ROOM: The hidden pit with a
snapclosed trap door cover has 4 iron spikes set into the
floor 10' below, and each is poisoned. There is a 50%
chance to fall into the pit, each person passing over the
area checking—a second line having but a 25% chance of
falling in if persons in a leading row drop into the trap. The
room has various items which will immediately be
noticed:

Large Chest: 23,840 g.p.
Iron Box: locked, 4,139 p.p.
Small Coffer: 41 100 g.p. gems, 13 500 g.p. gems, and

8 1,000 g.p. gems.
Small Coffer: 17 pieces of 500 g.p. jewelry (no gems)

In addition, there are 3 empty and broken boxes, and in
the southeast corner what appears to be a broken barrel.
The latter is an illusion, for it is actually a well-made and
water tight cask which contains a map showing the
GLACIAL RIFT OF THE FROST GIANT JARL and an
obsidian box. In the latter is a chain of weird black metal
and instructions written in hill giant on a sheet of human
skin. The instructions show that the chain is a magical
device which is to be looped into a figure 8. Thus shaped,
it will transport up to 6 persons in each circle of the figure
8 to the Glacial Rift if one of their number holds the map. It
will appear that a large growth of YELLOW MOLD covers
the southwest corner of the room, but this is another
illusion hiding the following items hung upon the wall: a
quiver of 11 magic arrows +2, a magic spear +3, and 2
flaming swords (#1: Chaotic alignment of either good or
neutral, intelligence 10, ego 12, detects gems, including
kind and number, communicates by empathy; #2: Neutral
alignment, either good or lawful, 6 intelligence).

THIS ENDS THE EXPEDITION TO THE STEADING



The Glacial Rift of the Frost Giant Jarl

Background: Some dozens of leagues to the north and west of the
STEADING OF THE HILL GIANT CHIEF amidst the tallest
mountain peaks, is the stronghold of Grugnur, Lord of Frost
Giants. As frost giants have been amongst those who have been in
the reaving bands, the party is to deal with them as the hill giants
have been dealt with. Death and destruction are to be meted out to
the frost giants in the same measure they gave to the peoples
below. Those members of the party who have participated in the
raid upon the STEADING will know that their most important
mission, however, is to garner intelligence as to what or who is
behind the unholy alliance of hill, stone, frost, and possibly other
types of giants as well. Any such information gained is to be
delivered by the fastest means to the nobles sponsoring the
expedition, while the party is to follow up clues in order to
prosecute offenders. Any treasure taken is to be kept by the party;
this is their reward for the perils they must face—and they are
bound to face many in the weird ice caves and rocky caverns of
the Jarl. The evil root is deeply grown here, far worse than among
the hill giants.

Start: It is assumed that the party has either followed a map
obtained at the Steading, or used the magical chain found there,
to arrive in the neighborhood of the Glacial Rift. If they spend a
few hours searching the area, they will discover a hidden cave in
which they can safely hide themselves, their mounts, equipment,
and even treasure if they take minimum precautions with respect
to keeping their hiding place secret, i.e. do not lead pursuers to
the spot, make undue noise there, etc. In any event, the same
search will also reveal the Rift. The thick arrow indicates the
beaten path which the giants follow to enter the place. There are
two icy ledges along either face of the Rift. Both slope slightly
downward, with occasional high steps which combine to make
the paths progress from 250' above the bottom of the Rift at their
beginnings to about 150' above at their far ends to the south. The
two paths are indicated by slender arrows. The dark outline is the
Rift, and the openings along it are the entrances to the caves and
tunnels in its face. Caves and caverns will be from 25' to 45' high,
tunnels and passages will be from 20' to 30' ceiling height. The
party may travel on the surface of the glacier—mountain (over the
caves shown) to circumvent the whole Rift if they so desire. Ropes
can be lowered to gain the ledges below—from 50' to about 150'
depending on position. As the rim and the ledges are covered by
ice and snow, each turn that the party is moving along them a die
is to be rolled; 1 in 6 indicates a member of the party has slipped
an fallen, and there is then a 3 in 6 chance that the character
falling will continue to slip and slide over the edge. If the party is
roped together, when 1 member slips over the edge, the next must
be rolled for with a 2 in 6 chance of following. If more than half of
the party goes over the edge, all fall. Each member falling to the
bottom of the Rift takes 1 six-sided die of damage for every 10'
falling distance, 10 dice maximum due to the cushioning effects
of snow drifts.

The whole place is windy and very cold. Visibility atop the Rift is
about 150'. The wind at the bottom of the Rift is worse still, and
visibility there is only 30'. The floor of the Rift is a maze of snow
and ice hillocks and mounds, with peaks of ice and rock thrusting
up here and there like fangs. Movement through this howling
maze of cold is reduced to 50% of normal. Due to wind force and
eddying currents, levitation or flying there will cause movement in
a random direction equal to one-half the distance flown or
levitated. (Use d8 to determine direction, 1=north, 2=northeast,
3=east, etc.)

The map the party has shows only the entrance to the Rift, and
they have no idea as to which path they should follow or what they
will encounter (other than the certainty of frost giants). Other
than a few traces of giant footprints, the ice and wind-driven snow
hide all traces of who or what use the ledges to gain access to the
caves. The party must learn for themselves what lies in store.

If the party decides to retire between forays into the Rift, they may
use their hidden cave as a base if they have seen to its
provisioning. Of course, magic-users must have their spell books
in order to regain spells used. When the party does retire to rest
and recuperate, experience points should be awarded for
treasure taken out and monsters slain.

Notes for the Dungeon Master

There is considerable information contained herein which is
descriptive and informative with respect to what the players see
and do. Note that this does not mean that you, the Dungeon
Master, must surrender your creativity and become a mere script
reader. You must supply considerable amounts of additional
material. You will have to make up certain details of areas. There
will be actions which are not allowed for here, and you will have to
judge whether or not you will permit them. Finally, you can amend
and alter monsters and treasures as you see fit, hopefully within
the parameters of this module, and with an eye towards the
whole, but to suit your particular players. Morale checks for the
giants should not normally be made.

If time permits, the giants will organize traps, ambushes, and last
ditch defenses against continuing forays into their stronghold.
You must work up such cases and plans according to existing
circumstances, but assuming clever advice to the giants.

If you plan to continue this campaign by using the other modules
in the series, be certain to keep track of the fate of important
giants and their allies or captives. The former will generally flee to
the next higher ranking stronghold, and the latter will be available
for assistance to some parties. This assumes survival, of course,
as well as opportunity. Some provision for movement of surviving
giants is shown, but you will have to modify or augment these
groups according to the outcome of previous adventuring by your
party. This principle will also hold true with regard to any
additional scenarios which you use if they concern any of the
creatures connected with this series. Such continuity of en-
counters will certainly tend to make the adventures of the party
more meaningful and exciting.

Upper Areas (Caves and Rift Floor): The northern section of caves
and caverns is basically formed from ice, with a few areas of rock
here and there. In these areas a faint greenish light will make
torches or similar lights unnecessary. Fireballs used in such areas
will make the footing within the area of effect very slippery (slip
and fall 2 in 6 per 10' moved). For from 2 to 5 turns after such
magical fire is used, the area will also be filled with a thick fog
which will reduce visibility to 5'. Boulders blocking movement
require 3 persons of normal strength to move them, success being
indicated by a 1 or 2, just as if a resisting door were being opened.
Characters with 18 strength can move these boulders alone, but a
1 or 2 on a six-sided die is required for success. If they are co-
operating with other party members to move them, then a 1 is
added to the probability of success for each 18 strength character
in the group attempting to move the boulder, i.e. if 2 of the 3 were
18 strength characters, the boulder is moved 4 in 6. If the party is
on the floor of the Rift and fleeing from pursuing monsters, any
change in direction by the party will entitle them to a die roll to
determine if the monsters continue to follow, with 1 or 2 on a six-
sided die indicating that pursuit continues, 3 through 6 meaning
that they have successfully eluded the monsters. This is allowed
due to the blizzard-like conditions in this area.



KEY TO THE UPPER AREAS
Wandering Monsters:
Encounter occurs 1 in 1 2 (d 12), checking each turn.
1 . 2-5 yeti
2. 1-3 frost giants
3. 4-16 ogres
4. 2-8 winter wolves

Note: Wandering monsters are assumed to be creatures not
shown on the matrices, and their appearance is simply chance,
although they can reinforce existing monsters in an area if
circumstances favor this action on their part.
Encounter Areas et al.:
b. "b" positions are large boulders.

1 . GUARDROOM ICE CAVERN: 4 frost giants (H.P.: 49, 47,
46, 44) lair in this place at all times to prevent any
unauthorized use of the south passage. If any combat is
going against them, one of their number will flee down this
passage to give the warning of intruders to the guards at 9.
and 10. There are 4 piles of hides, 4 giant sacks, and a pile
of rocks and ice chunks for hurling. The guards will
certainly hurl missiles if they are not immediately meleed.
Their treasure is at 6. See also 2 hereafter.

2. GUARDROOM ICE CAVE: 3 frost giants (H.P.: 50, 42, 41)
on standby guard. If they hear noise from area 1 . they will
rush there to help, or if they are attacked they will raise a
cry to bring the guards from 1 . to aid them. There are 4
piles of sleeping skins, and 2 bags in the cave. Under the
third pile of skins is a silver belt worth 1,600 g.p., one giant
wears a jeweled chain on his wrist (3,000 g.p. necklace),
and one sack holds 4,128 g.p. There is an ample supply of
boulders and ice blocks at hand for hurling at opponents.

3. EMPTY ICE CAVE: If loud noise is made herein, the
ceiling of ice and icicles will collapse, inflicting 3-30 hit
points of damage on each creature in the cave.

4. SMALL ICE CAVE: Den of 5 winter wolves—a male,
female, and 3 half-grown young (H.P.: 36, 31, 19, 18, 16). If
the young are molested, the parents will fight at twice
normal values. They have no treasure, although there is a
litter of bones and the like in the place.

5. ICE CAVERN: The giants have frozen 8 corpses of
mutilated victims, standing them upright in blocks of
transparent ice. Evidently these are meant to "frighten off"
any trespassers. The bodies are obviously hacked and
very dead, not merely frozen whole. Each of these corpses
has some valuable item with it in the ice: 1 ) is dwarven with
a battle axe +1, 2) is elven with a long case at its feet (cold
wand with 16 charges), 3) is human and wears a jeweled
belt (worth 7,000 g.p.), 4) is human and has a tube in its
hand (a scroll of protection from elementals), 5) is
dwarven and has a spilled pouch of (37 10 g.p. base value)
gems at its feet, 6) is human and wears a fire resistance
ring, 7) is half-elven and grasps a sack with a burst seam
showing silvery coins (471 s.p.), and 8) is a human in
gleaming armor (magic armor of vulnerability -2 but
appears as +2 until actually struck in combat). If a fireball
is used to melt the ice blocks, all magic and jewelry will be
destroyed. Lesser fires or chipping will cause melting or
vibrations which have a 10% per block cumulative chance
of causing the ceiling of ice and icicles to collapse and
inflict 6-60 hit points of damage on each creature beneath.

6. ICE PROVISION CAVE: There are various pieces of
frozen meat, some bales of cloth, piles of hides, and a few
odd boxes and barrels of foodstuffs here. The third barrel
moved will reveal a hole with 3,000 g.p., 4 1,000 g.p. base
value gems, and a cleric spell scroll with 1 cure serious
wounds on it inside a silver tube worth 300 g.p.

7. CAVERN: This natural rock cavern is covered with ice
formations, so that unless the party pays particular
attention, only the lack of the light which pervades the ice
caves will make this place different from earlier caves and
caverns. There are 4 (or more if ogres from the Steading

survived for they will also be here) big heaps of furry hides
near the southeastern end of the place. They cover 4
ogres (H.P.: 24, 22, 21, 19) who await audience with the
Jarl. Any noise will awaken them, and they will give the
alarm to 8. and attempt to give the party the slip and warn
the giants, too. Each ogre has from 100 to 400 g.p. and 1-4
100 g.p. base value gems.

8. SOUTH CAVERN: Ogre mercenaries serving Jarl
Grugnur dwell here. There are currently 12 ogres (H.P.:
30, 28, 27, 2 x 26, 24, 3 x 23, 2 x 22, 20) here. All fight
fiercely. Also in the place are 5 chests, 12 sacks, and 3
barrels, as well as many piles of the usual skins and hides
used for beds. Chest #2 contains an ear collection, and #4
holds 1,300 c.p., 2 , 1 1 1 s.p., 792 e.p., and 5,300 g.p. Sack
#9 contains 6 pieces of silver jewelry (100 to 600 g.p. value
each) and 8 pieces of gold jewelry (200 to 800 g.p. value
each). Barrel #1 contains skulls. Hidden under the 10th
pile of skins are 2 healing potions and a gold armband
with an inset ivory and amber bear (jewelry value 2,000
g.p. — damaged value 700 g.p.). The latter is a pass to the
Jarl.

9.-10. CAVERN GUARD COMPLEX: Giants here are always
alert. The position of each guard is shown by a circled
number. These guards will co-operate and attempt to set
up ambushes by the movement of those in area 9.
eastwards to 10. via the north passage, while those at 10.
move clockwise into area 9. to come into the rear of
attacking forces.
9. 4 frost giants (H.P.: 55, 52, 46, 44). Each has his

regular weapon plus 1 boulder at hand. There are
plenty of additional boulders piled near guard
positions one and four. These giants have no
treasure.

10. 4 frost giants (H.P.: 59, 50, 45, 40). Each wears an
armband exactly as described in 8. above. There are 8
bags piled into the corner at guard position eight,
each holding 200 to 1,200 g.p. There is also a rock
ledge at about 9' height which has a stone box on it;
inside this box are 6 more armbands and a pouch of
21 base 100 g.p. value gems. The stone box will not be
seen unless it is actively looked for by a creature within
5' able to view something that far off the ground.

1 1 . CAVE OF BONES: This place is the disposal area for
unwanted bodies and similar refuse which is tossed into
the place by the various giants in the upper area.
Although it certainly appears that there might be some
treasure scattered amongst all the bones, there are only a
few coins—1-6 each c.p., s.p., and g.p.—and some broken
weapons, pottery shards, and the like. It takes 1 turn to
search a 10' square area, and the toads from 12. below will
come into the place to look for expected food when they
hear noise. Roll each turn, giving a 1/6 greater chance per
turn, with a 1 in 6 probability on the first turn.

12. LOWER BONE CAVE: This place has many bones and
skulls littering it, and it is the lair of 5 ice toads (H.P.: 37,
31, 26, 22, 19). These creatures feed on the leavings in
area 1 1 . They have but one treasure, a naturally shaped
piece of reddish-purple amethyst (base value 5,000 g.p.)
which resembles a toad. They have it on a protuberance in
the middle of their cave, and it is worshipped by them as a
god. The toads rest on small ledges from 8' to 12' above
the cave floor, and they will hop down and savagely attack
anything which touches it.

13. ICE CAVERN: This place is the home of a band of yeti who
are scouts for the frost giants. 6 yeti are here (H.P.: 26, 25,
2 x 24, 23, 20) but have no treasure. The leader is at
location A:

A. Yeti leader (H.P.: 31) with a neutral magic sword (+3
frost longsword) with no special intelligence. The
leader fights with this weapon. He has a hoard of 1 1
ivory tusks (400 g.p. weight, 800 g.p. value each) under
a mound of snow.
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14. MISTY ICE CAVE: Escaping hot air from somewhere
beneath filters into this place, making it full of damp, cold
fog. The stuff cuts visibility to 3', and the floor is very
slippery (with a 2 in 6 chance of falling). Check to see if
the fall causes the fumbling and dropping of whatever the
party has in hand. Dropped items (which are not too
large) have a 1 in 4 chance of falling into a crack in the
floor and dropping somewhere into the bowels of the
earth, to be forever lost.

15. ICE CAVE: This is the den of 2 snow leopards (H.P.: 24,
19) which are the "hunting dogs" and pets of the yeti in
area 13. These creatures lair on a ledge above the floor of
the cave, and they will always attack intruders by surprise
(1-3) or complete surprise (4-6). They have no treasure.

16.-19. BARRACKS CAVERN COMPLEX: This area houses the
band of frost giants currently readying for a raid into the
lands of mankind and his associates. Each of the sub-
areas have piles of hides for sleeping, a table and stools,
and a few extra giant-sized weapons around, but there is
no treasure except as indicated. All have club, spear, and
4 boulders to hurl.
16. 4 frost giants (H.P.: 49, 46, 43, 39).
17. 4 frost giants (H.P.: 48, 47, 42, 40).
18. 6 frost giants (H.P.: 55, 52, 50, 3 x 45). At location "X"

is a clear spring of water about 2%' deep, at the bottom
of which are 278 clear rock crystals with a base value
of 10 g.p. each.

19. 4 frost giants (H.P.: 51, 48, 44, 41).
20. ICE STORAGE CAVE: This place is full of large and small

pieces of frozen meat, some of the chunks resembling
parts of human and demi-human bodies.

