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MONSTER SUMMARY TABLE 
This table presents vital statistics for some o f  the monsters featured in this adventure. Refer to the 

various D&D@ rulebooks or the appendix to this module for more detailed information. 

Name 

naeprs 
Moctitlapac 
Noble 
Priests 

AC HD 
0-level 
norma 
humar 
excepl 
follow 
9 C2,7 hp 
6 C78,52 hp 
9 24 hp 
8 6 

Remarks THACO #AT Dmg MV 
I 
I1 
1% 
as 

S' 

19 
11 
17 
17 

l 'a 

1 weapon 120'(40") prof .  from euil , 
1 l d 6 +  spells 120'(40') Saves at +5 
1 ld6  
1 ld6  

120' (40') 300 gp treasure 
120' (40') cause light wounds, cause 

fear, blight (x2) 
, ." I A" 1 I"" .-- L 

morale 
12 4 ld6/1d6/ld2/1d2 lZO'(40') golem immunities 
18 1 l d4  120' (40') 

Bone golem 2 8 
2 Crystal skull 6 - ~- 7, _ " A , ,  ,nnr\ . _._. . I . . _  LA,> ' _- - _ _ _  Discorporates 

Earth elemental 

Y 1 + 1 - -  

0 12 
6 1 - 1  

18 

9 
19 

I special r i L 4 w  (ow) i r r i i r i :  sirep,  IIVIU, I I I C ,  

cold, elec 
1 2d8 60'(20') "Gabbro" 
1 bvweaoon 90' (30') 

Jade golem 

Jade statue 

6 lo*" 

4 5** 

11 

14 

'2 claw/ 
bite 2d6/2d6/2d10 180' (60') detects invisible, undead 

immunities 
2 fist/ 
bite 2d6/2d6/ld6 90' (30') 

Rats, giant 7 3 hP 19 1 l d 3  60' (20') 
Schattenalfen 

Linariel (leader) 6 E7, 23 hp 15 1 l d 6 +  spells 120' (40') 
Others 7 E4, 14 hp 17 ld6+  spells 120' (40') 

Shadow 

Simm 
Skeletons 
Zombies 

L + L *  

4 C25,54 hp 
7 1 
8 2 

I /  

7 
19 
18 

I ia4tspeciai 
immunities 

1 spell 180' (60') See "NPCs" 
1 ld6  60' (20') undead immunities 
1 l d 8  120' (40') undead, lose initiative 



TIMELINE OF EVENTS 
This chronology will help order the occurrence of events described in this module. All times are listed in 

days before (shown with a minus) or after (shown with aplus) thepoint the adventure begins in Chapter2. 
Times and Distances: Thegoblins’ homeland in the Broken Lands lies some 1 75 miles from Glantri City, 

about half overgood road and half through mountains. A small, swift party can make the ride injust over 
three days, weatherpermitting; a loaded caravan like Glantri’s would need at least twice that andproba- 
bly a week. For more detailed overland travel times, consult the Expert Rulebook. 

Day 

- I I days 

- 09 

- 04 

- 03 

- 02 

+ 00 

+01 

+ 02 

+ 03 

+ 04 

Known World 

Prince Kano, lrila Kaze, and loaded caravan 
set  ou t  from Glantri City for Broken Lands; 
Prince Cldan se t s  out  from goblin lands on  
same  path (secretly diverts into wilderness; 
awaits telepathic call from lrila Kaze) 

Caravan camps  a t  Trintan on  Glantrian bor- 
der; Glantrians last see it heading south next 
morning 

Caravan diverts t o  Barleycorn Monastery; 
goblin shepherd Roorgh sees it; Yazar, impa- 
tient, sends out  war messenger. 

Glantr ian minis ters ,  expect ing Prince 
Udan, send out  search parties 

Caravan arr ives  below Plateau of Zyrd; 
camps  while Kaze and Kano investigate mon- 
astery 

War messenger arrives in Trintan; search par- 
ties sent  out; messenger continues to  Glantri 
City, arriving 36 hours later 

PCs receive mission in Glantri City 

Prince Udan leaves escort party, joins cara- 
van, leads it t o  Plateau of Zyrd 

Morning: No clerical spells above 2nd level 
from now on! 

Kaze shrinks caravan; she  and Cldan leave for 
Chitlacan in Hollow World 

Cldan goes out  t o  contact his own party, 
then returns, travels t o  Nomarys in Hollow 
World; leaves small Schattenalfen contin- 
gent behind to  wait for his companions (who 
never show up; PCs take  their place) 

PCs meet  Schattenalfen and travel t o  Hollow 
World 

Hollow World 

Thanatos decoys Immortals into past; sends 
Great Annelids tunneling to  Atacalpa ruins, 
Nomarys volcano, and Barleycorn Monas- 
tery; in guise of Atzanteotl, sends visions to  
Schattenalfen party, summoning them to  es- 
cort Brethren 

Annelid arrives beneath monastery, de- 
stroying wards around Brethren (dying in 
process); Kaze and goblin princes are  taken 
over a t  Barleycorn Monastery 

Later, Schattenalfen arrive from Hollow 
World Azcan courier notices Annelid hole a t  
Atacalpa; alerts Azca 

PCs reach Barleycorn Monastery some- 
time later; hear caravan driver’s story and 
witness his death. 

Kano and Kaze arrive in Atacalpa and sep- 
arate; Kano to  Chitlacan, Kaze t o  Shahjapur. 
Later, Azcan soldiers arrive a t  Atacalpa and 
prepare ambush 

PCs arrive in Atacalpa; ambush and rescue; 
adventure continues according to  path play- 
ers follow. 
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The ministers of  Glantri haue tracked the 
hostage prince's carauan along the route 
shown as a solid red line. From Trintan the 
route is unknown: the ministers haue sug 
qested a like14 route, shown as a red dashed I 
h e .  Player characters can get this map from 
the Glantrian minister in Chapter 2. 
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Even in a world of wonder, people dream. Janissar- 
ies, their chain m o r  spattered with goblin blood, 
pull their scimitars from dead, hunched monstrosities 
and dream of new enemies, of brighter and more 
exotic evils. Silk banners dyed in nine colors hang 
from a castle parapet, snapping in the wind: the 
baron looks from these battlements upon his moat, 
home to hammerhead sharks-to sea turtles, with 
baronid arms carved on their shells-to octopi the 
size of warhorses-yet the baron dreams of new crea- 
tures in new seas. 

Sages turn the leaves of mmuscIipts that tell of 
vanished kingdoms, now less than the dust, on every 
page. The scholars look up from their histories and 
gaze through tower windows to a sky where griffons 
wheel in battle drill, and the lcamed readers sigh over 
lost worlds they can never visit. 

Homeland miracles grow tiresome, like a change- 
less gourmet menu served at every meal. Their wit- 
nesses long for richer tastes. They dream of exotic 
enchantments to make philosophers rethink notions 
of the possible, of curio-laden bazaars in unknown 
market squares where the tules of barter must be 
levned afresh, and of untndied beaches where 
waves in bottle-glass colors rush forward like invaders 
and then fall back. 

They dream of knowing a world that cannot know 
them, a home ddmed by their own absence. For the 
taint of wonder is familiarity: the deadening knowl- 
edge that however marvelous our surroundings, 
however strange the native customs, despite it all we 
remain. . . ourselves. Our commonplace presence 
makes marvels commonplace. 

So they dream more and better dreams, of far-off 
cities with sunlit towers. The dreamers cvrg a hunger 
within them, a craving for adventure that lies at their 
core like an unexplored hollow. 

DM NOTES 
Players intending to play in this adventure should 

stop reading here! Only the Dungeon Master should 
read the rest of this adventure. 

. . .And read all of it before play! This fmt trilogy 
of adventures for the HOLLOW WORLD" Cam- 
paign Set offers an intricate scenario encompassing 
three 64-page modules. The three parts of the adven- 
ture can be played in any order. but it all begins with 
the introductory scenes in this module. Nightwad. 
The module can also work alone. but even so. you 
should master its storyline before play begins. 

Using This Adventure 
This trilogy. designed for the D&DQ game (and 

also usable with the AD&W game) works best for 
five to seven player charanerr (PG) of levels 6-8 
(avenge 7th). In addition to the HOLLOW 
WORLD" boxed set, D&D playen need the Basic, 
Expcrt, and companjon Rules to play. If you're using 

the D&D Known World setting, you may also want 
D&D Gazetteer 3, The Principalities of Glmtri, and 
Gazetteer 10, The Om of 

The other two modules in this trilogy are HWA2, 
Nigjmge, and HWA3. Nigbmm. Though not 
absolutely necessary for play, they add new plotlines 
and depth to the mnspincy outlined here. After the 
outer-world sequence that begins this module, the 
player chanctets enter the HOLLOW WORLD" m- 
ting, where they can pursue dues Leading to any of the 
three modules. The order ofplay is entirely their (and 
your) choice. The suggested dimaw of the extended 
adventure appears at the end ofthe third module, 
Nighmom. 

The adventure as written tits easily into the 
Known World setting, but adapts easily to practically 
any existing campaign. (Note that the world of the 
campaign must be round, like a planet.) Adaptation 
requires three plot elements: 

1. A powerful m d  pmspcrous nation or empire. In 
the Known World setting, the Principalities of 
Glantri makes a good choice. 

2. A hostile barbarian tribe on the empire's borders 
or within SUiLing distance; any uncivilized group 
that can cause the empire some uoublc. This 
adventure uses the K n m  World's Queen Yuu 
and her goblins in the region of High Gobliny, in 
the Broken Ian&. 

3. A passage ta the world inside. For plot reasons to 
be explained shortly, this can be literally anywhere 
you like. In the Known World setting, the passage 
used m this adventure lies beneath the Broken 
Lands. However, there are several passkges in the 
Known World, making it easy to translate this 
part of the adventure to another Location. 

ADVENTURE OVERVIEW = 
Each of the adventures in this trilogy details one 

aspect of a three-part conspiracy to corrupt the Hol- 
low World. The thee code-names for the parts of the 
d e m e  provide the titles of the modules. 

To comprehend the detnils of the conspiracy, be 
familiar with at least these sections of the HOLLOW 
WORLDm Campaign Set, all from The Dungeon 
Master'sSourceLwok: 1 

The &em of the SpcU ofPrcsclvntion. outlined in 
the History section: 

the overview of the Hollow World's geography, at 
the beginning of the Atlas section; 

the Atlas section entries for the AEfl and the 
Schattenalfen (the HoUow World's Shadow Elves); 

and, in the section about the Immortals, the abili- 
ties of the Hollow World's pauon Immortals and the 
background about Thanatos and Asterius. 

The Scheme 
Thanatos. the ultimate Immortal of Entropy, has 

undertaken a msive,  inuicate scheme to corNpt 
both the outer wodd and the Hollow World. This 
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conspiracy involves three plans: 

1. Neutralize the HoUow World‘s guardian Immor- 
tals while the scheme takes place. 

Method: Thanatos lured the Immortals into the 
past, using a remarkably devious plan explained 
below. For the duration of his scheme (about a 
month), the Immortals technically do not exist in the 
Hollow World. 

2. Dispel parts of the McldShield that provides 
gravity and anti-magic protection to both worlds. 

Method: Thanatos, using the Schattenalfen as his 
agents, has awakened the burrowers, or “great anne- 
lids,” that once threatened the Hollow World. For 
more than a millennium. the mindless annelids have 
silently tunneled the world‘s crust. eating thousands of 
shafts through the miles-thick WorJd-Shield. Once the 
World-Shield loses much of its integrity, it will weaken 
in spots. This would eventually create upheavals on 
both sides of the Shield. 

(The annelids’ extensive tunneling has even 
reached the outer world. Now, for the first time in 
history. inhabitanrs from above can enter the Hol- 
low World by other ways besides the polar open- 
ings.) 

3. Cause the central sun of the Hollow World, the 
gate to the Plane of Fire, ro emit a different light, 
corrupting the Hollow World’s Spell of 
Preservation-and, through the shafts in the anti- 
magical World-Shield, inflicting unpredictable ef- 
fects on the outer world as well. 

Method: In the guise of their patron Immortal 
Atzanteotl, Thanatos has duped the Azca into enact- 
ing ceremonies of awesome power. These ceremonies 
are creating and energizing a device called the Smok- 
ing Mimr, which orbirs the Hollow World’s central 
sun. The Azca believe the Smoking Mirror will bring 
a rain of fire and desuoy all their enemies. 

In fact, the Mirror alters the magical light that the 
sun produces. The sun’s energy maintains the Spell 
of Preservation; corrupt it, and the Spell is corrupted 
as well. 

The tainted magic will corrupt the Spell of Preser- 
vation, then spread outward through the shafts in 
the World-Shield and erupt into the outer world. 
Not even Thanatos is sure what will happen there- 
but it can’t be good. 

In this trilogy, the playet characters make their way 
to the Hollow World. discover Thanatos’ plot, and 
try to defeat it. 

most Immortals typically use a trivial device to aid 
their return to the present. This minor item, a 
“bookmark in time,” mark the CXaEt moment of 
deparmre so that the travelling Immortal can find it 
more easily. The item is not necessq, just conven- 
ient. 

The decoy: Working through third parties with his 
customary subtlety, Thanatos inspired almost all the 
active Immortals in the Known and Hollow Worlds 
to make a collective journey into the distant past. His 
pretext has no relevance to this adventure, Since it is 
entirely false. 

The Immortals set up their time marker and jour- 
neyed into the past. To allay suspicion, k a t o s  cre- 
ated a simulacrum of himself to accompany thm. Even 
so, the ptudent Immortals left behind one young Im- 
mortal IO srand watch: Astetius, of the Sphere of 
Thought, patmn of trade and thievery. 

The scheme: At the moment of the Immortals’ 
departure, the real Thanatos (who remained in the 
present) cast powerful magic on the time marker to 
slow the passage of time around it. The time- 
travelling Immortals, suspecting nothing, would 
return to the market’s point in time, a heartbeat 
after their departure-but Thanatos’s powefful spell 
lengthened that heartbeat until the marker actually 
indicated a return point one full mouth after the 
Immortals have left! 

tos. to no avd. The ultimate Entmpy Immortal easily 
defeated and entrapped his junior rival. 

By the time the Immortals return to their time 
marker, Thanatos intends that the world be qui 
interestingly corrupted. 

Asterius, the guardian. immediately attacked Thana- 

How the PCs Become Involved 
In the surface world, a longtime arrangement has 

kept peace for generations between one of the 
world’s established nations (the Principalities of 
Glantri) and a barbarian kingdom on its borders 
(Queen Yam’s goblins in the Broken Lands). This 
arrangement, wherein the nation exchanges a caraw 
of trade goods for the barbarians’ “hostage prince:’ 
is described in detail at the start of the first chapter. 

This spring, the arrangement has gone awry with 
the disappearance of two goblin princes, Kano and 
Udan, and the valuable caravan. The goblins will 
invade unless their princes and the caravan are re- 
turned; Glanui won’t pay further bribes. War threat. 
ens within the month. Glantti hire the P G  to locate 
the hostage princes and the caravan. 

What Happened to the Caravan 
Thanatos Neutrruizw the Immortals 

into the past. They require no magical item to do 
this. An Immortal can visit any historical period, 
spend indeiinite time there, and then return to the 
exm time he ot she left, so that his or her presence 
in the “present” continues without interruption. 

All Immortals can magically send their awareness 

However, hecause time travel messes them greatly, 

One member of the caravan’s entouragc, ueanug 
minister Irila Kaze. secretly worships Thanaros. In 
return for his gifts of power, she h u  betrayed both 
Glantri and the goblins. 

Following her patron’s commands, &er Kaze 
played upon the goblin princes’ g m d  for p e t ;  she 
induced them to explore a ruined monastery unr 
their travel route. There she led the caravan into an 
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underground trap. The trap allowed two long 
imprisoned servants of Thanatos, the Blond Breth- 
ren, to gain control of the two princes. Then Kaze 
accompanied the controlled nobles and their caravan 
into the Hollow World. 

Why Thanatos Wants The Princes 
After a long search, Thanatos has only recently 

located his shapeshifted servants, the Brethren 
Koresh Teyd and Simm of the Grasping Dark. To 
gain freedom from their magical trap, the long- 
imprisoned spirits must regain their power. They can 
only do this through control of their original bodies 
(long dead) or those of their descendants. It happens 
that the two hostage princes, Kano and Udan, are 
among the nearest living descendants of Thanatos’ 
trapped servants. (For more about this, see Chapter 1 
and the Appendix.) 

Once released, the Brethren (along with minister 
Kaze) become Thanatos’s instruments of destruction 
in the Hollow World. In this way the subtle Thanatos 
need never betray his own Immortal presence, so he 
can evade vengeance from his rival Immortals. And 
by aiding Thanatos, the Brethren and Kate can re- 
sume their quest for Immortality in the Sphere of 
Entropy. 

Where They Are Now 
Each of the three servants of Thanatos heads one 

of the three schemes Thanatos has set io motion 
(outlined above). Each servant supervises his plot in a 
different location and functions as the main villain of 
one of the three modules in this trilogy. 

Prince Udan, now controlled by his ancestral fa- 
miliar Koresh Teyd, supervises a volcanic prison camp 
of fire and earth elementals in the Nithian Empire. 
He produces the symbiotic creatures that control the 
great annelids, and he plans their continuing disinte- 
gration of the World-Shield. For various reasons this 
entails destruction of the breeding grounds of the 
feathered serpents, magical animals once sacred to 
the Azca. This part of the scheme is described in the 
second module of this series, Nighwage. 