21. ICE CAVERN: A rune of warning carved into the ice floor
clearly shows that this place is to be shunned. (Any party
member able to speak the language of frost giants, or if a
comprehend languages spell or the like is available to the
party, will immediately understand this as a dire warning!)
Only 10' beyond the west bend of the cavern, the walls
appear to be covered with old, rough ivory—it is full of
brown mold. Mounds down the corridor appear to be the
bony remains of various creatures, but the growth covers
them, so no positive observation can be made. There is no
treasure.

22. GUARD ICE CAVE: 2 frost giants (H.P.: 49, 47), 1
watching at the cave mouth, 1 sleeping on a pile of hides.
Each is armed, and there are 8 throwing boulders in the
cave. They each have a sack, but neither have any
treasure.

23. GUARD CAVE: 4 frost giants (H.P.: 48, 46, 44, 42). 1 giant
watches down each passage while the other 2 sleep on
heaps of skins. Each has his weapon and 4 boulders to
hurl. There are 4 sacks in the cave but no treasure.

24. VISITORS' CAVE: 5 hill giants (H.P.: 40, 38, 37, 35, 34) are
camped here awaiting a summons from the Jarl. The cave
has 5 heaps of hides and 5 giant-sized bags. Bag #4 has a
gold-inlayed skull with a report from the hill giant leader
(Chief) to the Jarl inside. It is a pass to the Hall of King
Snurre, also, and the biggest hill giant knows that they are
bound south to the realm of the fire giants after seeing the
Jarl so as to take a message to the fire giant King. Each hill
giant wears a fur cloak worth 1,000 to 6,000 g.p.

25. VISITORS' CAVE: 5 stone giants (H.P.: 55, 52, 39, 46, 42)
of very large size have come here to pay their respects to
the Jarl and to see how well the frost giants are doing in
their war on humankind. They will report their obser-
vations to other stone giants if they get the opportunity.
They will fight only if attacked. Each has a weapon and 3
rocks handy. Amongst the 5 piles of skins in the cave is a
jeweled crown worth 15,000 g.p. (9 gems worth 1,000 g.p.
each, 2,000 g.p. worth of platinum) which they intend to
give to the Jarl as a gift if he appears to be doing well.

26. SPECIAL VISITORS' CAVE: This location is warmed
somewhat by volcanic activity, and it is lit by dim reddish
light. In it are 3 fire giant messengers (H.P.: 60, 58, 55) who

have delivered their message and are about to depart for
their own land. There are 3 huge piles of furs and skins in
the place, a rude table, a bench, 3 stools, a large brazier,
and 3 sacks, each with 3,000 g.p. plus the usual contents.
The strongest fire giant carries a token of the Jarl's fealty
to King Snurre, a solid silver statue of a bear, rampant,
with topaz eyes (500 g.p. each) and ruby fangs (8 gems
worth 500 g.p. each) worth 6,000 g.p. (silver is worth 100
g.p.). The statue is carried in a bag at his belt.

27. WINTER WOLF PACK: This wild pack of 7 animals (H.P.
39, 33, 30, 29, 28, 26, 25) is encouraged to roam the place
by the frost giants. They have no treasure.

28. SNOW COVERED DOME OF ICE: This formation has
been caused by the creature which lairs inside, a
remorhaz 30' long (H.P.: 58) which has recently moved
into the rift. A number of skeletons are around its icy den,
one of a human with a ring of 3 wishes on its bony finger
and a bastard sword (+2 giant slayer, no special
intelligence, align to suit the party if desired, otherwise it
is Lawful Good). If the monster is destroyed by heat
(fireball, lightning, wall of fire, fire elemental, etc., the
treasures are lost—destroyed or sunk into the ice non-
recoverable).

29. WHITE PUDDING: Note that there are 2 of these
monsters, 1 at each place 29 is shown on the map. They
are simply white colored variants of the usual black
pudding. 1 has 77 hit points, the other 66.

30. Ice coated sink hole around 12' diameter and 100' deep
which gives access to level #2, area 2.
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KEY TO THE LOWER AREAS
Referee's Notes: This area is basically natural formations, with
some rough-hewn connecting passages and enlargements made
here and there. Passages are about 25' high, while the roofs of
small caverns are 30' to 40' high, those of the large ones 45' to 60'
tall. Light in this area comes from torches and cressets which are
actually cages for fire beetles, the latter mostly in the part
inhabited by the Jarl. Survivors of attacks on the level above will
most likely make a stand in area 1 . below or attempt to hide in area
3 below if weak and hotly pursued.
Wandering Monsters:
Encounter occurs 1 in 10 (d 20), check each turn.
1 . 4 frost giant guards making the rounds
2. 3-12 ogres on an errand for the Jarl
3. 3 frost giantesses and 3 ogre servants out for a walk
4. 1 frost giant and 2-5 winter wolves searching for possible

intruders (ONLY IF PARTY IS KNOWN TO BE AROUND)

Encounter Areas et al.:

b. "b" positions are large boulders.

1 . GRAND ENTRY CAVERN: This place is obviously meant
to be impressive, as its walls bear carvings of battle and
hunting scenes in bas-relief. These carved scenes show
giants slaying enemies, hunting dragons and other
fearsome monsters, and so on. Torches burn at intervals
along its length. Note: the boulder closing the passage to
the west is well concealed and looks much like the normal
cavern walls, so treat it as a hidden door.

2. VAULTED CAVERN: The noise of moving the boulder
which closes the place off from the rest of the complex
will awaken the 2 white dragons kept herein. A large
ancient male (56 hit points) rests atop a heap of treasure:
72,000 s.p.., 17,320 e.p., 2,966 p.p., 8 silver boxes filled
with ivory (weight 3,000 g.p. each, value 4,500 g.p. ivory,
1,500 g.p. each per box), 1 alabaster statue (4,000 g.p.
value), 7 white marble statues of no great worth, a
scattering of 1,900 1 g.p. base value gems, 1 1 pewter
serving pieces of small worth, 24 various weapons (a
dagger +2 amongst them), 9 shields, 8 suits of armor
(including a silvered set of black chainmail +3, 27 urns of
small value, and 61 bottles and flasks which have no value
except for 1 which holds poison, 1 which is a potion of fire
resistance, and another 2 which hold potions of diminu-
tion and polymorph (self). He is directly against the
portion of rock which splits the entry to the lair into a
north passage and an east passage, and he will surprise
intruders on a 3 in 6 basis. His mate (H.P.: 42) is at A.

A. This location is a ledge with a cave-like recess, the
whole being about 30' above the floor of the cavern.
On the ledge a medium-sized, very old female dragon,
the mate of the ancient male, hides and watches to see
who enters the place. Frost giants bearing treasure to
dump on the pile are the only acceptable intruders, for
all feeding is done personally by the Jarl and his wife
who bring tender morsels to their pets. The female
dragon will fly silently to the aid of the male, surprising
opponents 4 in 6. She hides 12 1,000 g.p. base value
gems (8 opals and 4 diamonds).

3. STORAGE CAVE: The place contains some remnants of
carcasses, a few broken boxes with provisions which are
spoiled, some split sacks containing moldering grain,
casks of wine turned to vinegar, and stove-in ale barrels.

4. DESERTED CAVERN: There are broken items of giant
furniture here and there—tables, benches, stools, chairs.
Burned out torches are in wall cressets. There are 3
skeletons of frost giants plainly visible near the center of
the cavern. 4,000 g.p. are scattered around these bones,
and a man-sized shield +1 also lies nearby. The monsters
at B location will attack any creatures.

A. Frost giant skeleton half buried under stone rubble:
The clear indication here is that the giant was
attempting to flee north for escape from the cave-in of
a passage south (behind the rubble) but he failed to
make it and was killed by falling rock. One of the giant
skeletal hands clutches an iron tube with a map which
shows the GRAND ENTRY CAVERN, area 2, as a
storage place, area 3., area 4. as the "GREAT HALL OF
THE JARL", and a passage south (where the rubble is)
which supposedly leads to various barracks room, the
Jarl's private chamber, and a treasure room, the
passage going 60' south and then leading to a complex
of 10 caves and caverns. Of course, this is a ruse,
cleverly laid by those who motivate the giants . . .

B. 6 ice toads (H.P.: 35, 31 , 25, 22, 17, 16). They are very
hungry, and if any creatures come near they will seek
to kill and devour them.

5. ENTRANCE CAVERN: This is the actual entrance to the
Jarl's complex. It is always guarded by 2 large frost giants
(H.P.: 62, 60) with weapons and boulders. 1 will fight while
the other sounds a great iron horn hung on iron chains
from above. The horn requires 1 full round to reach, and
another round to wind. No treasure here.

6. EMISSARIES' CAVERN: 5 ogre-magi (H.P.: 34, 2 x 29, 27,
26) recently arrived from the Lord of their kind. They have
had audience with the Jarl, and after a special wassail to
be held on the morrow they will depart for home with a
treaty scroll. This scroll is signed (a special mark) by the
Jarl and offers the Lord of Ogre-Magi 100,000 g.p. value in
gems, plus whatever loot his minions garner, if they will
join the war upon mankind in this territory. Each monster
bears a pouch with 10 500 g.p. gems (tokens from the
Jarl). A small iron casket holds a gift to the Lord of Ogre-
Magi—a trick box with 18 plates of platinum (100 g.p.
value each), 18 plates of electrum (10 g.p. value each), and
18 plates of silver (2 g.p. value each). They slide in secret
combination to open a small magical box of holding.
(Although the container is but ten inches long, by six
inches wide, by four inches deep, it will hold 3 cubic feet of
material or 3,000 g.p. weight, whichever is the lesser). The
box opens by sliding plates on the left, then the top, then
the right end in platinum, electrum, silver order on each
end, the reverse on the top. If any plate which slides is
moved out of order, a tiny poisoned pin will punch
through the member holding the box (hits any armor class
on 1 2 or better, -4 on poison saving throw). The box
contains 2,000 g.p. and 2 potions (frost giant control and
cloud giant strength). The leader of the group wears a
necklace of fireball missiles (5 missiles of 7, 2 x 5, and 2 x
3, hit dice respectively) and he will not hesitate to use it.
The positions of the ogre-magi are indicated by circled
numbers.

7. GUEST CAVERN: A torch lit, tapestried place, with skins
and hides covering the floor, and a bed heaped with pelts.
There is a chest, a bag, a table, 2 chairs, and a small
cabinet here. The cloud giant (H.P.: 70) who is the current
guest has just agreed to join the Jarl as his chief
henchman. The chest holds 11,000 g.p., and the giant
wears a silver belt set with ivory and gems (1 1,000, 2 500,
4 100, and 12 50 g.p. base value gems).

8. PRISON CAVERN: Several torches light the place dimly.
A storm giantess (H.P.: 94) who is comely to those of her
ilk (and is strong and fights as if she were a male) is
chained on the north wall with huge manacles at wrists
and ankles. A fur rug in the middle of the place bears a
table and 2 chairs. Upon the table are heaps of food on
golden platters (500 p.p. each x 6), in silver bowls (100 g.p.
each x3), and 2 huge flagons of ivory set with gems (6
gems each, base value 100 g.p.) set to tantalize her into
submitting to the Jarl's will and becoming his leman. This
durance vile makes her a friend to any who rescue her,
although evil characters will cause this aid to be of brief
duration.

9. SERVANTS' QUARTERS CAVERN: 16 ogres (H.P.: 30, 28,
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27, 2 x 25, 24, 2 x 21 , 3 x 19, 18, 2 X 17, 16, 14) dwell here at
the present time. They each have their own pile of hides
and rags for sleeping, a wooden box for their goods, a peg
for their outer garments, and a sack. Each ogre has from 1
to 100 each s.p., e.p. and g.p. in his box or bag. They serve
the Jarl willingly and fight fiercely.

10. ANTECAVERN: 4 frost giant guards (HP.: 51, 48, 44, 43)
are alert here at all times. Each has a club, spear, and
throwing boulder at hand. They will shout to alert the
guards to the south if intruders enter their area. They have
no treasure.

1 1 . GREAT CAVERN OF THE JARL: This is where all the
special functions and feasts take place. Various tables
and benches now line the east and west walls—pushed out
of the way until a time of need. Caged fire beetles dimly
illuminate the place, and it appears completely deserted,
for guard posts A. and B. are more than 30' above the floor
and hidden in dark shadow.
A. & B. Each of these ledges holds a watchful frost giant

(H.P.: 53) armed with a ballista (hits as a frost
giant, 3-18 h.p. damage vs. man-sized targets
5-30 vs. larger) which he can fire once per round.
Each has 4 spear-missiles for his ballista, 2
boulders, and his club. Neither has any treasure.

12 . AUDIENCE ALCOVE AND THRONE DAIS: A huge ivory
and bone throne, decorated with skulls, silver, and gems
rests at the back of the place (6,000 s.p. weight of silver, 40
10 g.p., 20 50 g.p., 10 100 g.p., 5 500 g.p., 3 1000 g.p. and 1
5,000 g.p. gems). Behind it is a white dragon hide, and
before it is the skin of a huge polar bear. An alabaster
table and 3 ivory stools are to the forefront of the throne,
the seats of the Jarl's lieutenants. It is unlit and empty
now.

13. GUARD AREA: 2 frost giants (H.P.: 56, 52) look east and
west at all times. They have clubs and 2 boulders each. If
an intruder is seen, they will sound a large gong on the
north wall. They have no treasure.

14. KITCHEN CAVE COMPLEX: 3 fire giantesses (H.P.: 46,
42, 40) and 4 ogres (H.P.: 25, 22, 20, 17) are in the west
spur roasting a horse over the natural fire pit there and
otherwise readying the Jarl's food. Various food and
furniture and utensils are about the main room and the
east arm. Amidst heaped foodstuffs to the north are 4
human captives in a cage, being saved for a feast. They
are not fighters or otherwise useful, nor will they bring
any ransom, but they can warn the party of what lies in the
areas 15, 16, and 17.

15. WEAPONS CAVE: Here are stored 62 throwing rocks, 16
shields, 29 spears, 10 clubs, and 9 helmets, all of frost
giant size. There are also 9 battle axes which the giants
can hurl, and a chainmail shirt of giant size.

16. COMMON QUARTERS CAVERN: There are 1 male (H.P.:
49), 12 giantesses (H.P.: 40, 39, 4 x 38, 4 x 35, 34, 32) and 9
young (H.P.: 24, 21, 20, 3 x 19, 18, 16, 14) about the place.
There are bed piles of skins an hides, a few stools, 1 1 large
boxes, 5 chests, and many pegs with 14 capes and 9 bags
hanging from them. Under the 9th box is a hole with
19,560 g.p. in it. If the male is killed, the others will not
fight unless they are also attacked.

17. KENNEL CAVE: The Jarl's hunting pack of 4 huge polar
bears are kept here. There are 2 males (H.P.: 41, 39) and 2
females (H.P.: 36, 33), the males with jeweled collars with
8 100 g.p. base value gems, the females' collars having 6
such gems each. Treat these huge animals as cave bears
for attack purposes. They are very quiet, surprising 4 in 6,
and will attack immediately.

18.-19. CAVERNS OF THE CARLS: These large caverns provide
quarters for the frost giant gentry. There is a cot, chest,
chair or stool, and several hides and skins for each
inhabitant. They are lit by torches and a few fire beetles.

There are many pegs holding cloaks, capes and bags
along the walls. 4 huge lockers, 3 hampers, and 6
wardrobes are in various places. Each male giant in the
place has 2,000 to 8,000 g.p. plus his armband (as
described in 8. of the upper level). Each female has 1,000
to 4,000 g.p. The young have no treasure:
18. 9 males (H.P.: 58, 2 x 55, 53, 50, 2 x 49, 48, 46) and 1 1

females (H.P.: 43, 2 x 40, 39, 5 x 38, 36, 33) with 8
young (H.P.: 24, 2 x 21, 3 x 20, 18, 15).

19. 3 males (H.P.: 61, 57, 52) and 4 females (H.P.: 40, 37,
34, 32) with 5 young (H.P.: 25, 22, 18, 17, 14).

20. JARL'S ANTECAVERN AND TROPHY HALL: The
western spur of the cavern is a private audience hall, with
pelts and skins on the walls and floors, a table, and 4
chairs. On the end wall hang 2 normal shields, a heavy
crossbow of speed, 2 normal two-handed swords, and a
pair of huge ivory tusks of no value. Some worthless
scrolls are on the table. There are 3 chairs and 2 tables in
the western area, the trophy hall, which has actual rugs
upon its floor. On the south wall are a cave bear pelt, a su-
monster hide, a wyvern skin, a rack from a giant stag, the
teeth and claws of an umber hulk, giant scorpion claws,
the horn of a woolly rhino, a pair of mammoth tusks, a pair
of mastodon tusks, a normal bow and a quiver with 16
normal arrows, a giant boar head, a griffon skin 2 shields
(#2 is +2), a dwarven skull with an iron crown (no value),
2 crossed spears and a flail (all normal), a tapestry (worth
1,875 g.p.), a case of crossbow bolts (11 bolts +2 and 14
normal bolts), the wings of a giant eagle, a great axe
(normal), a suit of plate mail (normal) of human size, 2
walrus tusks (1 is actually an ivory covered iron horn of
valhalla), a normal shield, a suit of dwarven splint mail
(normal), a tapestry (worthless), a shedu head, a huge
iron mace (normal), a giant lynx pelt, the jaws from a
subterranean lizard, a suit of elven plate mail (+2), a
normal shield, a light crossbow, and a tapestry (500 g.p.
value). Note: If the magic shield is taken down it releases a
spear trap which fires straight ahead, hitting on 5 or
better, and causing 3-18 h.p. of damage; if the walrus
tusks are touched, the shedu skull will scream "ALARUM!
ROBBERS!" in frost giant until it is smashed to pieces.
Some worthless furs and tapestries hang on the short
north walls. There are several illuminated by caged fire
beetles There are well-worn steps, each about 3' rise, at
the eastern end of the place. Thick leathery hides screen
the cavern from area 21.