Treasury b h k e r  Irik Kaze, now transformed into 
a multi-armed creature of destruction, rules a cult of 
assassins in Shahjapur, a Hollow World culture mod- 
eled on India during the Moghul period. Shahjapur 
is introduced and described in the third module in 
this series, Nightsrorm. In the filthy and populous 
city of Dhanatra, the transfigured Kaze lurks in a 
floating monument called the Temple of Eight Sweet 
Winds. Here she guards the time marker Thanatos 
used to postpone the Immortals’ return to the 
present. 

Prince Kano, brother of Prince Udan, has also 
been controlled by his ancestral familiar, Simm of 
the Grasping Dark. Now he resides deep within the 
Smoking M h r ,  a great magical device orbiting the 
Hollow World’s cenrral sun. This module describes 
his plot to corrupt the sun’s light, a plot summarized 
immediately below. 

ADVENTURE SUMMARY 
Thls module hem the adventure. In the outer 

world, the player drvacters receive their assignment 
to loate the missing hostage prince. Their investiga- 
tions on the surface lead them to the Hollow World. 
There the characters € i d  dues that point to each of 
the three modules. The players can play the adven- 
tures in any order; their choice of dues to follow 
determines which module they play next. 

The remainder of &is module covers the Azca 
segment of the adventure. What follows is only one 
llkely course of events involving the settings de- 
scribed. 

Adventure Layout 
The adventure’s plot is described in a sequence of 
chapters, each keyed to a single setting or idea. 

Chapter 1, The Hostage Prince: Describes the 
custom that has kept peace between two lands for 
generations; the current princes; and the caravan that 
vanished. 

Chapter 2 ,  The Ghntri H o w  ofMhktn: At this 
hall in GIantri City the player characters begin the 
adventure with the mission to locate the hostage 
princes and their missing caravan. 

Chapter 3, Wizard’sRoad: A description of the 
ioumev overland to the site ofthe caravan’s disa~- 
pearance. 

Chapter 4, Barleycum Monasteq: The party‘ in- 
vestiwion leads to a ruined monastem, and then to a 
catacombs beneath it. But someone h& been there 
before them: the mkmg princes and a treacherous 
minister who has released ancient cvils to take over 
the princes. The ulil of dues leads even further. . . . 

Chapter 5 ,  Downward and U’d: The player 
characters’ encounterswith Schattenalfen. a Great 
Annelid, and an earth elemental. A magically short- 
ened journq leads them duough the World-Shield 
and the world‘s inner crust. 

Chapter 6. Emergence: Enter the Hollow World. 
Their initial encounter here gives dues that lead to 
the three modules of this trilogy. 

Chapter 7, The Vdey  of the Azca: Here the player 
characters explore the Azcan homeland. enconnter 
natives and gain clues. and journey to Chitlacan, the 
Azcan capital. They uncover the plot to corrupt the 
Hollow World‘s SpeU of Preservation. 

Chapter 8, The Ceremonies of Aumteotl: Atop 
the Great Pyramid of Aaanteotl, Prince Kano has 
enlisted evil King Mnctidapac to enact w e d  mas- 
sive ceremonies. These drain the psychic energy of 
their victims. This energy powers the Smoking 
Mirror, which is prrupting the Hollow World‘s sun. 

one Azcan ceremony, either by iofiltrating it in dis- 
guise or partkipathg directly as prisoners. 

Chapter 9. firamid Games: Hoping to find the 
caravan prisoners (a vain hope), or to exape the 
ceremony (a more feasible hope), the player cham- 
fers journey throilgh the labyrinth within the Great 

It’s likely that the player characters wimess at Least 
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Pyramid. They don’t fmd the prisoners, who are 
currently in Shahjapur; but on the dungeon’s lowes 
level the player characters gain a means of transpod 
to the Smoking Mitror. , 

If they don’t enter the pyramid’s labyrinth, the 
player ch-ters can still journey to the Smoking 
Mirror. . . in psychic form, as victims of the evil 
ceremony! 

Chapter 10, Riding to the Sun: This discusses 
other ways the player characters can reach rhe centra 

1; Carefully read the “Adventure Ovci-view” 
atjbve. 

2 .  Page through the chapters that follow. Gct a 
sense of the scenario’s settings, and read whatever 
looks interesting. 

3. Browse the staging notes to learn how to de- 
velop the adventure’s plotline. Check the appendix 
for informarion on the main villains, magic, and 
monsters. 
4. Finally, go back and r e d  evervthine in detail. . . -  sun. 

Chapter 1 I ,  Wirhin the Smoking Mirror: The 
characten discover the devices that corrupt thc sun’s 
light, and thcy bade the controlled Prince Kano and 
his Brethren familiar, Simm of the Grasping Dark. If 
sucussful. the player characters can destroy this pan 
of Thanatos’ intricate plot. . . .  
; Most of the chapters contain the following cntrics. 

How They &I Here: Ways the player characters 
can reach this place, including a Lsr of clues from 
orhcr chapters that poinr here. 

STARTING THE 
ADVENTURE 

If this is your players’ fmt encounter with the 

If rhcir characten haven’t yet learned abour t& 
Hollow World. tv to rurprisc them! 

Hollow World. let alone visited it, try as much B 
possible to make rheir discovery a tremendous s’ ! ‘$ 
prisc. a “conceptual breakthrough” like rhosc f 
classic fantasy stories. The PCS will br among tlie first 
Outer-World people to see the Hollow World in a 1 

l 
very long timc; they’ll be surprised. and the players 
should bc too! ! Of coume. sometimes circumstances prevent sur- ! 

prise If your frienJs have seen you mdying the 
HOLLOW WORLD” Campbign Sct, or you happene 
to mention to them rhat you bought his adventure. 
then thcy’ll be expecting a mp downward. But wen , 

rhcn. sncaky options present themselva. 
Tell h e  playcrs. “I’m not ready ro run thosetiol- 

low World adventures yet. Let’s play r h i s  simple 
caravan rescue for this session. and 1’11 do one d 
those latcr.” If you sound sincere enough, the ptaycrs 
may nor suspect anything until they’re far into rhc 
advenmrc-when their PG. with little notice. Dracti- 

The Scene: General physical description 
Investigation: The paths the players can take to 

Events: Occurrences that may happen while the e gather clues leading them funher inro the advenrurc. 

player characters are present. Some arc optional, 
some mandatory. 

Whuc Nm?: This cnrry summarizes the clues 
given in ths chapter and the places they lead. Just 
imponant. it summarizes the facts that you musr 
convey to the players before the player characters 
leave this area. 

Staging Hints: From time ro time. thc adventure 
offers notes on how to stage a scene-that is, how r 
pace it, create an appropriate mood, and prcduce 
certain dramatic Cffms. Use this advice to crearr a 
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vivid, memorable adventure for the players. 
Not every chapter has all of thesc entries; some 

chapters contain extra entries not listed here. Charac- 
ters and events described in a chapter can appear in 
various orders. and your storyline may well depart 
fmm the default sequence rhL module assumes. 

Any text in a box should be read aloud or summa- 
rized for the players. All other information is for you 
alone. Reveal it only in response to player chuacter 
actions. 

Armor Class 0.’’ Subtract the target’s AC from this 
number to get the roll needed to hit. 

Ability checks: The adventure sometimes calls for 
player characters to make an ability check. Roll Id20 
and compare the result to the chatacter’s appropriate 
ability (Strength, Dexterity, etc.). If the roll is equal 
to or less than the ability score, the acrion succeeds. 
If the roll is greater than the ability score, the action 
fails. 

THACO In statistic listings, this stands for “To Hit 

Using the Adventure 
To master Nightwad‘s unusual complexity, try the 

following steps: 

8 cally drop into the Hollow World. 

2 m m  

i 



Por convenience. the adventure text refers to the 
Known World, the Principalities of Glantri. and 
Queen Yazar’s goblin tribes in the Broken Lands. If 
ypu’re adapting this adventure to another setting. 
substitute an appropriate empire and barbarian 
tribe. 

GENERAL KNOWLEDGE = 
The player characters know the following facts, as 

public knowledge or gossip easily gleaned ftnm in- 
formed citizens: 

Each spring Glantri bribes Yazar’s goblins with an 
annual canvan of treasure, food, and manufactured 
gwds. In r r m ,  Queen Yazar sends a hostage to live 
wet for one year in the Housc of Ministers in Glanui 
City. Through a diplomatic fiction the hostage, one 
of Yazar’s many illegitimate offspring, is referred to 
as a “prince” of High Gobliny. 

Each new spring, the hostage prince returns home 

at the head of a new canvan of GLantrian supplies- 
the ransom Glantri pays tbe goblins for another year 
of peace. Queen Yazar sends a new (empty-handed) 
prince in his place. Often the new and old hostage 
princes meet on the journey. 

know a bit about Yazar’s goblins: 
Player characters who have travelled this area also 

The Goblins 
Yazar’s goblins are squat, dope-browed. broad- 

shouldered, often bandy-legged savages. About 
2,800 goblins, spread over a 2,700-square-mile area. 
make up the nation of High Gobliny in the Broken 
Lands. The goblins pay tribute to Queen Yazar, who 
administers strict and brutal justice. 
In bard times Yazar gathers the goblins and leads 

them in an all-out assault on richer neighbors. They 
run for miles withnut tiring, brave extremes of tem- 
perature, fight fearlessly against superior opponents, 

6 



and slaughter unarmed victims. Though no political 
threat, the goblin invasions can devastate large re- 
gions of a kingdom. 