21. JARL'S PRIVATE CAVERN: The forepart of this area is
filled with a huge table, 4 chairs, 3 wardrobes, 5 chests, 5
trunks, and 7 coffers. The walls are hung with heavy
tapestries and various pelts and skins, all of no particular
worth. The Jarl (H.P.: 80) sits at the table in his chain jack,
with a huge shield (+1, +4 vs. missiles) nearby (AC 1 with
his shield, 2 without), his sword (+4 two-handed) at his
hip, and a platinum drinking horn set with 8 gems (1,000
g.p. value each, jewelry value 9,000 g.p.) in his hand.
Across the table is his "Lady" (H.P.: 70), with a cloak of
sabertooth tiger hide about her, an iron mace at her hip,
and a gold flagon set with 8 gems (500 g.p. value each,
jewelry value 6,000 g.p.) in her hand. Grugnur fights as a
cloud giant with respect to damage (6-36, +4 for the
sword), she fights as a fire giant in all respects (5-30 hit
points of damage per successful hit, AC 4). There are 2
huge winter wolves (H.P.: 40, 37) crouching under the
table, and these pets will note even invisible intruders due
to their keen sight, hearing, and sense of smell. All the
various containers in the room contain clothing and
useless items except as follows: chest #2 holds 3,800 p.p.;
chest #5 has 15,570 g.p.; box #4 has a covering of old
socks but underneath them are 8 potions (speed, extra-
healing, delusion, storm giant strength, poison, oil of
slipperiness, healing, human control); coffer #2 has 9
pieces of jewelry (1,000 to 10,000 g.p. value each); coffer
#6 has a contact poison on it and holds 198 gems (104 50
g.p., 51 100 g.p., 36 500 g.p., 6 1,000 g.p., and 1 5,000g.p.
base value).
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The eastern portion of the cavern is partially screened off
by hangings. There is a huge bed, a small table, a chair, 2
stools, a chest, a trunk, and various odds and ends of
clothing, armor, and weapons here and there. The walls
are hung with pelts and rugs of no worth. The lid of the
trunk has a secret drawer in it which contains 6
parchment scrolls in tubes: #1 is worthless, #2 is a curse
scroll, #3 is a map to the HALL OF THE FIRE GIANT
KING, #4 is a protection from magic scroll, #5 is a scroll
of gibberish with explosive runes on it, and #6 is a scroll
with two spells—9th level spells crystal brittle, which will
turn any one metal item touched by the magic-user to
brittle crystalline substance (even something as large as
and iron golem!); and energy drain, a spell which enables
the magic user to touch an enemy and drain two life
energy levels (just as a vampire does). These tubes will be
taken by the Jarl if he is forced to flee and has time to get
them.

A. Behind the wall hangings on the eastern portion of the
north wall is a hidden escape tunnel. It is a natural
passage about 1 mile long which turns south and exits
at the base of the mountain/glacier area, out of sight
of any near the rift. The alcove to the northwest
appears empty, but if it is examined with care there is a

1 in 6 chance per person examining the area that they
will note a thick iron bar protruding from the wall at
about 10' above the floor. The bar moves downward
and transports whatever or whoever is standing on the
floor of the alcove to a spot some 50' distant from the
entrance to Snurre's Hall (the Hall of the Fire Giant
King). An apparently empty ledge along the southwest
wall is the resting place of an iron box, totally invisible,
and strongly locked. Unless a special magic (true
seeing/sight spell, gem of seeing, etc.) is available to
the party, it is detectable only 1 in 6, with but 1 chance
for any party, for the magic on the chest is strong and it
does not radiate any magic or clue. The box contains
poison gas which will form a cloud 30' per side, and
any within it must save versus poison at -3 (the
contents are to be taken to the fire giant's stronghold
and given as gifts to the powers behind the uprising).
In the iron box are: a hammer of thunderbolts, a pearl
of wisdom, a set of 8 small jars of pigments (Nolzur's
Marvelous Pigments), a ring of Invisibility, and a wand
of paralyzation.

THIS ENDS THE EXPEDITION TO THE GLACIAL RIFT OF THE
JARL.
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Hall of The Fire Giant King
Background: Just as the trail led from the STEADING OF THE
HILL GIANT CHIEF to the frozen wastes where was found the
GLACIAL RIFT OF THE FROST GIANT JARL, so the adventure in
the latter place has led (or transported) the intrepid party to what
they hope will be their last challenge. They are about to venture
into the hot and smoking barrens which are in effect Muspelheim,
the home of fire giants. In the vast rocky halls of the fire giants'
doughty liege lord, the dread King Snurre Iron Belly, they hope to
find both the answer to the riddle of what or who is behind the
strange alliance of many different types of giants as well as great
treasure. Surely here in the stronghold of the fire giants will be
encountered the evil genius—or genii—controlling the uprising
and planning the well-executed attacks, for Snurre is said to be far
stronger than smart. It is a sad fact that all encounters here will be
worse than those the party has faced elsewhere, for fire giants are
ferocious opponents, and their associates and helpers will
undoubtedly be proportionately stronger and more fearsome
than those of the lesser hill and frost giants. Sobering thought
indeed! However, the rewards for success cannot fail to be
greater, for the fire giants—and their masters perhaps?—will have
more loot to take. If the party has actually been to the other two
places—or if at least one or more of the characters have—they will
know that there is a charge upon them to report definite
information to the rulers who have sent them forth to inflict
punishment on the rapacious giant raiders. They are to slay fire
giants and all who associate with them. Failure means death, no
longer from the nobles, but from the monsters the party must
face. Success means the right to keep all the loot taken, plus the
possibility of reward from the rulers of the lands which the giant
bands warred upon. And now the brave adventurers stand before
the black and smoking slag hill which holds the Hall of the Fire
Giant King. They have penetrated near the heart of the matter into
a fell realm where even the strongest need beware!

Start: The party might have arrived before the huge obsidian
valves which bar entrance to the Hall by means of the transporter
found in the lair of the frost Giant Jarl, and in this case they will
have to search to find a place of safety to rest and recover their
strength between forays into the Hall. If the group journeyed
hence by some other form—horseback, mounted on hippogriffs,
etc—they will have noted such a place about 2 miles distant from
Snurre's sooty palace. This hidden refuge will prove to be safe
from detection as long as the party leaves no plain trail to it, and as
long as they are not followed to it. (If they thrice venture forth from
the cave to raid the Fire Giant Hall there will be a 10% cumulative
chance per additional raid that the hideyhole will be found by the
giants, i.e. a 10% chance the fourth raid, 20% the fifth, etc.). The
ravine which is near the safe cave leads directly to the spiney,
broken heap of slag which is indicated as the site of the Hall by
their map—or obvious to them otherwise, for it has a wide, well-
trod path leading up to two great slabs of black stone, obsidian
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portals which give access to Snurre's Hall. But these gates will
open to the party if one of their members has fire giant strength
(or greater) and mass, or a chime of opening to employ, or one of
them can cast a knock spell. Each valve is 29' tall, 10' wide, and no
less than 3' thick.

The plain about is most evil and drab appearing. The sky is gray
and filled with sooty clouds. A distant volcano can be seen, and far
to the south a glowing river of molten lava moves sluggishly down
a slope and out of sight. It is hot, and the air smells of heated rock
and metal. The ground is full of cinders and sharp rocks. The
place is lit by night with dim red light from flaming gases shooting
forth from the earth and from molten rock. On the second and any
successive raids upon the place, there is a 50% likelihood that the
gates will be ajar, and some guard will be watching for the
attackers in order to alert the Hall.

Notes For The Dungeon Master

The pile of lava, slag, and jutting black rock which houses the Hall
of Snurre is a steeply rising hill about 300' high at its summit. It is
difficult to scale, but the party may do so if they desire.
Everywhere are vents which smoke, and some of these holes
spurt out jets of flame from time to time. The party will never
locate any other entrance into the place, and there is a 2 in 6
chance that any member investigating a vent hole will be struck
by flaming gases for 2 hit dice of damage (2d6).

The upper two levels of Snurre's Hall are lit by torches, braziers,
natural gas jets, and even molten lava. Most of these lights will be
extinguished if the place is heavily attacked. The lower level is
unlighted except where the matrix indicates otherwise.
Passageways in the Hall are vaulted and some 30' high. Halls,
chambers and rooms are 40' to 60' high. The floors, walls, and
ceilings in the place are of black, reddish-black, dark gray, and
dull brown rock. In some places it has been hewn, but in others it
appears to have been fused by heat. All doors are made of iron
plates. Opening them requires giant strength, so normal
probabilities of opening resisting doors are cut in half. Pillars in
passageways and other places are of black stone.

The lower level is mostly natural, and the details of the place will
be given hereafter. When the party gains this level, do not be too
precise in calling direction or distance. As with any such map, the
twists, turns, and irregularities are very difficult to map anyway,
and general directions and descriptions will suffice for the
mapper and make the whole more realistic in any case, for such
an area would be nearly impossible to accurately map under
existing conditions.

As has been said in the previous adventures in this series, while
considerable detail has been given, it is up to you to fill in any
needed information and to color the whole and bring it to life. You,
as Dungeon Master, must continue to improvise and create, for
your players will certainly desire more descriptions, seek to do
things not provided for here, and generally do things which are
not anticipated. The script is here, but you will direct the whole,
rewrite parts, and sit in final judgement on character's actions. If
you have already taken your players through the first two
adventures, you will wish to be particularly mindful of how their
behavior there will have altered what is shown here on each level
matrix. Use the parameters given to design your own epic. Be
disinterested, and be just. This is a very difficult scenario, and the
players might rue thoughtless actions, but do not allow this to
temper what you have before you. Likewise, do not set about to
entrap the party in a hopeless situation—allow their actions to
dictate their fate. In any event, never reveal too much information
to players. For example, if they learn about the Drow, give only
scraps of details from your information sheet; determine a
percentage probability of the particular bit of knowledge being
known by whatever means is being employed (sage, commune,
legend lore, contact other plane, or whatever), and roll the
percentile dice for each scrap. Base your communication to the
party upon this, but always judge for yourself if the information
thus imparted is too much or too little.



KEY TO LEVEL #1

Remember also that these giants are both the toughest so far
encountered and that they have the best advice immediately
available to them. As soon as the party strikes and then retires, the
attack will be assessed and counter-measures taken. Some notes
to this effect will be found in the matrices for each level, but you
will have to design some reactions personally. Even when the
party first enters the Hall you will have to gauge the reaction of the
giants if and when they learn that intruders are within. How will
they react? From whence will they call in guards? Where will
Snurre go? Most assuredly, he will not remain seated upon his
throne when an attack is in progress! You have not ceased being a
Dungeon Master by using this prepared scenario, you have
simply had some details handled for you so that you can better
script the more important material.

When the party retires from the Hall, the fire giants will lay
whatever traps and ambushes they are able to under the
circumstances. Lights will be put out, sentries will be posted, and
so forth. In the play-test version, I had the giants who survived the
first foray by the (exceptionally strong and well-played) party set
several ambushes, each surprise being set to allow them to retire
quickly behind a turn in a passage or through doors, gradually
falling back on the corridor to the 2nd level. However, even the
females and young fought, as the King had so ordered, and I
assumed that their fear of him (and the Drow) was greater than
their fear of the party—or at least equal. As the characters offered
no quarter and slew every giant or other creature encountered
with absolute ruthlessness, their opponents fought with hopeless
abandon and sacrifice. How you will manage must be based upon
knowledge only you, as judge and referee, can have. Regardless
of what your players do, morale checks for the giants and their
associates should seldom, if ever, be made. What hope have they?
The rationale of this whole series of adventures is a fight to the
finish. Only the leaders and those they take with them will
normally seek to move to a place of safety, the rest will stand fast
and battle to the end.

Finally, note that Drow weapons and armor do not radiate magic.

Wandering Monsters:
Encounter occurs 1 in 12 (d12), check each turn.

1 . 2 fire giant guards
2. 2 fire giantesses with 12 gnoll workers
3. 4 young fire giants with 1-4 young hell hounds
4. 1 cloud, 1 frost, and 1 stone giant visitor looking around

Note: All wandering monsters are assumed to be creatures not
accounted for on the matrices. Their appearance is mere chance,
although they can actually reinforce existing monsters in the area
if circumstances favor this action on their part.

Encounter Areas:
1 . ENTRY PASSAGE: The floor here is polished obsidian, and

great wall hangings can be seen by the party as soon as they
enter. The tapestries between the torches are done in bloody
colors and show victorious fire giants. The door guard is in
alcove A:

A. The tapestry hanging before this post is loosely woven so
as to allow the fire giant (H.P.: 56) in the dark recess to
clearly see whoever enters. If intruders are spotted, he
will wind his great bronze horn to warn the Hall. (See 2.
hereafter.) The fire giant guard has a club as well as 4
boulders.

If the party severely defeats the giants in the Hall, a ballista
(from 10A) will be set up at the far end of the hallway in
anticipation of a second raid. This weapon will have a trip at
30' into the passage, and the trip will be nearly invisible
(notice only 1 in 6, if the party is using lights, and check only
once for all). The ballista will fire 6 spear missiles, with a 2
required to hit AC 10, and no adjustments for dexterity are to
be given. Each missile causes 2 to 16 (2d8) hit points of
damage when it hits.

2. GRAND HALL: 2 ettins (H.P.: 49, 44) are always here, using
their four heads to watch all directions. Each is armed with a
huge morning star of black metal (treat as +1 for both hit
probability and damage) and a spear. If they throw the latter
weapon, they will then arm their right hand with the
morningstar and the left with a mace. If the guard at the gate
sounds the alarm, these monsters will move to hold the mouth
of the entryway until help arrives from 3., 18., and/or 21.-25.
The floor of the Grand Hall is of reddish black, highly polished
stone, the pillars are carved into the shapes of dwarves
straining to hold up the figure atop them, and the light flickers
weirdly from burning gases spurting from the walls. The
tapestry on the south wall screens the entrance to the Royal
Apartment.

3. THRONE ROOM AND AUDIENCE CHAMBER: 2 steps of white
veined black marble lead up to this area. The floor is a deep
red polished stone, the huge stone pillars of polished
obsidian, between them a massive throne of jet and black and
white banded onyx, the whole inlaid with sard (12 pieces of
1,000 g.p. value each) and set with 12 fire opals (1,000 g.p.
each) and 12 rubies (5,000 g.p. each). The walls are inlaid with
colored stone to show various scenes of victory by King
Snurre over opponents. Behind the throne the wall shows the
flaming skull which is Snurre's own device, flanked by fire
giants with clubs over their shoulders. Huge torches burn in
bronze cressets. (The secret door is actually one of the
flanking giants inlaid on the wall. A cresset to the left of it is
pulled down to cause it to swing inward). 4 fire giants (H.P.:
63, 61, 59, 58) in chain shirts (AC 2) guard the King at all times,
and their positions are shown by the circled numbers. Each
has a huge throwing hammer (5-20 hit points damage) and an
axe. Crouching beside either arm of the throne are 2 large hell
hounds (7 dice, H.P.: 49, 46) which are the King's constant
companions. King Snurre (H.P.: 92) himself is seated upon
the black seat of the throne. He is over 13' tall. Snurre is clad in
his black iron armor (AC 0), and holds a huge two-handed
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sword which has flames along its blade when it is swung (+4
to hit, +6 damage). The King fights as a storm giant (hit
probability and 7-42 h.p. damage) when he is armed with his
sword, otherwise he fights as a cloud giant. Snurre wears a
necklace of coral skulls (15,000 g.p. value as jewelry) and has
a broad girdle set with 66 (100 g.p.) garnets. He is hugely
muscled and extraordinarily ugly, very broad, with bandy
legs. His teeth are tusk-like and protruding, almost orange in
color. Snurre's head beneath his iron helmet is bald, but his
side whiskers and beard are bright orange and full. Note that he
is clad in a cloak of white dragon hide which gives him +3 on
saving throws against cold-based attacks and reduces cold
damage sustained by 50%. He wears his crown of iron, set
with 6 base 1,000 g.p. rubies, 6 base 1,000 g.p. diamonds, and a
huge jacinth (base 10,000 g.p.) only when he is on his throne.
Otherwise it is in his bag.