Appearance: Adult male goblins tattoo the chalky 
tan skin of their faces, arm, and (sometimes) chests 
with elaborate pictures. These pictures show both 
tribal affiiation and status. Skulls, dragons, primi- 
tive symbols-the more tattoos a goblin has, the 
higher his tribal status. Females are rarely tattooed, 
though women sometimes achieve status as shamans 
or wakoni. Adult goblins wear badly-kept rabbit 
skins and footrags; young wear woven grass ponchos. 
Goblin warrior: AC 6; HD 1-1; hp 4; #AT 1; Dmg 

by weapon; MV 90’ (30‘); Save F1; ML 8;  AL C; 
THACO 19; XP 5 .  Average size 4‘ + ld4 inches. 
Queen Yam: If you have GAZ 10, The Ora of 

Tha, use Yazar’s statistics on page 18 of the DM’s 
booklet. If not, treat Queen Yazar as a 5 HD hob- 
goblin king (Basic Set DM’s Rulebook, p. 31). but 
with the spellnsting abilities and saving throws of a 
13th level magic-user. Str 9, Int 14. Wis 12, Dex 13, 
Con 12, Cha 16; AL C. 

For the hostage princes’ statistics, see “NPCs” in 
the Appendix. 

Goblin M a g k  
The barbarians’ magic is primitive and often vio- 

lent. Spells usually locate or summon food, but tribal 
shamans reserve a spectacular effect called waving 
lights (magic-user 2nd level) just for ceremonies. The 
lights are bright shifting bands of red and orange. 
Each solstice these glowing ribbons illuminate the 
goblins’ frenzied all-night dances. 
DM Note: It is not general knowledge that goblin 

ancestors of Queen Yazar‘s f v n i y  once attained 
much greater mastery of magic, centuries ago. hded 
by Thanatos, the twin goblins who led the royal 
family developed weird and grotesque clerical magic. 
These two became known as the Blood Brethren. 

Diligent investigation in ancient manuscripts, or 
discuaion with elderly wizards, unevths mentions of 
the “Grasping Dark,” a violent and e s p d y  ghastly 
form of magical murder. The sources, confuxd and 
obscure on this point, mention that the victim “is 
pulled down within himself and vanishes.” The Breth- 
ren used this evil spell to great effect. gaining power 
over all the surrounding arm. But. say the sources, 
theu tribal subjects fmally set upon and slew them. 
This is only partly me. The Brethren escaped 

destruction-though they have been confined for 
two centuries. The player characters discover more 
about the Brethren, and witness the Grasping Dark, 
later in the adventure. 

ABOUT THE CARAVAN = 
Reasonably well-travelled player characters know 

something about caravan trade in the campaign 
world. Caravans figure prominently in folktales and 
gossip, for they earn an exotic reputation. Typical 
caravans employ 600 to 1200 mounts (in this part of 
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the Known World, donkeys and mules) and 350 to 
600 drivers and staff; carry ship-sized loads of valu- 
able cargo over hundreds of miles. taking a month or 
more; and can cany dozens of passengers-travellers, 
bards. refugees, spies, and so on. 

The caravan that delivers the annual payoff to 
Queen Yazar’s goblins is so small that it hardly merits 
the name: ten wagonloads of goods, 20 horses, 15 
drivers and staff, and one single passenger (the dep- 
uty treasury minister hila &e). Each year it travels 
from the House of Ministers in Glanui City to the 
upper Plateau of Zyrd in High Gobliny-about 175 
miles by the safest route. The trip takes about a week 
for the slow-moving caravan, and over three days 
even for a small patty on horseback. 

&go: The caravan this year held silk, glass, ce- 
ramics, some precious metal, spices, perfumes, ivory, 
tortok shell, aromatic sandalwd. resins. honey, 
salt, dried fruit, furs and leathers. and a flock of six 
fme hunting falcons. Fifteen of the 20 horses were 
also meant as cugo; the five senior caravan staffers 
would ride the other five back to Glantri City. The 
15 drivers, low-status workmen, would walk back 
under the staffers’ rotection. 

hostage prince of the past year. This time that was 
Kano Arrow’s-Whisper, eldcst son of Queen Yazv 

The caravan’s fare: It set out from GIanui City 
eleven days ago and campd at the riverside village of 
Trintan on the second day. The next morning the 
caravan followed the Vesubian River south into the 
Broken Lands. No one saw it after that. 

The trail disappears in the high mountains that 
mark the Plateau of Zyrd. This is not surprising, 
smce tracking anything through those mky moun- 
tains approaches impossibility. Magical scrying has 
produced no results, since the caravan carried pm- 
tective wards for safety reasons. 

Queen Yazar, never patient, dispatched a wa 
messenger to Glantri City within a day after tht 
caravan’s expected arrival. When the messengei 
arrived two days ago, the House of Ministers had 
already sent out cavalry parties to search for the new 
hostage they were expecting-Udan Axe-Thrower, 
second son of Queen Yazar. Yazar had sent Udan out 
with a small pany of warriors on the same day  the 
caravan left Glantri City. Queen Yuat may not yet 
realize that Udan. too. has vanished. Or she simply 
may not care. 
What is being done: The GIanuian miniiers dou- 

bled the search effort. Ya the Broken Lands ue large 
and dangerous Foot soldiers can survive only in luge, 
cumbersome units, rmking the search mo slow. Mean- 
whde, Yuar’s goblins are beginning war chants. They 
want not just the missing princes, whom Queen Ypzv 
bately thlnks twice about, but the caravan of loot- 
and Glantri is not willing to send another. Withi0 a 
month at most, they will invade. 

The rules of Glantri have given tbcir orders: Send 
out the word for hardy adventurers who can search the 
Broken Lands quickly. Anyone who cao lome the 
princes and the caravan will cam a substlatia m d .  

The caravan’s o ft cial leader was, as always, the 



The goblin “prince” Kano found little welcome in 
the H o w  of Ministers in Glantri City. After they 
receive their mission at the stan of this section, 

ayer characters who ask around have no trouble 

Investigation in this section produces several clues 
and an important lead. 

P indmg ’ people with strong opinions about Kano. 

HOW THEY GET HERE = 
The call goes out throughout the Principalities of 
Glantri and its neighbors: Crisis! The word on the 
sueet is that there‘s a diplomatic crisis with the 
barbarians in the Broken Lands. And 1 Glantri is 
offering major rewards to “the greatest advenmr- 
ers of the land” if they can accomplish an urgent 
mission. 

Since you’re among the greatest adventurers in 
the land-at leas you think so-at least you hope 
you are-you’ve all journeyed to Glantri City, the 
capital. to hear the offer. 

Note that this introduction sounds rather. . . typi- 
rl. This helps lull unsuspecting players, who 
louldn’t hear anything about the Hollow World 

until their characters are about to enter it! 

look around Glantri City before going to the scene 
below. Nn optional encounters or even mini- 
adventures using GAZ 3, The Principalities of Glan- 
m.. Then go on with this adventure. 

setting: Substitute another major city and kingdom 
for Glantri. 

If the player characters want to procure supplies or 

If you’re using this module with another campaign 

THE SCENE 
As described in GAZ 3, the H o w  of Ministers 

holds the upper echelons of Glanui’s widespread 
bureaucracy, as well as the treasury. But it’s more 
than an office building: Selected clan rulers, miniis- 

ten, and visiting ambassadors live here-indudmg 
Deputy Treasury Minister hila Kaze and, for the pas 
year. hostage Prince Kano. 

Glantri-where the miraculous is customary, and 
even required for office-holders. Magical energies 
surge through this city like the water that f& its 
canals. . . sometimes literally: As you ride a gon- 
dola to the House of Ministers in the early after- 
noon, you feel a sudden wind, unusually fie+ 
and laced with the odors of cinnamon and freshly- 
cut g m .  

After the wind passes, an elderly woman lcans 
out of an upper-story window alongside the canal. 
“Sorry!” she cries for everyone to hear. “Missed a 
bit on me perfumery cantrip. Won‘t happen 
again!” 
Soon your gondola d& at the House of Minis- 

ters, a huge, solid building. Nothing short of an 
earthquake could move it, and in that way it 
resembles the bureaucrats who work inside. The 
walls are stone slabs, as blue as the ink on a dupli- 
cate purchase voucher. 
You don’t see any doors. Instead, a man in a 

plain blue military outfit stands next to a gold 
rectande painted on the wall at emund level. 