4. CHAMBER OF THE QUEEN'S SERVING MAIDS: The length
of the hall and chamber proper are covered with hide rugs and
wall hangings. Note the one which screens the entrance to
the Queen's private chamber. There are torches on the walls,
and 6 chairs and 3 small tables along the hallway. At the end
there are 4 beds, 8 chests, 2 wardrobes, and 4 stools. There
are always 4 fire giantesses (H.P.: 44, 42, 40, 39) waiting in the
hallway outside the Queen's chamber, and 4 giantesses (H.P.:
45, 40, 38, 35) in the end chamber. Each fights fiercely to
protect the Queen, and those at the end chamber will rush to
aid the others. They have swords and fight as frost giants with
respect to hit probability and damage. Each wears 2 to 5
pieces of jewelry worth 500 to 2,000 g.p. each. Amidst the 81
hides, pelts, skins, and furs in the end chamber are several of
value—numbers 17, 24, 40, 59 and 77 are worth 1,000 to 4,000
g.p. each. There is no other treasure.

5. QUEEN FRUPY'S CHAMBER: The floors and walls here are
covered with rich rugs and tapestries (of no great value). The
place is well lit by torches and a large brazier, and this makes
it very hot indeed. The Queen (H.P.: 74) is a veritable haradin,
a sly and cunning horror. She is, if anything, uglier than
Snurre. Topped by a huge mass of yellow orange hair which
looks like a fright wig, Queen Frupy's face is a mass of jowls
and wrinkles, set in the middle of a very large head which sits
squarely upon her shoulders. Her body is lumpy and gross,
and her skin is covered with bristles the color of her hair. Her
little pig eyes, however, are bright with intelligence unusual in
a giant. She wears garments of black dragon hide, set with
iron studs, and this gives her an effective armor class of 2. She
fights as a normal fire giant male, but she has a bonus of +2 to
score a hit and a +4 on points of damage she scores. She
wears 8 pieces of gem set jewelry (2,000 to 5,000 g.p. value
each). She wields an iron sceptre as a weapon. Out of sight
are her two pets, a pair of giant weasels (H.P.: 24, 19) which she
dotes upon and which obey her every command.

Any intruders entering the place will be commanded by
Queen Frupy to kneel in her August Presence and state their
business, so that she may fairly dispose of their humble
requests. Any so foolish as to do so will be sorry, as Frupy will
call forth her pets and herself strike at the most powerful
appearing of the intruders. She will strike at +4 due to the
position, do +8 h.p. of damage (5-30 +4 +8, or 17-42!), and a
score of a natural 20 on the die indicates she has decapitated
the victim of her attack. She will then bellow for her serving
maids to come to her aid.

Her chamber contains a huge bed covered with furs (of only
100 to 600 g.p. value each, 12 total), a small table and 2 chairs,
a stool and dressing table with a huge silver mirror (value
1,000 g.p., and it shows invisible or magically changed
creatures in their real form), an ebony and mother of pearl
wardrobe (filled with her clothing), an iron chest, 2 bronze
caskets, a huge chest of 1 2 drawers, and 2 small coffers of
copper on each table. Each bronze casket has an asp inside;
#1 holds 4,000 c.p., and #2 has a number of platinum pieces

covered by a spell so that they will appear as coppers until
they are taken out of her chamber. The iron chest has a trick
opening to the side which allows the person to get its
contents (a jade box worth 5,000 g.p. with a hidden
compartment which can only be detected by means of X-ray
vision or true seeing/sight spell—the compartment having a
scroll with 2 random 7th level spells: cleric, druid, or magic-
user according to which character first examines it). If the lid
of the chest is opened, a cloud of fire will englobe all within 10'
of the chest, doing 6 dice of damage, with no saving throw. All
but one of the copper coffers contain unguents and the like:
coffer #3 contains 6 pieces of very fine, gem set gold jewelry
worth 7,000 to 10,000 g .p. each, and a jeweled pendant with a
stone which has flashes of color appearing from its inky
depths (it is a wizard eye device fashioned by the Drow, and
allows them to see through it). The drawers in the chest
contain worthless personal articles, except the fifth drawer
from the bottom there under some underthings Queen Frupy
has concealed 3 potions—fire giant control (to be used by her
on the King of course), a delusion potion, and a mammal
control potion.

6. CHAMBER OF THE KING'S GUARDS: 4 fire giants (H.P.: 63,
61, 59, 58) resting before assuming active duty with Snurre—
but all sleep lightly. They wear chain shirts (AC 2). There are 4
cots and four stools in the chamber. Under each cot are 2
lockers, each containing clothing and 1,000 to 3,000 g.p. Each
guard carries 1 2 base 100 g.p. gems in a belt pouch, and each
is armed with throwing hammer (cf. 3.) and sword. A table in
the center of the room has several platters and flagons on it-
all worthless—along with a small tun of win and a cheese
covered with mold (inside the cheese there are 48 100 g.p.
gems, for it is the repository for the wealth of "on duty"
guards). There are 12 boulders in the entry hall, 6 along either
wall.

7. KING SNURRE'S PRIVATE QUARTERS: The great iron
doors to this place bear the blazon of the flaming skull. 6 hell
hounds (2 of 6 hit dice, 2 of 5, and 2 of 4; H.P.: 33, 30, 25, 22, 18,
17) roam the outer hall. The walls here are set with torched
cressets and draped with crude tapestries. There are 6 chairs
and 2 benches along the walls, and 3 tables are interspersed,
each with a keg of ale, beer, or mead and leather or horn
drinking vessels at hand. 8 normal shields and 8 normal
swords decorate bare patches on the walls. There is a step up
just at the pillar of reddish stone which ends the forehall and
marks the entry to the chamber proper.
The bedchamber of the King contains a huge bed, a table, a
small throne of ebony and 3 lesser chairs, a tall cabinet, 4
trunks, an iron chest at the foot of the bed, and a bench near
the entry. The floor is covered with pelts, and the walls are
hung with tapestries (worthless) and trophies: 2 shields, an
axe, 4 swords, a flail (used to subdue the pyrohydra at 8.) and
a hammer—all sized for giants and otherwise normal. A ledge
on the south wall at 9' above the floor holds 39 skulls (human,
dwarven, elven, giant, and other various and sundry monsters
and creatures), 8 helmets and helms, and 5 sets of armor (2
human, 1 dwarven, 2 elven, of chain, splint, or plate as
desired) of no particular worth. The 8 fur pelts on the bed are
worth from 1,000 to 4,000 g.p. each. The containers in the
room hold nothing but the personal gear (clothing, footwear,
and bits of armor) of King Snurre. On the table are bits of
carved ivory, some teeth of animals, bits of wood, and some
stones (1 is 1,000 g.p. base value block of carnelian).
Together these items serve the king as a divination device—
quite worthlessly, of course. Flaming jets of gas and a huge
iron brazier full of glowing coals light the whole place in an
eerie manner. The secret door to the north is very well
concealed, and it can be located only 1 in 10 by magical
means, never by such normal means as possessed by an elf,
for example. (The same is true of the door to 8., but magical
means locates it 1 in 4, as it is not as well concealed and is only
1 ' thick.) A projecting stone to the left of the secret door, 12'
above the floor, is pushed in to cause the 4' thick portal to
pivot to form an opening 4' wide on either side, and 10' high.
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8. CAVE: A 10-headed pyrohydra lurks to either the north (1-3)
or south (4-6) if it hears any creature coming up the steps to
its lair. It attacks by surprise 3 in 6 normally. It is very vicious,
as the King beats it and torments it for fun, and it hopes to take
revenge on virtually any other living thing. It attacks by biting
(1-10 h.p./head) on the first attack. It breathes fire for 1 to 10
hit points of damage/head also.

9. KING SNURRE'S TREASURE CAVE: (Note that there is a
chimney up in the southeastern wall.) The cave is filled with
stuff—a pile of 28,000 c.p., 3 mounds of 4-16 worthless
tapestries and furs, several dozen bales of valueless cloth,
scores of various vessels and containers, and urns and vases
of pewter and brass and bronze (plus 12 of silver and 6 of gold
worth 200 to 1,200 g.p. each). There are 8 iron trunks, 6
chests, and 5 large coffers also:

Trunks are about 7' X 5' X 4'

Chests are about 5' X 3' X 2'

Container
Coffers are about 2' X 1 ' X 1 '

Trap Device Contents
Trunk #1 None, but locked 72,000 s.p.

Trunk #2 None, but locked Empty

Trunk #3 None 60,000 c.p. hiding a sack
at the bottom with 1 1
pieces of jewelry (1,000
to 10,000 g.p. value
each).

Trunk #4 Blade in lid chops down 3 cubic feet of silk worth
as fire giant for 3-24 h.p. 3,000 g.p. per cubic foot
of damage—it will ruin
2 cubic feet if it misses
the players.

Trunk #5 None, but locked 8 pieces of rare wood
inlaid with mother of
pearl worth 1,000 g.p.
each (each is mace-
sized).

Trunk #6 None 13,000 e.p.
Trunk #7 None, but locked 12 fine ivory tusks each

weighing 2,000 g.p. and
worth 1,500 g.p.

Trunk #8 Holds 9 large asps of
6 h.p. each with +2 poi-
son; invisibility hides
all contents, including
asps.

Chest #1 Contains weakness empty
gas which will form a
10' radius cloud.

Chest #2 None, but locked rocks
Chest #3 Squirts acid when it is 12 potions and 8 scrolls,

opened (any before it determined at random
take 3-12 h.p. dam- (no poison, delusion, or
age), armor or other cursed items),
wear must be diced
for to save or is des-
troyed; acid jet is 3'

______wide by 12' long.__________________
Chest #4 4 spikes fire forward, 17,300 g.p.

4 backwards, 4 sides
(each), as fire giant to
hit, causing 2-12 h.p. of
damage each, 15 '

______range._______________________

Chest #5 None, but locked Empty.
Chest #6 Lock and handles have

contact poison +6 on
them, all who touch
thus save at -6.

1 black cloak, 1 pair of
black boots, man-sized,
give 75% chance to be
invisible/move silently in
dungeons._______

Coffer #1 4 poisoned needles
shoot inwards from
sides when treasure is
lifted and have a 25%
chance of hitting any
member thrust inside.

72 gold rings worth 20
g.p. each, but #4 is a ring
of protection +3, #8 is a
ring of contrariness, #21
a ring of commanding
water elementals, #26 a
ring of delusion with
contact poison inside
(no saving throw), and
#56 is a ring of 3 wishes.

Coffer #2 None, but locked 1,325 p.p. under a layer
of coppers.

Coffer #3 None, but locked Packets of leaves and
seeds and husks-hot
spices worth 9,000 g.p.
for the lot.

Coffer #4 See the treasure 7 highly crafted, carved
statues, of unknown min-
eral and workmanship;
each strange idol brings
a (cumulative) -1/+1
curse to its possessor
when it is carried, the
curse affecting all hits,
damage, saves, etc. in
the worst application of
the -/+ on the dice—all
radiate a dim evil force.

Coffer #5 None, but locked 39 base 1,000 g.p. gems
underneath a layer of
266 base 10 g.p. gems,
topped by 500 1 g.p.
gems of good size and
fine appearance.____

These locks cannot be picked by thieves and must be opened by
"bending bars" or knock or magic missile spell.

6 pieces of 1,000 to 4,000
g.p. value jewelry
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10. ARSENAL COMPLEX: 2 fire giant guards (H.P.: 60, 57) are
always at the ready here. If summoned or attacked, they bring
the chimera at 1 1 . , if they can. Each has a spear, sword, and 3
throwing rocks at hand. There are torches to provide light and
a bench in the place.
A. This wing contains 30 huge swords, 2 ballistae, 44 spears,

18 throwing hammers, 6 maces, 9 great axes, and a
quantity of giant-sized throwing boulders. Hidden in the
far southwestern corner under the spears is a longbow +1
and a quiver of 20 arrows +1.

B. This wing contains another supply of stones for use as
missiles, 1 1 massive clubs, 17 fire giant helmets, 3 chain
shirts, and 17 studded leather jacks —all armor for giants,
of course. There are also 17 giant-sized shields here; one
is a shield of missile attraction -2. 8 big barrels of oil are
stored at the southern end of the place.

1 1 . CHIMERA PEN: The fire giants keep a large (H.P.: 55)
chimera here. This creature will attack on sight, as it hates
everyone except fire giants. It has no treasure.

12. ADVISORS' CHAMBER: 8 gnoll servants/bodyguards (H.P.:
15, 14, 13, 2x12, 2 x 1 1 , 10) are lounging here, for they obey
only the commands of the Advisor or the King or Queen. The
chamber contains a mixture of small, medium, and large
furniture. There is a small table, a plush chair with a footstool,
and a couch in small size. There is a long table, 2 benches, 2
chairs, and 12 chests sized for man-like creatures. There are 4
huge chairs, a table, and a footstool sized for giants. There are
rugs on the floor, tapestries on the walls, and bronze cressets
with flaming torches. The chests contain the bedrolls,
personal gear, and 200 to 800 g.p. treasure of each gnoll —
chests #3, #8, #10, and #12 contain bottles of wine and spirits
and are locked. The Advisor is a grossly fat but very strong
and quite fast renegade mountain dwarf, one Obmi. He is in
his spartan study, room A:

A: Obmi (H.P.: 79; Strength 18/94, Intelligence 18, Wisdom
18, Dexterity 16, Constitution 17, Charisma 16 (18);
fighter/thief of level 9 /11) is herein at work on the
problems besetting his King. He has been Snurre's advisor
for 25 years, spending 5 years as a slave before that. He is
armed only with a dagger hidden in his boot, hard at work
on several scrolls on the plain wooden desk in the room.
There is a case against the north wall which contains
various maps, scrolls, etc., all written in fire giant or
dwarvish. He uses a plain wooden box as a footstool, and it
seemingly holds old clothes of his, but in a false bottom
are hidden gems whose base values are: 2 5,000 g.p., 8
1,000 g.p., 23 500 g.p., 41 100 g.p., and 18 50 g.p. Also in the
cell is a rude wooden pallet he uses to rest on. Note: The
door to this study appears to be locked from the outside.
(Obmi is very clever...) He has a peep hole, and if he sees
intruders who are winning he will yell for them to help him.
The dwarf will claim the giants have held him — a prince —
captive for 10 years, trying to trick information out of him,
or to subvert his loyalty to dwarfdom, when torture failed.
He will further claim that several humans in black robes
aid the giants in their questioning. Finally, he will ask to be
allowed his armor and weapons in order to gain sweet
revenge upon Snurre, for he knows exactly where the King
will be! If worst comes to worst, Obmi will bolt for room B.
and bar the door.

B: Obmi's Chamber: Here he has a soft bed, a small stand, a
table and chair, a cabinet, 2 iron chests, an arming rack,
and stores of food and ale. H is armor +2 and shield +2 are
laid out on a rack near the door, and his axe +1 and
hammer +3 are on the wall above. Underneath the armor
are his gauntlets of ogre power (+6 on h.p. of damage he
inflicts, +2 on his striking ability). His ring of invisibility is
on the small stand near his bed. Chest #1 contains 8,493
g.p. Chest #2 holds 904 p.p. and a silver ewer and silver
bowl, each set with 9 base 100 g.p. and 3 base 500 g.p.
gems (value 3,000 g.p. each as jewelry). Upon entering the

room he will palm the ring, don the armor, put on the
gauntlets, thong the axe to his belt, heft the hammer, and
hold the shield. At first opportunity he will attack the party
and raise a hue and cry for help, but he will do so only
when he knows help will be able to come. He knows a bit
about the Drow, and he will bargain that, or anything else,
to save his life. If faced with no quarter to be given, he will
fight to the very end.

13. COUNCIL ROOM: The King and his council meet here, but
the place is now empty. There is a long table and 5 great
chairs around it. Against one wall is a stepped platform with a
small chair beside it. There are hides covering parts of the
polished black floor, and rude tapestries adorn the walls.
There are several torches in the room, but none are lit.
A. Alcove: Within is a table with a flat chest upon it. If the

chest is lifted or moved, 6 poisoned arrows shoot from the
north wall, striking at the same hit probability as fire giants
have, and inflicting 2-8 h.p. of damage. The arrows strike
the south wall and shatter if they miss interposing
creatures. The chest is locked and fuII of stones. There is a
map of the area hanging on the wall. There are large
chests against both the north and south walls, the
northern one filled with 8,438 s.p., the southern one with
4,188 g.p. and 6 bone batons with runes of fire giant upon
them. Each is a pass saying: "OFFICIAL BUSINESS ON
BEHALF OF KING SNURRE THE FEARSOME". Both
chests are locked, of course.

B. Alcove: 4 extra chairs are stored here, and a huge cabinet
holds 83 scrolls and 367 pieces of paper or parchment.
Most are worthless, but the 68th scroll tube contains a set
of instructions for the King, telling him to gather forces of
hill, stone, frost, and fire giants, along with whatever
strength he can raise in ogres, ogre-magi, cloud giants,
and any other creatures for an all-out attack on the
provinces to the east and northeast. The scroll promises
powerful help from "Drow". It is signed "Eclavdra". The
papers are message copies to and replies from various
types of giants and others already mentioned above. One
says: "The fire giant of stone left and left elbow," in
dwarvish.

14. DOOR GUARD: 2 fire giants with swords stand guard here at
all times. Each has 58 hit points.

15. KITCHEN: The place is typically filled with busy workers: 1
fire giant matron (H.P.: 60, fights as a male) who is huge and
fat, 4 fire giantess servants (H.P.: 44, 40, 39, 37) and 12 gnoll
thralls (H.P.: 14, 12, 3 x 1 1 , 2x10, 4x9, 8). There are benches,
counters, a table, several stools, 3 cupboards, various bins
and barrels, and miscellaneous kitchen gear around the
place. The area to the east is a natural fire pit, where flaming
gases are used to roast whole creatures. The circle to the
northwest indicates where a 6' diameter chute goes down to
the lava pool on level #2. It is slippery and greasy from
garbage, and it empties 2' above the lava. The servants and
gnolls will fight only under the direction of the matron.

16. STORAGE CHAMBER: This place is jammed full of barrels of
ale and mead, boxes, sacks, hampers, smoked sides of meat,
smoked fish, cheeses, sausages, etc. There are smaller boxes
of salt, and spices (worthless hot peppers) in a copper
container. There are tuns of wine and casks of beer near the
door. Heaps of hard bread are everywhere.

17. GUEST CHAMBER: The doors to this room are closed on the
outside by a great bar, as King Snurre does not fully trust the 3
rakshasas (H.P.: 40, 39, 36) who are the "guests" therein.
Naturally, the party entering will see the three creatures as
trusted friends and associates. There are 4 beds, 2 tables, 2
chairs, 2 stools, 2 wardrobes, 3 chests, and 1 foot stool (in
reality a chest with an illusion cast upon it), rugs, tapestries,
and flaming torches in the place. There is no apparent
treasure in the place, but each rakshasa carries 100 to 400 g.p.
and 2 to 12 100 g.p. base value gems. The disguised chest
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holds a jeweled sceptre worth 10,000 g.p., 4 potions (extra-
healing, undead control, ESP, and invulnerability), and a
scroll of 5 cleric spells (detect lie, true seeing, continual
darkness, cure critical wounds, and symbol of persuasion).

18. BARRACKS: Currently only 6 fire giants (H.P.: 62, 59, 57, 54,
53, 50) are housed here. They typically lounge around
sharpening weapons and telling lies about their amatory
prowess. There are 8 cots, 8 stools, and 8 hampers in the
place. Each cot is heaped with skins. The hampers contain
the giants' personal gear. Pegs on the walls hold their bags
and cloaks. There are 5 clubs, 3 axes, 6 spears, and 8 shields
scattered about. The place is lit by flaming gas jets. There is
no treasure around, but one of the clubs is hollowed out to
hold the "boys" party fund: 149 p.p., 271 g.p., 160 e.p., 233
s.p., 184 c.p., and 31 100 g.p. gems.

19. GIANTESS' QUARTERS: 8 fire giantesses (H.P.: 45, 43, 3x41,
2x40, 38). This torchlit chamber has 12 cots, 8 stools, 8 boxes,
a table, a bench, and pegs with various garments and the like.
Each giantess wears 1 to 3 pieces of silver jewelry worth 100
to 400 g.p. each, but worth only 1 /10th value if harmed.

20. COMMUNAL QUARTERS: 5 giantesses (H.P.: 50, 47, 43, 41,
39) care for 15 young giants and giantesses (H.P.: 33, 31,
2x30, 28, 27, 2x26, 2x25, 22, 21, 19, 17, 16). All have weapons
(kids' toys for the youngsters) and will fight. There are 6 cots
and 12 bunks along the walls. In each wing is a bench, 3
chairs, 6 stools, 1 long table, and various boxes, hampers, and
cupboards. The only treasure in the place is the giantesses'
gold jewelry: each wears 1-3 pieces worth 200-800 g.p. each,
1/10th value if harmed.

21. ENTRY HALL TO THE KENNELS: 6 young hell hounds (5
dice; H.P.: 30, 27, 26, 24, 22, 21) scuffle and play hereabouts.
They are part of the pack at 22, and will flee to there by the
safest route if threatened.

22. KENNEL CHAMBER: 4 large (7 dice; H.P.: 47, 45, 42, 40), and
2 medium (6 dice; H.P.: 37, 34) hell hounds are here. If the
young at 21 , are attacked and yelp, the six beasts will split into
two groups, half circling southwest, the other half circling

south and then west. They love their handler at 23. No
treasure.

23. KENNEL KEEPER'S QUARTERS: Here dwells the Keeper
and his wife (H.P.: 68, 59). These fire giants will rush to the aid
of their charges if they hear a commotion outside. Each has a
sword and club. (The Keeper's wife fights as a male due to her
size and strength, the Keeper fights at +1 to hit and +3
damage). Their chamber contains a large bed, a table, 2
chairs, a bench, a chest, a cabinet, 3 barrels (beer and ale), 2
buckets, and a crate (dried meat for the hounds). There are
torches burning. Pegs hold wearing apparel and 2 bags. The
second bucket has a false bottom which holds 199 p.p. and 68
50 g.p. base value gems. There is a shield, axe, and 4 javelins
of lightning on the wall to the north. There are hides and pelts
on the floor and walls. A number of skins and furs are heaped
on the bed and bench. One of the 6 on the bench is a hell
hound hide which allows the wearer to appear to all observers
as a hell hound and if it is worn for 3 full turns the wearer gains
the abilities of a 7 dice hell hound. If it is worn for 8
consecutive hours, the wearer becomes a true hell hound,
and remains such forever. This magical pelt is used to wrap a
cursed sword -2. There are 3 other hell hound hides in the
chamber, all quite normal.

24. GUARD POST: 2 fire giants are on duty here at all times. Each
has 59 hit points, is armed with sword and spear, and has 4
boulders nearby. An iron cylinder near the north wall is struck
to sound the alarm if intruders are seen.

25. BARRACKS: 8 fire giants (H.P.: 73, 65, 58, 56, 2x55, 54, 51)
loafing and gaming. There are 10 cots, 10 chests, a table, 2
benches, 4 stools, and a large wardrobe about the place.
There are several pegs here and there, and they hold cloaks,
capes, shields, and 5 bags. There are only worthless giant
items in the chests and other containers. The guards here
have swords and spears. The largest fights with a battle axe +3
(man-sized) after throwing his spear. There are also 21
boulders in the place. The easternmost of the three pillars has
a secret door and contains 7,842 g.p. and 3 pieces of gem-
studded jewelry worth 1,000 to 8,000 g.p. each.
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KEY TO LEVEL #2

Wandering Monsters:
Encounter occurs 1 in 10 (d10), check each turn.
1 . 2 fire giants and 2 fire giantesses
2. 2 trolls escorting 3 hill, 2 stone, or 2 frost giants
3. 4 trolls with 4-16 gnolls (armed)
4. Draw fighter—magic-user (7—7) with 2-8 wererats

Encounter Areas:
1 . HALL OF DEAD KINGS: This dark hall contains 20 huge

sarcophagi (lettered A-T) standing upright along the walls,
and 4 even larger ones (letter U-X) lay upon the floor.
Those upon the floor are of stone, and U and V have stone
likenesses of fire giants carved upon their lids, while W and
X are blank. Those that line the walls are stone (A, B, C, F,
G, H, J, O, P, Q), iron (D, E), bronze (I, K, L, M, N, R), and
brass (S, T). All of them bear likenesses of fire giant kings
and queens (13 and 1 1 respectively). Examination will
reveal that these burial vaults contain only the remains of
the king or queen, moldering garments, a few corroded
weapons, and similar things. (Wererat grave robbers have
taken anything of value long ago.) The secret tunnel in the
southeast corner is about 2' diameter. It twists and turns so
that any person using it will lose all sense of direction. It
exists on level #3 at area 2.

2. ETTIN GUARDS' CHAMBER: 4 ettins (H.P.: 53, 49, 48, 46),
who are not on duty but generally serve as guards at level
# 1 , location 22 are asleep and the other 2 are quite alert.
Each is armed with morning star (+1) and spear, although
those sleeping have their weapons to the side. The
chamber has a rude table, a bench, 2 stools and 4 cots.
Torches light up the place. There are 9 pegs holding
clothing and 6 bags. In the far corner is a hamper with 6
sacks of coppers, each sack holding 5,100 to 5,800. This is
the ettins' accumulated pay...

3. VISITORS' CHAMBER: This room houses 4 stone giants
(H.P.: 47, 45, 44, 40) who have been working for the King as
engineers. Each has a club, and there are also 1 1 boulders
in the place. The room is torchlit and contains 4 cots, 4
stools, 4 lockers, a table, a big barrel of beer, and pegs
holding clothing and 4 sacks. A haunch of meat is on the
table along with various mugs and platters of tin. Each
giant has 1,000 to 4,000 g.p. and 3-12 base 100 g.p. gems.

4. STORAGE ROOM: This area has been cleaned out to serve
as quarters for either 5 hill giants (H.P.: 46, 40, 38, 37, 36)
club armed, or the hill giant Chief (H.P.: 64, AC 2; fights as a
frost giant), his wife (H.P.: 41; fights as a male hill giant),
and 1 or 2 cave bears (H.P.: 42 for the Chief's bear, 35 for his
wife's) if they survived. In the former case the room will
have 5 heaps of skins for bedding, a table, 2 benches, and 2
chests. In the latter case the place will have 2 cots, 2 trunks,
a chain, 2 stools, a table, and a coffer. Usual hill giants will
have only 200 to 1,200 g.p. each. The Chief will have
brought along whatever he could salvage and carry here.
In any case, the room is illuminated by 4 torches set in wall
cressets.

5. COMMUNITY QUARTERS CHAMBER: In this large area
are housed the following fire giants — 1 "sergeant" (H.P.:
66), 3 other males (H.P.: 60, 58, 55), 6 females (H.P.: 53, 50,
47, 44, 41, 40), and 8 young (H.P.: 37, 36, 33, 28, 25, 23, 20,
17). There are 2 large beds, 5 cots, 7 bunks, 2 large
cabinets, 2 tables, 4 chairs, 4 stools, 3 buckets, 4 chests, 6
hampers, a crate, and 3 small boxes here and there. There
are torches on the walls as well as pegs holding clothing
and 7 bags. Miscellaneous gear, eating utensils, and odds
and ends are scattered about the place, too. Each male has
200 to 400 g.p. in his bag, and the females have 100 to 300
g.p. each hidden in their personal areas. All are armed with
various weapons, even the young, and there are 20
throwing rocks in the chamber.

6. SMITHY: You might wish to announce that a hammering,
obviously of metal, occasionally is heard in this area. In any
event, the hall outside this place is tinged a bloody red with
the light from the lava bed and gas jets in the smithy. A
knotty-limbed, burly fire giant (H.P.: 70) is working here.
He is the weapon and iron smith. His exceptional strength
gives him +2 to hit and +4 h.p. damage. The molten lava is
used to heat the items he works. With him are 2 trolls
(H.P.: 40, 38) who serve as his assistants. About him are 3
giant swords, some various pieces of armor and several
axe and spear heads. He is fashioning a special mace (1 to
12/1 to 8 versus man-sized/larger opponents), one of black
metal which is a +4 magical weapon he is merely doing a bit
of repair work on. If he is attacked, there is a 2 in 6 chance
per melee round that he will toss the mace into the lava bed
and destroy it if the encounter is going against him.

7. TORTURE CHAMBER: The steps lead down to this
cluttered room with a 50' ceiling (which enables even very
tall victims to be hung in chains well above the floor).
Vision range is 15'. The King's Torturer (H.P.: 59) and the
Royal Headsman (H.P.: 63) are playing knucklebones
with stakes of 7 pieces of jewelry (1,000 to 4,000 g.p. value
each), and 2 piles of gems (totalling 68 base 10 g.p. and 39
base 50 g.p.). The Headsman has his gigantic axe at hand—
a +2 weapon only when a creature at least as strong and
massive as he is employs it. If he hits with a natural 20, he
severs an arm (1 or 2), a leg (3), or a head (4, 5, or 6).
Damage from the weapon is 12 to 42 (10d4+2 weapon only)
hit points. The Torturer has a sword nearby. If both are
meleed, they will react as follows: The Torturer will grab his
opponent and attempt to throw him or her into the iron
maiden (position shown by a circle A) and slam it shut
(causing 10 to 100 hit points of damage to the victim and
trapping him or her therein until released). This requires a
"to hit" score success (which indicates that the grab and
hurl score were successful) plus another successful "to
hit" score, this time at +4, to slam the device shut. If the
Headsman is closely pressed he will grab and toss his
opponent down the well (position shown by a circled letter
B), thus inflicting 9d6 of damage (but modified by
discarding all 6s rolled, as the water 90' below breaks the
fall, so actual damage will range from 0 to 45) and trapping
the victim, possibly to drown. The Headsman requires only
a "to hit" success to do this. The Torturer will likewise
follow this course of attacking, tossing as many victims as
possible down the well until the room is cleared of
opponents. The Headsman will generally use his axe. The
stairway and the torture chamber are lit by torches. The
chamber contains a large rack, a smaller one, and 5 other
pieces of appropriate equipment, in addition to the iron
maiden and well. Various chains, bats, irons, whips, ropes,
wires, and the like are festooned about it. A table, 2 chairs,
a stool, and a large barrel of ale complete the picture.

CELLS: All cells are indicated by a "C" preceded by the cell
number. "G" is the guardroom for the cell complex. Cells
have rings set in the walls, chains, buckets, and straw
heaps.

1c. Elven female for sacrifice in the Temple. She is of highly
noble birth and will send her rescuers 10,000 g.p., 20 arrows
+1, an arrow of giant slaying, and a set of cloak and boots of
elvenkind if she escapes. The reward will come from 1 to 2
months after she leaves to return home.

2c. 8 male elves meant for sacrifice in the Temple. They are
normal elves only.

3c. Merchant being held for ransom. He is a normal human, and
he cannot pay.

4c. Empty cell. There is a one-way invisible door at the back of
this cell which opens only with a key held by the Drow at 12.

5c. 2 noble centaurs (H.P.: 30, 27) imprisoned and bound for
torture and execution. They will offer at least minimal help
to any who free them.
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6c. Empty cell.

7c. 3 gnolls being punished for insubordination, 1 is dead.

8c. Empty cell.

9c. Troll (H.P.: 36) being used for torture practice, as it was
disliked and caused trouble. It is mindless and enraged, so it
will attack instantly if given a chance, but it otherwise sits
motionless. It hits with a + 1 bonus for both attack probability
and damage.

10c. 7 gnolls (H.P.: 14, 2x13, 12 , 2 x 1 1 , 9) caught stealing gold.
They will not help any creature and if freed they will simply
run away as fast as possible.

1 1 c . 2 human skeletons.

12c. Human female ( 1 1 t h level thief: H.P.: 61; Strength 15,
Intelligence 15, Wisdom 8, Dexterity 18, Constitution 16,
Charisma 17) chained to the wall. She will gladly admit to
being a thief caught trying to find the King's treasure room,
and volunteer to aid the party faithfully for a chance to
escape. If opportunity presents itself, she will heist as much
in gems and magic as she can and then slip away, but until
then she will actually help the party. Of course, during this
time she will be casing each character to learn what he or
she carries. . . .

13c. Fire giant (H.P.: 82) hanging in chains as punishment for
failing to be properly deferential to Snurre. He is Boldo, the
King's chief lieutenant, and he will do anything to get back
into Snurre's favor. So he will happily lie to the party and tell
them he is here because he tried to prevent Snurre from
taking his current hostile course, and if he is freed he can get
several other fire giants to aid them in overthrowing and
slaying the King. Boldo will betray them at his earliest
opportunity. He is quite bright, and he will not be rash.

14c. Titan: This unfortunate is chained and drugged. He has 20
hit dice (126 hit points), is AC-1, and strikes for 7-42 hit
points of damage per attack. He is able to employ spells up
to 6th level clerical. If he were aware, he would help any
party to destroy the inhabitants of this place, although he
would certainly not mind seeing evil characters in any party
die also. Only a neutralize poison spell will remove the drug
from his system before 12 hours time (when it will be
naturally eliminated).