The rectangle is a magical door l i e  all external 
doors in the building (which houses the Glantrian 
Treasury). When the doorkeeper speaks the daily 
password (today it’s “intraparietes”), the stone be- 
comes insubstantial, permitting anyone to pas  
through until the other password (tcday, “nonpa- 
rietes”) is spoken from either side. Those caught in 
transit when the word is spoken are placed harmlessly 
outside the building. 

The doorkeeper is a low-ranking Glanuian soldier 
named Perdinand, a distant and low-born relative of 
Print Jag@ von Dmhenfcls, Gunt of Ritterburg. 
Jag? wangled this doorkeeping job for his distant 
cousin, hoping it would Lead to advancement. So tic, 
Ferdinand has merely reveled in the minor power 



this oftice grants. He may regard the player charac- 
ters with suspicion and perhaps even demand that 
they prove their fimess to attend the briefing: “No 
setlse wasting both your time and o w ,  after all.’’ 

If players are new to your group or playing new 
characters, this entry offers an opportunity for the 
player characters to introduce themselves to one 
another, demonstrate their abilities, and get a feel 
for their characters. After they demonstrate their 
prowess or otherwise persuade Ferdinand to admit 
them, the characters enter the cenual auditorium of 
the House of Ministers. 

EVENTS 
The Briefing 
In a great hall crowded with adventurers and 

would-be adventurers-wrinkled veterans, merce- 
naries with tasteless tattoos, strapping rogues and 
roguish striplings, and the player characters-a min- 
ister addresses the crowd. 

Lord Harald of Haaskinz, Archduke of Westheath, 
High Master of Water-Elementals, and ceremonial 
Deputy Minister of the Interior, is a confused, pre- 
maturely elderly man with gray hair (thinning), a 
long waist (thickening), and a withered. diseased left 
arm. (See GAZ 3, p. 26.) Deputy Minister Sir H d d  
dexribcs, in a high voice with the barest hint of a 
l i i ,  the following: 

1. The ferocious goblins of Queen Yuar; the hos- 
tage prince arrangement that h u  secured peace with 
them every spring for over sixty years; and Prince 
Kano Arrow‘s-Whisper, the outgoing hostage prince. 
“Of come we were honored to host His, uh, High- 
ness,” says Sir Harald in a dry and unplcasvlt tone. 
He won‘t mention the fictitious nature of Kano’s 
“princely” status unless directly asked. 

2. This year’s caravan headed by Prince Kano; its 
size and a p p m h a t e  contents; the route and length 
of its journey; and Deputy Treasurg Minister Irila 
Kaze, who accompanied it--“to aid the Prince in the 
important work of guiding the caravan.’’ If someone 
infers from this that Kano was too stupid to guide it 
himself, Si Harald hesitates a long moment Mote 
correcting this. 

3. The expected arrival of Prince Udan Axe- 
Thrower, who was journeying here by the same 
route, and could well be expected to meet the de- 
parting Prince Kano and the caravan on the way. 

4. The disappearance of all parties, as described 
above; the ensuing diplomatic arguments; and the 
large and imminent danger to the border regions of 
this nation if the princes and caravan arcn’t found. 

“The army and militia are searching even now,” 
says Sir Harald, “without success.” He can give the 
reasons cited in the previous section. “Should any 
party here locate the princes and the caravan. we at$,;, 
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prepared to pay an honorarium of one tenth of the 
caravan’s value to that party. This equals the appmxi- 
mate sum of 15.000 gold coins. If you fmd them 
within five days, we offer an additional 2,500 gold 
coins.” , ,  

Adjust the reward value to suit the campaign ’ ~ 

party here, may shrug, but they should be willb- to ! .,- ,s 
, ’’ .? -8 

s d a r d .  The younger adventurers whistle, XI&&, 
or faint. More seasoned ones rub their chins in ’: 

thought. The player characters. the most experienced 

keep listening. 

%!king With Sir Harald 
Deputy Minister Si H d d  answers questions m m  

the assembly. Handle all the player characters’ ques- 
tions truthfully. Intersperse other questions f m q  .&e 
rest of the audience, to cover facts omitted above or 
to provide comedy relief. (One young man asks, 
“Are the goblim women good-looking?”) You an 
establish some of these questioners as individuals 
worthy of the player characters’ attention, in the 
event they need to hire mercenaries or specialists.' 

Sir Hanld describes Prince Kano as “sort of a 
hulking young goblin with lots of bla& hair and, 
how to put it, a boisterous attitude.” He descritus 
Irih Kaze as “a fine woman of respectabk yeam 
white hair, thin, no nonsense about her. Shrew 
magic. A solid citizen. really.” 

Sir H d d  offers no leads for investigation; h 
doesn’t have the foggiest idea what to do, or he 
it himself. 

X 
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CA m 
-!I their requests for advance funds. “Have to check th 

through with the upper powers,” he says. 
Sir Harald returns-eventually, after the player 

characters have finished their investigation here- 
with a token sum of 500 gold pieces. (This does 
count toward the charmers’ XP totals!) He also 
pile of forms, vouchers, and receipts that all player 
characters must sign or mark. Otherwise they don’t 
get the money. 

If they tak to him privately, Sir Harald llso issu 
the characters a set of green silk ribbons. “Tie one 
those on your sleeve or, well, wherever, and you‘ll 
have free passage about the place.” With these rib- 
bons the player characters can ask questions in the 
House of Ministers, and the guards won’t bother 
them. 

Lord Hadd of Haaskinz, Depuq Ministet of the 
Interior: AC 9; 25th level M; hp 37; #AT 1; Dmg by 
spell; MV 120‘ (40’); Save M25; Str 14, Int 17, Wis 
14, Dex 10, Con 12, Cha 11; ALL; THACO 11. 
Spells (number per level): 7/7/6/6/515/4/4/3.  

CA 
3 rn CA 
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INVESTIGATION 
The large ministerial hall, and the city wound it, 

offer many sources of information. This subsection 
lists some people and places the characters can visit. 
Role-play all these encounters, rather than simply 
passing along the limed information. Improvise fur- 
ther SOUICCS and dues as the situation dictates. 

Competent investigation in this section should 
unearth two dues: Prince Kano admired his deadly 
ancestors and had heard of the mysterious Grasping 
Dark; and Minister I d a  Kaae behaved suspiciously 
More she I& with the caravan. Lucky or diligent 
characters can uncover more dues, including a likely 
destination for the wayward caravan. 

Archives 

two basements under the House of Minimers. This 
voluminous collection holds tax records (guarded), 
deeds of property ownership (locked in trapped 
chests), and. tucked away in an open side room, 
historical mords (not guarded). 

If the characters ask her, the Official Archivist, a 
dowdy but friendly woman named Bema Herstan 
(3rd level magic-user). can tell them that Minister 
Irila Kaze visited this section of the archives often in 
the last year. Sometimes she brought Prince Kano 
with her, but (Benna snit3 here) “His Highness 
didn’t have much use for books.“ She can guide the 
player characters to the section that interested Kaze, 
a massive collection of 100-year-old scrolls penned by 
explorers in the Broken Lands. 

Clues: POI each hour spent searching the Archives, 
a player character can make an Intelligence check. 
Success means the character spots a set of scrolls that 
look slightly less dusty than the rest. These scrolls 
relate the history of the Brethren, as explained in the 
previous chapter and the appendix. The history 
stresses the Brethren‘s ferocity, cruelty, and above all, 
the feu inspiid by the dread Grasping Dark. How- 
ever, the nature of this attack is l& unspecified. 

The scrolls contain several inaccuracies, notably 
about the Brethren’s fate: “The malignant creatures 
at last succumbed to their own fiendish appetite for 
power, turned on one another, and destroyed them- 
selves. Their former thralls. glad of these tidings, 
entrusted the bodies to some kindly monks for hid- 
ing, that none could ever resurrect their foul peril.” 
In fact, the Brethren never turned on one another- 
though they may, in the Hollow World-and they 
did not die, but were only trapped. 

detail, not do they report the Brethren’s presumed 
resting place. However. a second successful Intelli- 
gence check after another hour of search reveals an- 
other relevant clue. 

A tattered scroll t e k  of obscure religious beliefs in 
G h u i a n  history. One xctim compare minor cult 
figures with “Lord Jamion of Barleycorn Monastery, 
whose strange residence ammg the monsters of the 

The dusty, history-shrouded Official Archives fills 

The scrolls do not refer to the ”kindly monks” in 

Broken Lands is told below.” However, the end ofthis 
scroll has been torn away and cannot be found. Benna 
H e m .  the librarian, can verify that the scroll w1s 
intact when last she saw it. (Minister Kaze tore away 
the part telling of Barleycorn Monastery’s location.) 

The Bureaucracy 
Among copious numbers of civil servants in the 

House of Ministers. the following officials can help 
the player characters in their search fm information. 
They an all available, with eax or ~ i d t y ,  in the 
House or elsewhere in Glantri City. 
To expedite the investigation. consider bringing all 

these sources together with the player charamts at a 
gathering. Perhaps an ambassador is hosting a gala 
masque ball (poor form during this diplomatic crisis, 
but this m y  be part of the ambasador‘s point): or a 
high-level summit ofthe Glanuian rulers may attract 

an opportunity for role-playing and even political 
intrigue. 

Alchemist and Healer 

these people as parridpvlts or watchers. %&e this as 

Since clerics are outlawed in Glantri, medicine 
relies heavily on magical hedhgpuons  and on 
traditional fmt aid. Alchemists, licensed by the 
Great School of Magic, provide both. 
Location: The high tower of the H o w  of Ministers. 
Name: Tenebras Illuminaurum. 
DesCrption: Obsessed old man, more than a little 

m y ,  with chemical stains all over his canvas smock. 
A blue star tattooed on his forehead indicates he is 
officially licensed to practice. “Oh, er, what? Po- 
tions, did you say? Something to keep the hair on 
your head, ma’am?’’ 

Accesibifity: Always in his lab, trying to build a 
better homunculus. 

Idomation: Tenebm knows that Irila Kaze knew 
more about magic and alchemy than she let on. Kaze 
asked him to grow a specif~c homunculus; she paid 
for it, then killed it on the spot and told him to 
grind up its brain. If asked whether this could be a 
spell component, Tenebns falls into fuddled 
thought. Much later, perhaps as the player chancters 
are ready to leave the House of Miniiten, he rushes 
up and announces, “Oak-in-Acorn! Powder that 
shrinks you! Yes, yes, very bad stuff.” For details of 
this item, see the appendix. 

of Alchemists (see GAZ 3, p. 70). AC 9: 20th level 
Mu, hp 31; #AT 1; Dmg by spcll; MV 120’ (40’); 
Save M20; AL L; THACO 13. Spells (number per 
level): 6/5 /5 /5 /4 /4 /3 /2 .  

Ambassadors 

3, The Principalities of Glanui, p. 31. 

Quarter (t19-21 on p. 41 in GAZ 3). 

Alchemist: Tenebns has reached the Fourth Cirde 

The three a m b d o r s  here arc drawn from GAZ 

Location: Three classy townhouses in the Nobles’ 

Names: Sire Galladin, Lord Ambassador of Alf- 

10 



heim; Sir Sergei Tonescu, Lord Ambassador of b- 
meikos; Lady Scrutina Diauta. Lady Ambassadress of 
Darokin. 

Description: Galladin is an honest middle-aged elf‘, 
dapper and white-haired. Torenem is a fat black- 
haired lout with a shady past and mrrupt present. 
Lady Scrutina is a shrewd but &rly old lady. 

Accessibility: Sharply limited, unless the player 
chvacters have noble or diplomatic S ~ N S .  Some- 
times encountered at gambling houses or chambers 
of Glantri’s Sisters of the Private Houses. 

Information: The ambassldors know of, and dip- 
lomatically avoid sneering at, Kano’s loutish behav- 
ior. One had a pet cat; Kano ate it. 

Ambassadors: AC 9; #AT 1; Dmg ld6 or 
weapon; MV 120‘ (40‘). Galladin is an 8th 1 
AI. N. 28 hp, THACO 15; Torenescu is a Chaotic 4th 
level fighter, 18 hp, THACO 17; and Lady Scrutina is 
a Neutral 4th level fighter, also 18 hp, THACO 17. 

Equerry 

horses, or arrange to stable their own, at a small, 
dean stable (an office; really) just west of Tower- 
bridge Plaza near the Merchants’ Consortium tower. 
City stables are located a mile south of the city on 
the Wizards’ Road. 

Location: Me 

Name: Linus Lorin. 
Description; A thin, good-natured teenager with a 

aap-toothed erin and ceaseless admiration for all _. - 
magic-users. 

anybody, especially about horses. 
Accessibility; Regular schedule; happy to talk to 

Information: Before the caravan left, Kaze gath- 
ered hairs from its horses used in caravan, as though 
collecting spell components. (She added these to the 
powder of oak-in-acorn. the shrinking powder she 
used at Barleycorn Monastery.) 

Official Interpreter 

Equerry: 0-level normal human. 

Location: Technically an upper-story minor office, 
actually itinerant; walks the halls of the House of 
Ministers, trying to make connections. 

Name: Denniar Nelvin Nogin. 
Description: Young, gangly; very short brown hair 

and rodent-like features; pleasant. slick manner in 
contrast to his looks. Low-status wizard with many 
pendants, rings, and lenses that translate languages; 
high-turnover position considered a rung on the 
ladder of advancement. Nogin is trying for the Hall 
of Magistrates, the lobbyists’ guild. 

Accessibility; Zdkative if you can track him down. 
Information: Sometime student of exotic cultures; 

knows all a b u t  the Brethren, if player characters 
think to ask him. He can also provide exposition 
about Yazar’s goblins and hostage-prince arrange- 
ment, if necessary. 

Interpreter: AC 9; 4th level MU; hp 10; #AT 1; 
Dmg by spell; MV 120’ (40’); Save M4; AL N 
THACO 19. Spells (number per level): 2/2.  

Provisioner 
Location: A large, bustling office in a main hall- 

way on the ground floor of the House of M i e n .  
Name: Rollan Padiar. 
Description: Large young man with short black 

hair, round face, doughy build. Walks quickly and in 
complete sentences, trying to tell everything asked 
before anyone can ask follow-up questions. 

Accessibsty: Player characters prohably encounter 
this minor bureaumt fm when they visit the Pmvi- 
sioners, where all magocracy officials pmcure needed 
supplies. Low-level public servant. but knows every- 
thing going on in the office-induding all relevant 
dues. 

Information: Knows locations of Minister h e ’ s  
dwelling, since he had to order frequent deliveries of 
srrange magical components there. Kaze ordered 
more of these for the caravan-Padiar has no idea 
what they would be for (they’re for powder of oak- 
in-acorn). Minister and Kano also asked for more 
provisions than the journey should require-“a mar- 
gin for safety,’’ they said. Caravan could easily still be 
surviving on the provisions it carried. 

Provisioner: Use the Interpreter’s statistics, above. 

Scribe of the Chamber 
Location; A small but well-placed oftice in the 

Name: Terinna Kollrahb. 
Description: Harried and low-status bureaucrat 

wearing cheap but dean robes; short black hair simply 
styled; alert, mouse-like expression. Member of Glan- 
d s  Scribes Association, but behind in dues payments. 

Accessibility; Easy to fmd, but reluctant to talk 
about “official matters.” Bribable for 50+ gp. 

Information: Knew Kaze well. Can talk about her 
eccentriciues, especially her love of the liquor 
Treesblood. POI a good (60 + gp) bribe, says that 
Kaze commanded more magical power than she let 
on, and made headway in spell research on powder 
ofoak-in-acorn. Knows Kaze studied the distant 
realm of Smd, and admired some Immortals in their 
complicated pantheon. 

Scribe of the Chamber: Use the Interpreter’s statis- 
tics, above. 

House of Ministers. 

Friends of Prince Kano 
Though fcw if any ora inhabit Glantri, some rcsi- 

dens follow what one could call orcish life-styles.’ ‘’ 
These thugs and lowlifes dwell on the West Side, with 
blackja& in their sashes and amulets w. ESP around 
their necks. They won’t talk to adventurers unless 
they’re friends of friends of friends, or perhaps fellow 
members in the Fellowship of the Pouch (the Glan- 
uian Thieves’ Guild). Bribes (5-20 gp) are mandamry. 

The ruffians desuibe Prince Kano-“yer ever- 
lovin’ Highness. as we ’re callin’ ’im”-as an adven- 
turous rogue, proud of his ancestry. Kano haunted 
the bars here and in the Port Quarter, drinking ale 
and whiskey, until he fell in with “that lily-whit 
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uptownd-hila Kaze, though the informants don’t 
know her name. Then he frequented her quarters- 
“an’ her so old an’ wrinkly, and sartinly not ’is type, 
if ye take me!” 

Not all informants know the same things. A few 
heard Kano talking of Broken Lands history, particu- 
larly the gmping dark spell. The thugs here found 
that fascinating; they can give a heavily colored and 
distorted version of the description in the “New 
Magic” appendix. 

Minister Kaze’s Quarters 
Many lower-tank ministers reside in the tower of 

the House of Ministers. But since they’re all wizards, 
the security around their dwellings resembles that of 
a typical wizard’s tower. So the characters probably 
have little chance to sneak in. However, should they 
persuade a minister to let them investigate Kaze’s 
quarters, they find a typical suite of rooms, comfott- 
able but not spacious or lavish. 

Everything important here-spellbooks, of course, 
but also routine keepsakes, clothing, and artworks- 
is gone. Given the security here, Kaze must have 
removed them herself. This is peculiar, because she 
was only supposed to be gone for a couple of weeks. 

A large whitewood rolltop desk stands in one 
corner. The papers here are routine, bordering on 
uash-receipts, old messages, etc. 