G. GUARD ROOM: 1 fire giant (H.P.: 58) and 3 wererats
(H.P.: 22, 19, 18) in man-form are conversing here. The
giant has his sword, a spear, and 2 boulders nearby.
Each wererat has a +1 short sword (no alignment,
abilities, etc.; these are black metal Drow-made
weapons which are simply very hard and very sharp)
and dagger. The room is torchlit, and in it are a table,
chair, stool, bench, and several kegs. On the walls are
pegs holding a bag, a cape, a shield, keys to the cells,
and a shirt. Keg #1 holds small beer, #2 holds water, and
#3 holds mead. A smaller keg on the table holds
excellent wine (and also the drug which stupefies the
titan with a mere quart or so . . .).There is a loose stone
in the floor to the east of the door. It hides a cache of 321
e.p., 608 g.p., and 212 p.p. The guard wears a brooch on
his cloak which is set with 6 50 g.p. base value gems
around 1 of 500 g.p. base value. (He knows nothing of
the secret tunnel to area 8.) If the encounter seems to
be unfavorable, the wererats will turn into rats and
escape down the drain at X in the room, thus alerting
the Drow of the party. It this happens, the Drow will
never be surprised by the party. The secret door to the
east opens into a passage about 1 ' wide and 11/2' high. It
is rough, and a man in armor could not hope to pass
along its length. Even a halfling would have to worm
down it.

8. SECRET ROOM: This place is pitch dark and is the lair of 7
wererats (H.P.: 24, 21 , 19, 18, 16, 15, 14) armed in the same
manner as those in the guardroom above. The strongest
has poison on his dagger, and #3 and #7 use it on their
swords. They will always attack by either surprise (1-3) or
complete surprise (4-6). If the encounter is going badly,
survivors will flee down the stairway to level #3, area 15,
and warn the Drow (cf. the wererat action in the
guardroom). In the secret room are 3 very heavy iron
chests, all locked, and each has a poisoned needle in the
latch which hits on a 1 2 or better. Chest#1 holds 7 pieces of
1,000 to 4,000 g.p. jewelry, 9 pieces of 1,000 to 10,000 g.p.
jewelry, and 3,200 g.p. Chest #2 contains a poison potion,
8,000 g.p., and a scroll of protection from lycanthropes.
Chest #3 fires 2 poisoned darts upwards when the lid is
opened, the darts hitting AC 10 on a 6 or better, and the
poison being such that saves are made at -1 . The chest is
empty, but an inscription covered by invisibility is written
inside the lid, and it shows where a stone in the stairs down
can be removed to reveal a ring of shooting stars, a rod of
cancellation, a scroll of 7 cleric spells (determine at
random), and 6 potions (healing, diminution, plus random-
ly determined). A very well-hidden secret compartment in
the lid of the box holding the potions holds pipes of the
sewers.

9.-11. TEMPLE OF THE EYE: Note the illusion walls which screen
this area. This place is illuminated by a strange swirling
light which seems to be part of the very air of the place.
Eddies of luminosity drift and swirl here and there, causing
the whole scene to be strange and uncertain. Distances
and dimensions are tricky to determine in the shifting light
of rusty purple motes and lavender rays. Globs of mauve
and violet seem to seep and slide around. The ceiling of the
Temple is out of visual range, 50' at the lowest, and well
over 65' where it vaults upwards.
9. Giants' Worship Area: Each pillar radiates a sense of

unease and insecurity (simulate this by making players
uneasy in whatever way you find best' in a 5' radius.
The wall to the west is a mural showing giants bowing
to a cairn of black offering sacrifices, giving gifts, etc.
The floor on this side of the column in the center is of
porphyry, the pillars of serpentine, and their well-
polished surfaces clash with each other and the
strange light as well. The scenes on the west wall grow
more horrific, showing human and giant sacrifice near
the altar (north) end.

10. Servants' & Thralls' Worship Area: The polished floor
of red and black hornblende seems to flow between the
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obsidian pillars which close off this area. Each of these
pillars radiates mild fear in a 2' radius, and if one is
touched, the creature contacting it must actually save
versus fear or run away in absolute panic. Passing
between 2 pillars causes the creature to receive 2-8
h.p. electrical damage, or double that if wearing metal
armor. The wall to the east shows a scene of various
creatures crawling, then creeping, up to huge, vaguely
squid-like creatures with 10 hairy tentacles. In the
forefront of this mass self-sacrifice are elves and men,
but there are also dwarves, gnolls, orcs, trolls,
halflings, ogres, goblins, etc. amongst the crowd.
Those near the monsters are being torn apart and the
bloody gobbets eaten as dainty morsels. There are 3 of
these ghastly things, mottled in various shades and
tints of purple and violet.

1 1 . Priest's Area: The north walI of cloudy purple stone shows an
amber-like inlay of a huge inverted triangle with a Y enclosed
in it and touching the sides of the triangle. Beneath this,
hanging on chains from the ceiling, is a black metal triangle
and cylinder. The first tier of the area is of black stone shot
through with veins of violet. The second tier is of dark gray
stone, with specks of lilac and orange and purple. The third
tier is dull black stone with whorls of plum and lavender and
splotches of red. There is a great drum of blackened skin and
chitinous material on the western third of the first tier. On the
eastern third of this tier stands a rack from which depend 9
silver cylinders. (These chime tubes are hollow and are worth
1,000 g.p. each.)
On the second tier is a huge stone altar block of dull, porous-
looking, somewhat rusty black mineral. To either side of it are
ranked large bronze braziers whose corroded green colora-
tion is particularly nauseating in this setting. To the left and
right of these braziers, set in triangular form with the point to
the south, are 2 sets of 3 candelabra, each candelabrum
having 3 branches. These are made of bronze green with age,
and each branch holds a fat black candle which burns with a
flame of leaping lavender and deep glowing purple but never
grows smaller.

Nothing save the metal triangle stands upon the third tier.
If the altar stone is touched by living flesh or hit, it will begin to
fade in color, and in 3 rounds it will become a translucent
amethyst color with a black, amorphous center. Any further
touch when the altar is thus transformed will paralyze a
creature touching it for 5 to 20 turns. If the drum is beaten, the
chimes rung, and the triangle struck while the altar is
changed, a glowing golden eye will swim into view from the
stone's writhing center. All creatures seeing the eye must roll
on the table below (d 12) to learn their fate:

1 . death

2. insanity*

3. rage (attack own party*)

4. fright and weakness (50% strength loss)*

5. age 1 to 20 years

6.-12. no effect (looked away in time)

* cured by a remove curse spell

If the 3 tentacle rods (see area 12. hereafter) are present when
the eye appears, however, and the braziers are lit, the altar
becomes transparent heliotrope in color, the black mass at
the center grows larger and shows swollen veins of purple,
and the eye is a fiery red-orange. A tentacle will come OUT of
the altar and grab the nearest living creature, draw it INTO the
stone, and whatever it was will be totally gone, destroyed. The
altar will return to its dead state, and atop of it will be the thing
most wished for by the party — or something which will

enable them to attain the end or state they most desire. If a
second summoning of this Elder Elemental God is made
within the same day, it will act as follows (d 12):

1 . Seize and devour 1-4 more creatures and then not grant
any desires

2. Strike everyone present totally blind and then not grant
any desires

3. Raise the ability score of each character present by 1 in
each category and take no sacrifice

4.-12. Ignore the whole thing

The large pillar to the east on the first tier is of malachite
and is covered with graven signs and sigils. If the correct pair
are touched, the creature touching them will be transported
to level #3, area 18. (You should devise the 24 glyphs upon
this pillar and select which 2 are the trigger mechanism.)

12. DROW CLERICS' AREA: The entrance is protected by a
powerful magic spell, a Wall of Tentacles. It appears as rough
brown-purple stone. This Wall' will require 200 hit points of
damage to destroy, it is AC -2, and can only be harmed by
magic weapons or the following spells: dispel magic removes
50 of its h.p. strength), disintegrate (destroys 100 h.p. of its
strength), or clerical symbol (of persuasion) which allows all
those of the same alignment as the cleric who cast it, and the
spell caster as well, to pass unharmed through the Wall of
Tentacles. The Wall' has 20 tentacles, each of 20' length
which strike as 10 hit dice monsters and inflict 1 to 20 points of
abrasion and constriction damage. Up to 4 can strike one
creature at the same time. The wall also has 2 beaks which
attack as 10 hit dice creatures and do 1 to 10 hit points of
damage and are poisonous. Drow can freely pass through it.
If any other creature touches the Wall', it will grasp it and set
off a hissing and champing noise to alert the occupants of the
chamber beyond it. If the thing is forceably attacked and
damaged, it will then flail out with its tentacles and inflict
damage. If it is damaged so as to be less than 100 hit points
strength, or if it is attacked by any type of spell or spell-like
magic (such as a wand attack) it will generate darkness, 20'
radius, and begin biting with its beaks if any creature comes
or is brought close enough. (Note that the dark is only on the
outside of the Wall'.).
The inner chamber is lit by sconces with the same non-self-
consuming black candles as are in the Temple, so the
illumination is dim and eerie. The walls are hung with purple
cloth, and the floor is thickly carpeted in black. The inner
room is screened off from the other by a brocaded hanging of
black with thickly carpeted in black. The inner room is
screened off from the other by a brocaded hanging of black
with orange, gold, lilac, and mauve. There are 3 Drow herein,
each of whom will be detailed hereafter. The antechamber is
the quarters of 2 lesser priests. In it are 2 low black couches,
each inlaid with silver. To one side is a round table and 2 arm
chairs. At the foot of each couch is a low table with a basin and
ewer of jasper (3,000 g.p. value per set). There are small stools
and enameled coffers also. 2 chests hold personal effects. A
huge wardrobe of ebony contains the clerics' vestments — 2
black underrobes, 2 mauve cassocks, and caps and sashes of
black with mauve embroidering. Coffer#1 holds a scroll with
a cleric spell (word of recall) and 3 bars of black metal
(adamantite worth 3,500 gold pieces each) which weigh 100
g.p. apiece. Coffer#2 contains 100 of each type of coin, each
type in its own black leather pouch, and a pouch of 100 base
50 g.p. gems. A copper brazier near the door gives off an
incense smoke which is sweet, cloying, decayed-smelling,
disgusting, and euphoric all at once.
The inner room is the sanctuary of the priestess. It is candle-
illuminated, although two small braziers of black and silver
are burning also. The walls here have certain tapestries of
suggestive (or lewd) nature. The furnishings include a large
bed, 2 small tables, 3 coffers, a buffet, a cabinet, a large

24



wardrobe, 2 divans with a low chest between them, a dressing
table and chair, a large silver mirror (worth 500 g.p.), 2
hampers and 2 chests. All furnishings are of ebony or black
stone. Silver inlay is usual. The wardrobe holds various
garments and the priestess' vestments of mauve, black, and
plum, stitched with gold. This garment is set with 10 violet
garnets (500 g.p. each), 10 topazes (500 g.p. each), 10 black
opals (1,000 g.p. each), and 10 oriental amethysts (1,000 g.p.
each). (All stones are shown at base value.) Note that it is
covered with a plain black wrapper to protect it. On the
dressing table are 2 combs, a brush, 4 pins, and 10 unguent
and cosmetic jars. These items are of onyx and silver, set with
tiny gems. Each is worth 200 to 800 g.p. The chests and
hampers hold her personal effects. The buffet and cabinet
hold eating utensils, jars of spiritous liquors, tableware, etc. A
coffer on the low chest between the divans has a poison gas
trap (fills the whole area) and contains a scroll of 3 spells
(gate, unholy word, restoration). A coffer near her bed
contains 6 potions (poison, fire giant control, human control,
philter of love, polymorph (self), philter of persuasiveness).
Beside her bed on a small table is an ewer, basin, and goblet
made from lapis-lazuli (each is worth 5,000 g.p.). A small
screen of ebony, inlaid with amber (worth 1,500 g.p.) sets off
a dressing area in the southeast corner near the wardrobe,
where a low-backed chair stands with a gown thrown over it.
(This effectively hides the use of the secret door.)
The Drow clerics in this chamber are:

CURATE #1: (4th level; H.P.: 24; Strength 9, Intelligence 17,
Wisdom 16, Dexterity 16, Constitution 15,
Charisma 15; AC 0 = +1 shield, +1 chainmail,
and +2 dexterity bonus.) This male Drow is
clad in black with violet trim. He is armed with
a lesser tentacle rod, 4' long, with 3 tentacles of
rubbery purple substance. When the cleric
strikes at an opponent with this rod, each of
the arms attacks as a 3 hit dice monster, +3
bonus, and causes 3 hit points of damage. If all
3 strike successfully, the victim suffers double
damage (18 h.p.) and is slowed for 9 rounds. It
is activated by the ring worn by the cleric. (The
ring is of hematite with a rune carved on it and
is worth 500 g.p.) He has the following spells:

First Level: cause light wounds, darkness,
fear, fear, resist cold

Second Level: chant, hold person, silence
(15' r.), snake charm

CURATE #2: (4th level; H.P.: 24; Strength 10, Intelligence
12, Wisdom 16, Dexterity 17, Constitution 10,
Charisma 15; AC -1 = +1 shield, +1 chainmail,
and +3 dexterity bonus.) This male Drow also
has a ring and lesser tentacle rod, but this rod
has arms of more reddish color and 3
simultaneous hits causes total weakness in
either the right or left arm, making that
member useless for 9 rounds. It is otherwise
like the other of its kind. His robe of black has
pale green trim. The spells he has prepared
are:

First Level: cause light wounds, cause
light wounds, fear, curse,
resist cold

Second Level: chant, hold person, hold per-
son, silence (15' r.)

EHP'SS: This strangely attractive female is dressed in
silver-embroidered black garments, with a
small black metal cap which allows her silver
hair to float free. She is Eclavdra (10th level
cleric/fighter; H.P.: 60, Wisdom 17, Dexterity
18, Constitution 10, Charisma 18; Armor Class
-8 = +3 shield, +5 chainmail, and +4 dexterity
bonus), the one who fomented all of the
trouble. She has a +4 mace on her belt. She

wears a ring of amber set with an amethyst
(2,500 g.p.) to control her great tentacle rod of
6 violet arms which strike as 6 hit dice
monsters, +6 bonus "to hit", and inflict 6 h.p. of
damage per hit. If 3 hit simultaneously, the
victim is numbed and strikes at -4 on attacks
for 3 rounds, and if all 6 hit simultaneously the
victim loses 1 point of dexterity, permanently,
in addition to being numbed for 6 rounds. She
has these spells:

First Level: cause light wounds, curse,
darkness, fear, resist cold (x2)

Second Level: hold person, hold person,
know alignment, silence
(15' r.), silence (15' r.), silence
(15' r.)

Third Level: blindness, dispel magic,
prayer, disease

Fourth Level: cause serious wounds, cure
serious wounds, poison

Fifth Level: flame strike, true seeing

In addition, all of the Drow can employ the
following spells once per day:

dancing lights, faerie fire, darkness, detect
magic, know alignment, levitate

The EHP'SS is also able to use these spells
once per day:

clairvoyance, detect lie, suggestion, dispel
magic

These Drow clerics speak all of the giant
tongues, and troll and gnoll as well.
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13. GUEST CHAMBER: 6 frost giants (H.P.: 61 , 59, 58, 55, 52, 49)
who are messengers from the Jarl will be here unless the Jarl
and his wife survived the adventure in their area. If the Jarl
and his wife (H.P.: 80, 70; AC 1 , AC 4) are here, he fights as a
cloud giant +4, she as a fire giant, and there will be but 2 of the
others in the chamber to serve as guards near the door. The
place is only dimly lit by a few torches. There are 8 cots, a long
table, 2 benches, 2 chairs, 3 stools, 2 buckets, 6 chests, a large
box, and a cabinet in the room. There are hides on the floors
and pelts on the cots. Pegs hold clothing and several bags (2-
5). Each giant has 100 to 400 g.p. The Jarl will have whatever
loot he managed to salvage from his stronghold.

14. GUEST CHAMBER: 2 cloud giants (H.P.: 78, 64), a noble and
his lady(?) from the Ulsprue Mountains, have come to hear
King Snurre tell why his warfare will profit them, and make
them more powerful. The giants have 2 spotted lions (H.P.: 34,
30) as watch-animals at the door. The male has a ring coat
(AC 1 ) and both have great morning stars and throwing
boulders nearby. The female wears a thick fur garment which
makes her AC 2. The chamber contains 2 very large beds, 2
wardrobes, 2 small tables, a large table, 2 chairs, 2 stools, 2
buckets, a cabinet, a bench, and 4 chests. There are tapestries
on the walls, rugs and hides on the floor, and furs on the beds.
The place is torchlit. On the small table near the bed to the
south is a platinum box set with moonstones and sunstones
(value 5,000 g.p.). It holds 78 100 g.p. base value gems, a
present to them from the King.

15. TROLLS' CHAMBER: 18 troll guards (H.P.: 41, 37, 3x36, 35
2x34, 33, 31, 3x30, 29, 28, 26, 24, 22) nest here. 4 of their
number stay in the north passage, and 4 stay in the passage
south. Each of their positions is shown by an X. The other 10
monsters remain in the large room. Each has a heap of sticks,
bones, hide and skin scraps, and other nauseous material.
Each has 10 to 100g.p. hidden in their nest. There are dozens
of various pole arms, morning stars, and swords heaped in the
middle of the room. These are to arm the gnolls.

16. THRALL PEN: 42 unarmed gnolls (assume each will take 10
hit points) dwell here. Each has a heap of straw and a hide
cover. Although not free, they will never help humans for any
reason. They will gladly arm to fight intruders if given the
chance.

17. THRALL PEN: 28 unarmed gnolls (assume 12 hit points each)
dwell here. See 16. for details.

KEY TO LEVEL #3
Referee's Notes: Level #3 is all natural, the tunnels and caverns
showing no marks of being hollowed out except for the
entranceway to the level from above and where the exit from the
level is (beyond the River of Lava in the northwest corner). The
areas of the level are dark and still. Only a few are lit— such as the
lava cavern and where the fire giants have gathered at area 5. All
passages are at least 15' high, small caves are 20' or so from floor
to ceiling vault, and large caverns are anywhere from 25' to 75'
high (areas 7. and 19. - 20. should be treated as among the
highest). A few patches of phosphorescent growth can be added
— the light making it possible to see movement across it but not
sufficient to illuminate an area. If the party were to remain still,
they might hear water dripping and perhaps a far distant echoing
of stone striking stone — but only a singular occurrence. As is
usual with natural areas, do not worry overmuch about describing
direction of passages and walls of caves and caverns, let alone
size and shape. Primitive mapping techniques under stress
conditions would develop just about the same sort of chart as
your players will when they explore this level . . . wretched, but
sufficient to get from place to place. If they have made it this far,
they do not need any help from the DM!
Wandering Monsters:
Encounters occur 1 in 12 (d 12), check each turn.
1 . 3-12 wandering trolls
2. 2 fire giants and 2 hell hounds patrolling
3. 4 Drow watchers, 3 in 4 to pass the party unseen (1

fighter/magic-user of 7th/6th level and 3 2nd level fighters, all
armed and equipped as is usual for Drow here).

Encounter Areas.

1. CAVERN: 3 ropers (H.P.: 60, 48, 39) of 12, 1 1 , and 10 hit
dice respectively dwell here and conceal themselves
amongst the natural stalagmite formations. They will be
75% likely to wait until prey is towards the center of the
area before attacking. Each has 1 base value 100 g.p. gem
per hit die in its internal digestive organ. Note that the
cavern is fairly colorful, having many reddish, pale yellow,
and shining blue-gray rock formations which glisten in
the light of torches or lanterns.

2. GLOWING CAVE: This small offshoot of the cavern which
runs north and south is filled with luminous plant growth
and contains 12 hungry fire beetles (H.P.: 2x10, 9, 8, 3x7,
2x6, 2x5, 4). 1 to 4 of their number will be on the ceiling
and drop upon any creatures entering their lair, always
surprising them unless 1 or more of the party is looking
upwards. These creatures served as a source of gifts for
the frost giants in the past. They have no treasure.

3. CAVERN: As the long cavern hooks eastward and
terminates, it provides a lair for 2 large fire lizards (H.P.:
66, 54), a mated pair of false dragons with a clutch of 3
eggs. Both are quite old and their skins are reddish gray
with large mottlings of red orange, so at first glance they
are 80% likely to be mistaken for red dragons. Their nest
has several dozen shiny rocks, but none are gems.

4. CAVE: 4 hell hounds (H.P.: 41, 38, 35, 30) of 7 hit dice are
on guard here. They will give voice if they detect any
intruder. No treasure is here.

5. CAVERN: 8 fire giants (H.P.: 63, 62, 59, 57, 56, 55, 53, 49)
are stationed here as a guard and reserve by Snurre's
order (and he got his instructions from the Drow, of
course). At either end of the place one of their number
watches; these positions are indicated by a "G". Each
giant is armed with a sword, spear, and has several
boulders nearby for throwing. They have no treasure,
although there will be piles of hides thrown for bedding, a
hamper or two, some personal wear, and 8 bags in the
place. In crisis situations, this is where King Snurre,
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Queen Frupy, and/or other important fire giants and
guests will retreat to. In the event they do, there will be
whatever goods they salvage in the cavern as treasure.

6. GREAT VAULTED CAVERN. In the middle of this place is
a permanent illusion of a huge sleeping red dragon atop a
mound of treasure (cf. 7. below). What is actually there is
a gorgon (H.P.: 43) which has been charmed and
instructed to ignore such creatures as hell hounds and
fire giants and trolls. It obeys Drow, of course. If any
creature speaks to it in the common tongue or in the
language of red dragons it has been instructed to stand
quietly but to breathe upon the creatures as soon as they
are seen and within range. There is no treasure in the
cavern.

7. TREASURE TROVE CAVE: Here sleeps a real red dragon,
an ancient male, very large, with 88 hit points and an
armor class of -1. Brazzemal is his name, and he speaks
and uses spells:

First Level: detect magic, erase
Second Level: ESP, mirror image
Third Level: invisibility (10' r.), protection from normal

missiles
Fourth Level: confusion, polymorph (other)
If the boulder is moved he will certainly awaken and use
his ESP spell to find out who intrudes upon his privacy. If
cornered and in desperate straits, the dragon will swear to
anything in order to save its life. Brazzemal is persuasive
and deceitful, of course, and his real desire will be to slay
and devour the party. He has:

Treasure Item
19,830 c.p.
46,010 s.p.

8,700 e.p.
22,475 g.p.

800 p.p.

222 base 10 g.p. gems
51 base 100 g.p. gems

31 pieces of jewelry worth
200-800 g.p. each

1 1 jeweled weapons, assorted man-sized,
worth 300-1800 g.p. each

1 jeweled necklace worth 2,000 g.p.

2 silver mirrors worth 300 g.p. each
1 1 gold service pieces worth

500 to 3,000 g.p. each
17 silver or electrum service items

worth 100 to 1,000 g.p. each
12 ivory statues with inlays of

gems and/or precious metals
worth 200 to 2,400 g.p. each

4 jade carvings/figurines worth
1,000 to 8,000 g.p. each

1 idol of bloodstone worth 1,900 g.p.
1 scroll of 7 magic-user spells

(determine randomly)
1 (red) dragon slaying sword in jeweled

scabbard worth 6,000 g.p. (all abilities
to be determined randomly)

1 fire elemental gem
4 fire resistance potions
8 jars of rare unguents and perfumes

worth 200 to 2,000 g.p. each
1 suit of magic armor +4 sized

for a human

Kept
Loose (in pile)
Loose, 25,000 in 5

chests
Loose
Loose, 2 chests of

7,000 each
In malachite box

worth 1,000 g.p.
Loose
In silver egg worth

500 g.p.
Loose

Loose

In ivory case worth
400 g.p.

Loose
Loose

Loose

Loose

Chest

Loose
In crystal casket

worth 3,400 g.p.
Loose

Loose
Coffer
Loose

Loose
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All worthwhile treasures are covered by heaped coins.
(To search through this pile will take a VERY long time!).
Note that Brazzemal has another quantity of gems
pressed into his stomach to protect it. There are 666 base
1 g.p. gems there. If struck by cold or electricity or similar
magical attacks, from 60% to 90% will be destroyed when
he is killed.

8. CAVE: This is a Drow guardroom, with 1 6th level (H.P.:
35), 2 4th level (H.P.: 24, 21) and 6 2nd level (H.P.: 14,
3x12, 2 x 1 1 ) fighters. The 3 leaders are equipped with +2
chain and +2 shield, which with dexterity bonus of +2
gives each AC -2. The others are in +1 chain and normal
shield, AC 1 with dexterity bonus. Each is armed with +1
dagger, +1 short sword, and hand crossbow with a belt
case holding 9 poisoned darts. (See the treatise on the
Dark Elves herewith for details of this poison.) Two
sentries are on duty at all times in the entry passage. The
Drow are clothed in black capes, soft boots of black hide,
and wear hoods over their helmets. The room has only
their bedrolls and some miscellaneous gear. Each of the
Dark Elves carries 1 to 10 p.p. per level. Remember the
spell ability of these creatures!

9. WIDE PASSAGE: 1 2 piercers make this their home, and
they await the unwary prey patiently. The floor of the
place is strewn with shattered skulls and bones. Amidst
these gleaming white remains glints a gold necklace set
with 5 gems (1 500, 2 100, 2 50 g.p.) worth 1 ,100 g.p. The
piercers are:

2 of 1 hit die each; H.P.: 5, 3
4 of 2 hit dice each; H.P.: 12 , 1 1 , 2x10
4 of 3 hit dice each; H.P.: 16, 13, 2x12
2 of 4 hit dice each; H.P.: 22, 19

10. SINGING CHAMBER: This small place has excellent
acoustics, and the drops of water falling into the pool
along the southwestern portion of the wall make a
pleasant musical sound which can be heard for 60' in the
quiet, and at 30' distance in normal conditions. The pool
edge is lined by a huge gray ooze blob (H.P.: 24) and
another (H.P.: 17) lays along a ledge 1 1 ' high in the
southeast of the place.

1 1 . - 1 3 . STINKING CAVERNS: All of these spaces are inhabited
by troll servants of King Snurre, and the stink which
comes from these creatures, their nests, and what they
leave about is noticeable in the corridor which leads
southwest from area 9. Their chieftain is in area 13. Note
how they will support each other.

1 1 . 13 trolls (H.P.: 37, 35, 2x33, 3x30, 2x26, 24, 22, 20, 19),
each with the typical messy mound of sticks and
bones and other noisome things. In each nest are 5 to
50 of each type of coin. If they hear a disturbance at
12., they split into two groups and move there to
attack.

12. 16 trolls (H P.: 36, 2x34, 33, 32, 31 , 30, 3x29, 2x28, 25,
22, 17, 14) as above. They move in 2 groups to area 1 1 .
if they hear combat.

13. 27 trolls (H.P.: 41 , 39, 38, 36, 2x33, 4x32, 2x31, 29,
2x28, 27, 2x24, 23, 20, 18, 3x17, 16, 15, 12). The
chieftain is the strongest (41 hit points), and the other
2 strong trolls are his lieutenants. If they hear
suspicious noises, or if they are assaulted, the trolls
will use the multiple passages to surprise and
surround their attackers, leaping upon them to tear
them to shreds. The 3 leader-types nest in the
southeastern spur of the cavern, and each nest will
contain 100 to 400 of each coin type. The chieftain will
have 5 to 30 gems of base 100 g.p. value and a jeweled
mace worth 6,500 g.p.



14. NARROW CAVERN: This place is striated with layers of
blue and green and greenish-blue deposits and streaks.
There is green slime growing on the passage roof and in
the pool of water at its end. The slime on the ceiling covers
about 40' of space just south of the pool, and it will drop 1
in 6 per creature per round, i.e. check for each member of
the party under its growth area, a 1 on a six-sided die
indicating that the slime has dropped upon them. There
are 36 agates (base value 10 g.p.) in the pool of water, and
any creature reaching in to get these stones is 50% likely
to have the slime attack. The slime in the pool blends with
the greenish rock of the pool.

15. GRAY CAVERN: This dark-colored place is the Drow
strong point, and 2 guards watch each of the 6 ways which
meet at this cavern. There are 6 other guards. These 18
Drow are all 3rd level fighters, each with 18 hit points.
Each is equipped with +1 shield, +1 chainmail, and has a 2
+2 dexterity bonus, so armor class is 0. All 18 are armed
with +1 dagger, +1 short sword, hand crossbow, and 10
poisoned darts (1 in the crossbow, 9 in a belt case). To the
east are several higher level Dark Elves:

- 5th level fighter (H.P.: 30) with +2 shield and +2
chainmail and a dexterity bonus of +4 AC -4, armed as
above, but her sword is +3.

- 9th level fighter (H.P.: 54) with +3 chainmail and a
dexterity bonus of 3 for AC -5; she is armed with +3
short sword, a +3 mace, and an atlatl with a poisoned
javelin.

- fighter/magic-user of 4th/6th level (H.P.: 30) with +2
chainmail and a ring of protection +3 with a +3 dexterity
bonus for an armor class of -3. He is a minor noble with 8
strength, 17 intelligence, 12 wisdom, 17 dexterity, 9
constitution, and 12 charisma. He is armed with a +2
short sword, a + 3 dagger which is poisoned in the usual
manner, and a wand of viscid globs. The latter weapon
is a metallic baton which has 79 charges; each blob
covers an area of 4 square feet with a gummy substance
which adheres various things together—hands to items
held, arms to shields, members to bodies. That is,
whatever is covered by it will stick permanently to any
other such object. It is cut by alcohol, however. The
wand has a range of 6". The bond of the blob is stronger
than the substances bonded, and very strong creatures
will tear themselves apart trying to get free if enough
effort is exerted. A saving throw applies (but blobs that
miss must hit somewhere!). He has the following magic
spells:

First Level: charm person, charm person, shield, ven-
triloquism

Second Level: ray of enfeeblement, mirror image
Third Level: lightning bolt, slow

Each Drow has 1 to 10 p.p. per level of his or her
experience. Each above 4th level has 1 base 100 g.p. gem
per level, double if multi-classes. Remember that the Dark
Elves have innate spell abilities. All have:

dancing lights, faerie fire, darkness

Those above 4th level also have:
detect magic, know alignment levitate

All females (2 only here) have:
clairvoyance, detect lie, suggestion, dispel magic

16. SMALL CAVERN: Note that where the arrows are shown
to the north of the entry passage there is a metal sphere
trap. A fine trip wire is set so that as an intruder enters the

cavern it triggers a torrent of small iron spheres which
pour into the last 20' of the passageway and first 10' of the
cavern. These 1/4 inch diameter balls make a loud noise,
and any creature in the area has a 5 in 6 chance of falling
down for the first 3 rounds after they are released, and a 2
in 6 chance for the next 3 rounds thereafter, unless it
instantly stands still and does not move its feet. Naturally,
still targets are easier to hit, and dexterity bonuses are
cancelled. Creatures which fall are not able to attack, and
they lose both shield and dexterity benefits.
There are 9 female Drow in the place. 8 are 4th level
fighters, special guards (H.P.: 28, 26, 25, 3x24, 22, 21).
Each is equipped with +2 shield, +2 chainmail, and has +3
dexterity bonus, so armor class is -3. Each is armed with
+2 dagger, +2 short sword, hand crossbow (on belt), case
and 9 darts, and an atlatl and 3 javelins. All of these
missiles are poisoned in the usual manner with a
paralyzing agent which makes victims lose their senses
for 2 to 8 turns. These 8 guards protect Nedylene, a
cleric/fighter noble generally opposed to anything
Eclavdra attempts. She is here to check up on her rival,
and she will be suspicious of any creature entering her
current abode. On the other hand, she will not be adverse
to seeing her rival's plans go wrong. Nedylene is an 8th
level cleric/7th level fighter (H.P.: 48; Strength 13, Intelligence
15, Wisdom 17, Dexterity 16, Constitution 1 1 , Charisma
17) clad in +5 chainmail, with a +3 buckler (AC -6). She is
armed with a +3 mace and a demon staff. (The magical
demon staff allows the wielder to cause fear in whomever
it touches — no saving throw, inflict 4-24 hit points of
damage which can only be healed by the passage of 1 full
day of time per hit point upon any creature it touches, call
forth a Type 1 demon, or turn the holder into a Type III
demon for 5 rounds. Each of these functions operates but
once per day, and if the demon summoned is slain, the
creator of the staff will exact a high price.) The latter
weapon is a black leather-like staff, very strong, and
carved with disgusting scenes and vile runes. Nedylene
has the following spells in addition to those which all
Drow of her level and sex have in common:

First Level: curse, cure light wounds, cure light wounds,
cure light wounds, protection from good

Second Level: detect charm, find traps, hold person, hold
person, silence (15' r.)

Third Level: blindness, dispel magic, prayer, remove curse

Fourth Level: cure serious wounds, neutralize poison

17. JEWELED CAVERN: If light strikes these formations, the
mineral deposits here make the place glitter and sparkle
as if it were sown with jewels. It is breathtakingly beautiful,
and is the current lair of 3 mind flayers (H.P.: 44, 41, 38)
who have decided to see what is going on with their
friendly enemies, the Drow. They plan to observe events,
and the Dark Elves ignore them. Each mind flayer carries 2
to 1 2 base 100 g.p. gems (bribe money) and they have an
amulet of the planes and a tome of clear thought in a small
black metal box which can only be opened by persons of
18 or greater intelligence.

18. SMALL CAVERN: This is a guardroom which is exactly
the same as area 8. above. Refer there for details.

19.-20. RED CAVERN OF INFERNALNESS: This huge space is lit
up in reddish light by the bubbling, steaming river of
molten lava which flows through the place. The cavern
stinks of sulphur and heated rock, and the temperature
there is very hot, although a strong draft cools it
somewhat. The roof is no less than 60' high.
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19. Venting gases of flame and smoke. Amidst this
vaporous inferno are 2 salamanders (H.P.: 45, 38) who
are enjoying a change of clime. The flames and smoke
make them impossible to see beyond 30'. They are
totally neutral with respect to whom they attack,
although they know and respect the Drow. They have
no treasure. Note that a rope bridge is suspended from
this area to 20., about 15' above the lava river.