Even now, more than a week after her departure, 
some cabinets in t h e  quarters smell of Treesblood. 
the peculiar liquor that Kaze doted on. The player 
characters can learn about Treesblood from tavern 
bartenders (below) or the Suibe of the Chamber, 
above. The odor of Treesblood trails Kaze elsewhere 
in this adventure. 

Nothing else of interest is in the room. 

Prince Kano’s Quarters 
After Kano left, a squadron of cleaning st& de- 

scended on the room and cleaned it out utterly. The 
player characters find no dues here. 

However. aggressive player characters can talk to 
the cleaning people. One recalls finding broken 
bottles that smelled of Treesblood. the exotic liquor 
that Kaze *and player characters who talk to 
Kano’s friends learn that Kano hated Beesblood, so 
the bottles weren’t his. 

I;lverns Nearby 
Prince Kano frequented these. In Glanui City. 

likely tavern locations on the city map in GAZ 3 
include Boatman’s Xvem (hit Quarter, I51) ;  the 
buildings near the Gondoliers’ Landing Port (Middle 
Class Quarter, 157); squalid little hovels in the West 
End (West Side, 167); and the Gambling House 
(West Side, t70) .  Roleplay thest encounters, disttib- 
uting the following m o r s  and dues: 

I.  Local gossip says the caravan had plenty ofmag 
ical items, Eyewitnes accounts tell of a funny-eerie 

“explosion” by Baron’s Gate, in the saging 
where the caravan assembled. The explosion, 
overhead, sent forth bright blue and green ten 
of light that smelled Like spearmint, and everyone ~ 

touched by the light got indigestion. This was atcrib- 
uted at the time to a midire by a pmticing young ~ 

wizvd nearby. (This is m e ;  a nine-year-old boy wbo 
lives near Baron’s Gate will~shamefacedly admit he ~ 

was practicing a fire ball spell. This is a red-herring\ a 
false clue.) 

2 .  Some patrons remember Prince Kano as a h’g+ 
spirited drinking buddy. He often Nlsed Glantrian 
customs, called rival goblin tribes in the Broken ~ 

Lands “pansies,” and talked admiringly about the ~ 

Blood Brethren. his savage ancestors. Kino usually ~ 

ended ea& night’s drinking sp& with a drunken 
gondola ride, when he would lob srdnes at any do4 
or housepet he saw in a villa window. 

3. At an  u p d e  tavern, such as the Gambling 
House, one b e n d e r  is a thin, wise, low-level w e  
named Sendrian Leddo. He often took orders for 4 d  
delivered a particular kind, of exotic liquor to Minis1 
ter Kaze’s chamhers-a strong Darokini brandy ~ 

called “Treesblood:’ distilled on the borders of 
heim. 

Leddo formed only a dird impres$on of 
Kaze. He says she sounded sharp and showe 
wit. “Must have heen quite the drinker, though,” 
says Leddo, “since she went through so much of thb 
sn&”-perhaps a gallon every month. 

One interming due: M i e r  Kaze paid off her ~ 

account in full with her last order, before it was due. 
and she cancelled fixher deliveries. “Must have 

~ 

known she was going away,” says Leddo, if he 
Kaze went with the caravan. But if the player 
ten ask for dates, Leddo names a time over a 
ago. long before the caravan’s personnel were 
named. 

WHE 
If the player characters don‘t care to investigate 

before they leave, fair enough; they may regret this 
later, but the adventure can continue without the* 
clues. 

Should they pursue diligent investigation, make 
sure they learn of the Brethren and of Kano‘s admit 
tation for them. Also, the player characters should 
know that Kano m u t e d  with Idle h e ,  and thlk 
Kaze displayed suspicious behavior before the c a m  
van left. (However, no Glantrivl &er will heed 
these suspicions. Kazc was a uusted memher of the 
magocncy, above reproach!) 

The characters may also know the name Barleyc 
Monastery, the Shriahing powder oak-io-acom, an 
the liquor Treesblood. With these dues, set them Qn 
the path to the Brohen Lands: the Wizards’ Road. 

T 
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HOW THEY GET HE= = 
If they la& transport, the characters can rent hones 

cheaply (90% of s t anhd  cost) from the Glanuian 
Municipal Stables just outside the capital city 

Glantri's desperate ministers give all search parties 
a map showing the northern readres of the counuy 
and the caravan's mute. Its solid red line gives way to 
a questioning dotted line in the Broken Lands, for 
travel routes here change with the seasonsr 

The mute: The ministers assume the caravan 
forded the Vesubia River about 15 miles south of 
Ttintan and followed the established trail about 40 
miles southeast. Then itwas supposed to recross the 
river around Trollhattan, heading northeast toward 
the Plateau of Zyrd. (You can follow the route u&g 
the various Gazetteer maps, or the fm D&D@ Trail 
Map, TMI, The Western Countries.) 

In fact, the caravan did take thls route. However, 
tracks. 

Plateau of Zyrd, the caravan angled slightl 
then due north to the lowr tip of the Piatea 
on a freestanding rodr mesa hundreds d feet tall, 
stand the ruins &Barleycorn Monskery 
imprisoned Brethren. (See Chapter 4.) 

Irila Kate used magic to con 

THE SCENE 
The Wizards',Road, a hard-packed earthen road, 

starts nearly 50 feet wide as it NLIS south from Glan. 
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dreamers wake up. 
DM Note: The &am’s stone bowl, re 

~ i o S  of Atacalpa, the player characters’ 
in the Hollow World in Chapter 6. The 
and flowers show up in Chapter 11. . 

INVESTIGATION 

The player characters, like the Ght r ian  army 
patrols and other investigators, can narrow the cam- 
van’s disappearance to the stretch south of Ttintan, 
80 miles south of Glanui City. But then, they knew 
this already. (They also learn this at Fort Montdeone 
and other government outposts on their route.) 

Worthwhile dues come from a more subtle ap- 
proach. If the player characters lounge around a 
tavern without making pests of themselves, they can 
strike up casual conversations with the patrons. Con- 
versation leads from the hostage pxinces to goblins in 
general-to the Broken Lands-to its mange history 
and folklore-to an elderly gent’s dim recollection: 

“Yeh. I think 0’ those Broken Lands as yer big 
boiling cauldron-lie ‘at kettle on’er fm there. 
Folks in that place get the slrin boiled offer their 
bones ifthey ain’t kerrful. An’ likeways, there’s folks 
what go in on’er own, voluntary-t’see if they can 
stand th‘ heat, if y’see what I say 

“Like. I recollect my grandma term’ me ’bout 
monks who lived out there. Monks! Human as you 
an’ me, or leastways me. They lived out’n those 
forsaken mountains, growin’ barley for bread an’ 
preachin’ t’the monsters. Even kept some o’them 
monsters upright an’ behaved for. oh, long time. 

yer flesh aker a time. Monsters fmally got ’em. 
Never beard no more about’em myself, an’ been 
dragon’s years now. Nowir 1 dunno where rhic nlarr 
was s ’ p d  t’be at.” 

“But like I’m sayin’, that’s a cauldron there. boil 

LA 

craters. 
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more hospitable Barleycorn Monastery ruins in the 
next chapter. 

Shadow- 
The c h m e r s  will obviously worry about orc and 

goblin raids, but in fact this is currently less of a 
problem. The numerous search parties seeking the 
caravan have either (a) driven orc raiders into hiding 
through superior numbers and weaponry, or (b) 
failed to do so, and the ora are now pleasantly 
munching on their new victims’ bones. 
As for the goblins, Queen Yaar has decreed that 

her hordes must leave the search parties alone until 
they fmd the caravan. After that, it’s open season! 

Nuisances: Still. human-goblin hatred NIIS deep. 
Armed pauols won’t attack the player characters, but 
other, younger members of the goblin tribes have 
little to do and lots of time on their hands. So they 
may idly follow the player characters. hoping to stir 
up trouble. 

From the evening of their first day in the moun- 
ta ins ,  the player characters feel themselves watched. 
Then, as they investigate or make camp, a small rock 
hurtles from a cliffside and skips by them. It could 
hardly hurt a character even ifit hit. Above, halfa 
dozen young goblin hoods laugh and throw insults in 
their native tongue. 

The pestering continues until the player characters 
reach Barleycorn Monastery in the next chapter. 
Fortunately, the toughs take time to sleep, jusr as the 
characters do. 

. ,, i *( 
This situation can go several ways. 

b:., ”( 
1. The player characters can cleverly trick or,!? ;; -, 

frighten away the young thugs; award XP appropri- 
ate for defeating them. 

2. The player characters can pick a tight with the 
youths: afraid of looking afraid, the young goblins 
follow through with the fight. Since they carry noth- 
ing but clubs, the player characters slaughter them. 
You may wish to dedine XP awards for this pointless 
and unheroic brutality. 

h d y .  Friendly player characten could bribe or nego- 

ity The goblins, being Chaotic, won’t honor such an 
agreement for long: but clew players can d&s the 
situation’s &on. Award XP as for a defeat. 