20. Secluded section of the cavern which serves as the
meeting place and council chamber for Eclavdra and her
minions. Currently at this place are 6 2nd level male
fighters (H.P.: 14, 12, 3 x 1 1 , 10), 3 4th level female fighters
(H.P.: 30, 27, 23), and an 8th level female fighter (H.P.:60)
particularly favored by Eclavdra. The lesser fighters are
AC 1 (+1 buckler, +1 chainmail, +1 dexterity bonus) and
armed with a +1 short sword, +1 dagger, and hand
crossbow with 10 darts. The commander has +3 shield, +5
chainmail, and a dexterity bonus of +1 (AC -5). She is
armed with a +4 short sword, and a hand crossbow with 6
poisoned and 3 magical darts (stunning — causes
creature hit and all within 10' radius to be stunned for 1-4
melee rounds, double that for target creature, due to
concussion and noise; blinding — effects are the same as
the stunning dart due to the flash of the dart when it
explodes; and vapors — which generates a cloud of
stinking fog-like vapors 30' x 30' x 20' in proportion when
it impacts). Note that Eclavdra will be here with as many of
her followers as survive if things go badly on level #2. In
addition to bedding and a small amount of personal gear,
there is a chest holding 2,000 p.p. and 200 gems of 100
g.p. base value hidden under an illusion to look like a rock
formation in the far northeastern corner of the place.
The commander has a small coffer which contains 2
speed potions and 2 extra-healing potions. These will be
used by the Drow if necessary. A constant watch is kept
on the east entry to the cavern, and if intruders come, the
Dark Elvenfolk will know of it. If threatened by powerful
characters, the Drow will flee to safety back down the
passage from whence they came here, i.e. the one to the
north-northwest: This way is protected by A:

A. This is the location of a huge, charmed lurker
above (HP.: 63) which causes 2-8 hit points of
damage when it constricts its victim(s), and it will
smother such in but 2 to 4 rounds. It will fall upon
any creatures which pass under it after a command
is given to it by Eclavdra.

Equipment for a pair of hoists, derrick-like machines with straps
for cargo of any sort — even large animals, will be found in nooks
on either side of the river of lava. It will take several hours to set
these hoists into working position, but once done they will not be
disturbed. Your players will be able to move supplies and pack
animals across the river of lava when they are ready for the next
adventure!

(Special Note to the Dungeon Master: If your players have
enjoyed these scenarios and you intend to continue it with the
balance of the modules which follow, the party will find an
adamantite tube when they search area 20., a scroll, and a map
accidentally (?) dropped by one of the fleeing noble Drow. The
scroll contains a wish spell. The map is a continuation of the Drow
escape route, showing a vast maze of passages on a large scale.
There are three cryptic areas on it, which could indicate the
whereabouts of vast subterranean cities or other strange places
which are far deeper than any dungeon known. This map will be
included for your players in the next module, DESCENT INTO
THE DEPTHS OF THE EARTH, ADVANCED DUNGEONS &
DRAGONS DUNGEON MODULE D 1-2. and a copy with full
annotation will be included for the DM.).

THIS ENDS THE EXPEDITION TO SNURRE'S HALL

DROW (Dark Elf)
FREQUENCY: Very Rare (at best)
NO. APPEARING: 5-50
ARMOR CLASS: 4 (and better)
MOVE: 12" (females 15")
HIT DICE: 2 (and better)
% IN LAIR: 0
TREASURE TYPE: Individuals: N(x5), Q(x2)
NO OF ATTACKS: 1 or 2
DAMAGE/ATTACK: By weapon type
SPECIAL ATTACKS: See below
SPECIAL DEFENSES: See below
MAGIC RESISTANCE: 50% (and better)
INTELLIGENCE: Mean: Highly intelligent
ALIGNMENT: Chaotic Evil
SIZE: M
PSIONIC ABILITY: Unknown

Attack/Defense Modes: Unknown

Ages past, when the elvenfolk were but new to the face of the
earth, their number was torn by discord, and those of better
disposition drove from them those of the elves who were selfish
and cruel. However, constant warfare between the two divisions
of elvenkind continued, with the goodly ones ever victorious, until
those of dark nature were forced to withdraw from the lands under
the skies and seek safety in the realm of the underworld. Here, in
lightless caverns and endless warrens of twisting passages and
caves hung with icicles of stone, the Dark Elvenfolk, the Drow,
found both refuge and comfort. Over the centuries they grew
strong once again and schooled themselves in arcane arts. And if
they were strong enough to face and defeat their former brethren
in battle, the Drow no longer desired to walk upon the green lands
under the sun and stars. They no longer desired a life in the upper
world, being content with the gloomy fairyland beneath the earth
that they had made their own. Yet they neither forgive nor forget,
and above all else they bear enmity for all of their distant kin —
elves and faeries — who drove them down and now dwell in the
meadows and dells of the bright world. Though they are seldom if
ever seen by any human or demi-human, the Drow still persist,
and occasionally they enter lower dungeon levels and consort
with other creatures in order to work out their schemes and inflict
revenge upon those who inhabit the world above.

Description: Drow are black skinned and pale haired. They are
slight of build and have delicate fingers and toes. Their features
are somewhat sharp and ears are pointed and large, but this does
not make them unhandsome. Their eyes are very large, being all
iris and pupil. Male drow are of thin build, about 5' tall, have dead
black skin and dead white hair, and the irises of their eyes are
orange to orange-yellow. Females are slender and shapely, about
51/2' tall, and have glossy black skin and shining silvery hair. The
eyes of female Drow are amber, though a few are said to possess
irises of lambent violet.

The usual Drow fighting/traveling garb includes a pair of black
boots and a hooded black cloak which comes to the ankles of the
wearer. The boots are simply black boots of elvenkind manufac-
tured of a different sort of material. The cloaks are woven of spider
silk and some unknown fiber which combined with the silk makes
them very strong, slippery, supple, and nearly impossible to
detect in dungeon-like surroundings. Thus, in boots and cloaks
the Drow are 75% undetectable unless they are moving/attacking
within 20', the former in direct view of an observer. Drow cloaks
are usually not harmed by blows from weapons, as they slide
aside and do not tear easily, nor are they easily burned (+6 on
saving throws versus all fire attacks). However, these garments
are very difficult to tailor, and to be effective, the cloaks must
neither be above the ankles nor dragging on the ground. Any
alteration of a Drow cloak requires a saving throw of 76% or
better. Less than this score indicates the material frays and will
ravel away when worn, so the cloak is useless.
Drow wear a fine mesh armor of exquisite workmanship. It is an
alloy of steel containing adamantite, and even the lowliest
fighters have in effect +1 chainmail, with higher level Drow having
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+2, +3, +4, or even +5 chainmail. Small bucklers are also used,
shields of unusual shape, those of greater experience level and
importance in the society having bucklers fashioned of adaman-
tite so as to be +1, +2, or +3 value.

The extraordinary nature of the Dark Elves' armor and weaponry,
their magic-like but non-magical plusses, is due only in part to the
adamantite alloy from which they are fashioned. The value of this
alloy is that when it is exposed to the strange radiation in the Drow
homeland (see MODULE D3, VAULT OF THE DROW) for a period
of a month its magical bonuses come to the fore. If the item is
kept from this radiation for more than a month, it loses the bonus
and becomes merely a finely made item of normal sort.

Regardless of the number of Drow appearing, there will always be
one higher level. Drow males are all 2nd level fighters. Some are
as high as 7th level in fighting ability. Males are also magic-users,
some as high as 12th level. The female Drow are also 2nd level
fighters, some being as high as 9th level. Most Drow clerics are
female, and no upper limit to their level of ability is known. No
male Drow cleric is able to go beyond 4th level.
If more than 10 Drow are encountered there will be in addition a
male who is a fighter/magic-user of at least 3rd level. If more than
20 are encountered, there will be a female fighter/cleric of at least
6th level clerical ability in addition to the male fighter/magic-user.
If more than 30 Drow are encountered, 1 1 to 16 will be females, the
leader will be a cleric/fighter of at least 8th/7th ability level, the
male fighter/magic-user will be at least of 5th/4th ability level, and
each will have an assistant of levels as previously shown for the
type in smaller party sizes.
Somewhere deep beneath the earth there are rumored to be vast
caverns which house whole cities of these creatures, cities of
natural and carven stone and minerals, places of weird and
fantastic beauty, metropolises of the Dark Elves which are filled
with the precious metals and jewels delved from the very core of
the earth. But these delicate crystalline cities are also said to be
the haunt of such monsters as the dreaded mind flayer and other
subterranean horrors. It is told that demons walk freely amongst
the Drow, for the Dark Elves regard them as benefactors and
friends and so actually consort with them gladly.
As described, all Drow move silently and with graceful quickness,
even wearing their black mesh of armor. Each Drow carries a
small amount of personal wealth in a soft leather bag worn around
the neck beneath his or her mail. In addition, they arm themselves
with long dagger and short sword of adamantite alloy (+1 to as
high as +3 or +4 borne by noblefolk), 50% or more carry small
crossbows which are held in one hand (6" range light crossbow)
and shoot darts coated with a poison which makes the victim
unconscious. Save is at -4. They inflict 1 to 3 hit points of damage
in addition. Some few Drow also carry adamantite maces (+1 to +5)
and/or small javelins (also poisoned) with atlatls (9" range, +3,
+2/+1 to hit at short/medium/long range).
Drow have superior infravision of the 12" range variety, move with
silence and blend into shadows with 75% likelihood of success.
Thus, they are 75% likely to surprise opponents. The Drow are
only 121/2% (1 in 8) likely to be surprised by opponents. They are
also both intelligent and highly coordinated, being able to use
either or both hands/arms for attack and defense. They make
saving throws versus all forms of magic (clerical included) spells,
whether from the caster or from some device, at +2. Drow magic
resistance increases by 2% for each level of experience they have,
with multi-classed individuals gaining this bonus for but one of
their classes (the highest). Thus, a 7th level Drow is 64% resistant
to any magic, and he or she will save at +2 against any magic
which does affect him or her.
Because the Drow have dwelled so long in the dark labyrinthine
places under the surface of the earth, they dislike bright light.
They will not venture forth into daylight except on the cloudiest,
gloomiest days. If within the radius of a light or continual light
spell the Dark Elves are 90% likely to be seen, they lose 2 from
their dexterity, and all attacks made are at -2 on "to hit" dice rolls
— +2 on saving throws against such attacks as applicable. If they

are attacking targets inside the radius of light or continual light
spells, the bright illumination causes them to suffer a "to hit" dice
penalty of -1, and the converse +1 on saving throws against such
attacks is awarded to the target creatures. If bright light exists, it is
75% likely that the Drow will retire from the situation because of
the illumination, unless such retreat imperils one of their number
or would otherwise be harmful to their desired ends or expose
some important feature to the light-bringing intruders. In any
event, such light sources as torches, lanterns, magic weapons,
fire beetle essence, or faerie fire do not adversely affect the Dark
Elves' performance.
Drow are able to speak common tongue, gnome, elven, and their
own language in addition to the other tongues which their level of
intelligence allows. Many know the languages of the various
races of creatures which speak and dwell underground. All of the
Dark Elves also have a silent language composed of hand
movements, and this means of communication is capable of
conveying virtually any information. When Drow are within 30' or
less of each other, they also use facial and body expression,
movement, and posture. These latter alone are capable of
conveying considerable information, and when coupled with
hand/finger movements the whole is as erudite as any spoke
speech.
All the Dark Elves can use the following spells once per day:
dancing lights, faerie fire, darkness. Those above 4th level are
able to detect magic, know alignment, and levitate once per day.
Drow females can use the following spells once per day:
clairvoyance, detect lie, suggestion, dispel magic. Drow have
powers which are the same as dwarves with respect to stone and
things underground. They also detect hidden or secret doors as
elves do.
Drow abilities are determined as follows: Strength: 8 + 1-6 (6 + 1-4
for males), Intelligence 12+ 1-6 (10 + 1-8 for males), Wisdom 8 + 1-
10 (8 + 1-4 for males), Dexterity 12 + 2-8, Constitution 4-16;
Charisma 10 + 1-8 (8 + 1-8 for males).
Special Note Regarding Drow Cloaks, Armor, and Weapons: All
of these items have special properties, although none of them
radiate any magic. The items are made under the conditions
particular to the strange homeland of the Drow, for this place has
unknown radiations which impart special properties to these
cloaks, armor and weapons. When such items are exposed to
direct sunlight a rotting process sets in. The process is absolutely
irreversible, and within 2 weeks cloaks will fall to shreds, while
armor and weapons become pitted and unusable. If items are not
exposed to sunlight, they will retain their magical properties for
31-50 days before losing them, and if they are exposed to the
radiation of the Drow homeland 30 or so days, they will remain
potent. Items not spoiled by sunlight will eventually lose their
special properties if not exposed to the special radiation, but they
will remain serviceable as normal cloaks, armor, shields, swords,
maces, etc.
Drow sleep poison decays instantly in sunlight. Its power is lost
after about 60 days in any event, and the coating on the small bolts
and javelins must be periodically renewed with fresh applications
of the fungoid substance. The Dark Elves will often have small
barrels filled with several packets of this poison, each sealed to
insure the poisonous substance remains fresh for about 1 year.
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NEW SPELLS Gleed Roaky

Crystalbrittle (Alteration)

Level: 9
Range: Touch
Duration: Permanent
Area of Effect: 2 cubic feet/level

Components: V, S
Casting Time 9 segments
Saving Throw: Special

Explanation/Description: The dweomer of this spell causes
metal, whether as soft as gold or as hard as adamantite, to turn to
a crystalline substance as brittle and fragile as crystal. Thus a
sword, shield of metal, metal armor, or even an iron golem can be
changed to a delicate, glass-like material easily shattered by any
forceful blow. Furthermore, this change is unalterable short of a
wish spell; i.e., dispel magic will not reverse the spell. The caster
must physically touch the target item—equal to a hit in combat if
the Item is worn, wielded, or a monster. Any single metal item can
be affected by the spell. Thus, a suit of armor can be changed to
crystal, but the shield would not be affected, or vice versa. All
items gain a saving throw equal to their magical bonus value or
protection. A +1/+3 sword would get a 10% (average of the two
plusses) chance to save, +5 magic armor a 25% chance to be
unaffected, an iron golem a 15% chance to save (for it is hit only by
magic weapons of +3 or better quality). Artifacts and relics of
metal have a 95% chance to be unaffected by the spell. Affected
items not immediately protected will be shattered and per-
manently destroyed if struck by a normal blow from a metal tool or
any weighty weapon, including a staff.

Energy Drain (Evocation)

Level: 9
Range: Touch
Duration: Permanent
Area of Effect: 1 creature

Components: V, S, M
Casting Time: 3 segments
Saving Throw: None

By casting this spell the magic-user opens a channel between the
plane he or she is on and the Negative Material Plane, the caster
becoming the conductor between the two planes. As soon as he
or she touches (equal to a hit if melee is involved) any living
creature, the victim loses two energy levels (cf. spectre in Monster
Manual) A monster loses two hit dice permanently, both for hit
points and attack ability. A character loses levels, hit dice and
points, and abilities permanently (until regained through adven-
turing, if applicable). The material components of this spell is
essence of spectre or vampire dust. Preparation requires three
segments, the material component is cast forth, and upon
touching the victim the magic-user speaks the triggering word
("entropy", "nihil est", or whatever), and the dweomer takes effect
instantly. There is always a 1 in 20 chance that the caster will also
be affected by the energy drain and lose 1 energy level also when
the victim is drained of two. Humans or humanoids brought to
zero energy levels by this spell become zombies.

TOURNAMENT SPELL LISTS
Flerd Faffle

Cure Light Wounds, Detect
Evil, Detect Magic

Find Traps, Hold Person,
Silence 15' r.

Continual Light, Remove
Curse, Speak with Dead

Neutralize Poison (x2)

Commune, Dispel Evil

Light Shield,
Magic Missile (x2)

Detect Invisible,
Invisibility, Web

Haste, Invisibility 10' r,
Lightning Bolt

Confusion, Ice Storm

Conjure Elemental

Detect Magic, Charm Person
Magic Missile (x2)

Detect Invisible, Knock,
Phantasmal Force, Web

Dispel Magic, Haste,
Lightning Bolt,
Monster Summoning I

Charm Monster, Ice Storm,
Wall of Ice, Monster
Summoning II

Magic Jar, Teleport,
Wall of Stone

Stone to Flesh

Fonkin

Cure Light Wounds
(x4)

Bless, Find Traps,
Hold Person, Silence 15' r

Continual Light, Prayer
Remove Curse (x2)

Cure Serious Wounds (x2),
Neutralize Poison (x2)

Commune, Death Touch
Dispel Evil, Raise Dead

Blade Barrier

Beek

Charm Person, Magic Missile, Faerie Fire (x2),
Read Magic, Sleep Ventriloquism

Continual Light,
Levitate, Web

Fire Ball, Slow,
Suggestion

Ice Storm, Wall of Fire

CREDITS
Design: Gary Gygax

Editing: Mike Carr, Timothy Jones, Jon Pickens, Lawrence
Schick

Art: David C. Sutherland III & David A. Trampier, Jeff Dee, David S.
LaForce, Erol Otis, Bill Willingham
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