The player characters can even collect a due or two 
from the goblins. They know about the Nias atop the 
mesa south of Zyrd Plateau, though they have no idea 
this was a monastery. They don‘t know anything about 
the caravan, but they can give minor murid de- 
ails about Kano and Udan, the hostage princes. 
Goblin toughs (6): AC 6; HD 1-1; hp 4; #AT 1; 

Dmg ld4; MV 90’ (30’); AL C; THACO 19; XP 5. 
Average height 4‘. Their names are Big Hrwt (the 
unoffual leader), EIokt Big-Nose. Garlak the Smelly, 
Krikk. Ongah. and Zuk. 

3. Unusual approaches may reduce the goblins‘ 

tiate with them, perhaps uading supplies for uanquil- 

A Shepherd 

I ‘  A tough life. herding bighorn sheep in the Broken 
Lands. This life doesn’t at all suit the goblin Roorgh. 
teenaged daughter of Arroogah One-Fang. Too 
bad-she’s been doing it for two years, and she sus- 
pects she‘ll do it for the rest of her life. 

The player chptafan run into her, somcwtm-e on a 
blasted hillside where the sheep paw the ground for 
dusty weeds. She hasn’t wn many humans, and she’s 
deeply bond. so she hails them and tdes m chat. As- 
suming hndsaong player chaactei~ don‘t kill her on 

they a&, she gives them the solution to their quest. 
Rmgh‘s stwg: Late in the afternoon a few days 

before, Roorgh saw the caravan camp M d e  the 
plateau, at a completely inappropriate spot and 
time. A party of horses rode off up a steep hillside. 
Later they returned; the caravan headed up the hill. 
On the following days Roorgh took her herd to 

another part of the Broken Lands, and she only re- 
turned here today. So no search party has asked her 
questions before now. If the player characters behave 
at all politely (and by goblin standards this isn’t 
much of a stretch), Roorgh gladly guides them to the 
spot-a couple of hours’ walk away, at the southern 
UP of the Plateau of Zvrd. 

; I  

the spot, she engags them in smaU talk. And, should I 

-Roorgh (young gob&): AC 7; HD 1-2; hp 4; #AT 
Nil; Dmg Nil; MV 90‘ (30’); Str 8, Int 9, Wis 10, 
D a  10, Con 12, Cha 8; AL C; THACO Nil; XP 0. 
Height 3’ 11”. 

Queen yilzar’s Goblins 
If the player characters miss the encounter w 

G rn n 
On the return trip, the player characters encount 

Roorgh the shepherd or, if they murdered her 
stricken relatives burying her. She or they cltl 
pointed clue about Barleycorn Monastery. 

WHERE NEXT? 
With the clue from Roorgh, above, the player 

characters know the direction the caravan took. This 
sends them up toward the monastery. 

With the clue from the tavern, the player charac- 
ters may even know where they’re going. If they 
heard from the goblin toughs that there are ruins in 
this area, the characters can deduce that these are the 
ruins Irila Kaze and Kano learned about back in 
Glantri City. 

and unsettled even compared to the rest of the Bro- 
ken Lands-proceed to Chapter 4. 

Once the player chatacters enter this area-rugged 



Three centuries ago this small. primitive mmplex 
housed the two dozen acolytes who followed Viscount 
Jamion 11. Jamion’s story, unique in the annals of 
nobility, began auspiciously with his birth to well- 
placed and favored aristocnts. his happy childhood. 
and his early asceudance to paver after his father died 
in a horsing accident. Then came his “new truth.’’ 

A vision: Accidentally getting lost on an overland 
hunting trip, Viscount Jamion happened on a peas- 
ant farm. The farmer lived there alone, virtually a 
hermit, raising barley and some livest&. Jamion saw 
the farmer beating his plowhorse without mercy. 

“Mv man. whv do vou beat that horse?” He 
I ,  

called: 

think that this life ’re any ~ood.” 
“I beat ’im that he don’t make the mistake to 

Jamion disarmed the &err, but the incident trou- 
bled him deeply for the resf of the trip and in the days 
that followed. After many sleepless nights, the uou- 
bled noble claimed to see a vision of humanity, “no 
man of more moment than a single corn of barley” 
Jamion bequeathed his holdings to the peasants 

that worked them, gave away his property, and took 
up a mendicant life. Following another vision, he 
enlisted followers and erected Barleycorn Monvtery in 
themost desolate place he could find: the Broken 
Lands. 
The monastng: No doubt the ora and gnolls 

would soon have made meals of these unarmed 
monks, except that Jamion’s followers somehow 
constructed the entire monastery atop an almost 
unscalable plateau. Only a single thin rope gives 
access to the mesa. 

goblin leaders to h i  faith. Under their (and their 
successon’) protecrion, the monastery survived for 
three generations. 

reign of t~rtor, High Gobliny tribcunen looked for a 
safe place to confie them. The monastery proved 
their only practical choice. The monks, still following 
Jamion’s dictates long after his death. solemnly took 
up the guardianship of these evil beings. 
The fall: As could he expected, nature eventually 

won out over faith, the goblin leaders’ descendants 
refuxd to carry on the truce. They used magic to fly 
up to the plateau, raided the monastery, slew and ate 
all the monks, and demolished the buildings. By 
that time they had forgotten that anything lay under 
the monks‘ shrine. 

More importantly, Jamion converted several orc and 

Two cennuics ago, after the Brethren fell from their 

So matters have stood for 200 years. 

HOW THEY GET THERE = 
The climb uphill takes the parry through barren 

shoals of rock the color of brindled horses. Every step 
kicks up gouts of dust, and hills loom steeply on 
either side. Now and again a player character spots a 
stand of weathered skulls on poles, posted aowhat?  
Warning markers? Trophies? Something more? 

The trail finally leads to a huge tawny-brown 
mesa, a freestanding flat-topped pillar hundreds of 

feet high. Beyond it, across a wide gulch, stand a few 
more such mesas and, ffing the horizon, the vast 
Plateau of Zyrd. 
Evidence of the canvan: The characters notice 

deep wheel mcks (idicating heavily loaded wagons) 
leading to the base of the monastery’s plateau. The 
tracks look old. and there’s no sign of the caravan. It 
apparently vanished into air. 

Wing the plateau: No sign of a rope ladder. An 
accomplished thief or other climber can find hand- 
holds and footholds in the aumbly rock. A successful 
Climbing roll or skill check, or even a Dexterity 
check if necessq, lets the most agile character re 
the top of the mesa. There, near the edge, sits a 
coil of old rope tied to a thick yew-wood stake. Once 
rope touches the ground, othcr characters can scale 
the rock face relatively easily. 

THE SCENE 
Barleycorn Monastery consists of five stone 

ings in a “beehive” style. Each structure is a 
circular dome, about 25’ moss, that rises an 
to a point. 

The buildings: One, a small windmill. stands apan 
from the rest along the plateau’s edge. The mill ‘s 
grindstone lies in the dirt; only one wall of the wind- 
mill stands. There is nothiig of interest here except a 
few animals. (See below under “Investigation.”) 

meadow surrounded by fields of barley, now o 
grown with weeds. Three of the four buildings 
now ruined piles of rubble; part of the fourth s 
stands, black against the horizon like a scorched tree. 
One fallen building held the ovens where the monks 
baked ground barley into bred, the other two were 
living quarters. now home to a few (immobile and 
non-magical) skeletons. 

monks’ place of worship, hides the entrance to an 
underground cell complex. The Barleycorn monks 
dug the complex to imprison and p a r d  
ren. For more about the underground st 
and its entrance, see “Interior Dewiption 

The other four buildings stood together in a broad 

What’s left of the sole standing building, once the 

Before the characters have a chance to seu 
. 

EVEN 
Give the players Intelligence ability checks. Those 

who succeed hear a low coughing coming from the 
weeds nearby. They find one of the caravan drivers, a 
young man left for dead. In fact thii man, Tylon, is 
nearly dead. Unless a cleric uses cureall on him, he 
will die as soon as he coughs out the following state- 
ment. Read this aloud, or paraphrase Tylon’s story as 

word seems to hurt him. But be talks without 



stopping, as though he’s rehearsed what he wants 
to tell you, and he wants to get it all out before 
he goes. 

”I hued on as a driver. Easy joumey, I thought. 
Didn‘t much like Prince Kano, but we didn‘t 
have to sce much of him. He s p a t  all his time 
with that minister. Kue, her name. 

“Over a week back, Kano ordered us off the 
route. Said he wanted to check out a place his 
ancestors had lived o m .  We turned up into the 
mountains, went a ways, and camped. She waved 
her arms and said some things behind us, and our 
tracks disappeared! She and Kano rode up further 
for an hour, then came back in a fme mood. 

“Two days back, Prince Udan comes up to meet 
us, like he knew we were up there all along. 
Those princes and Kue  led us to this rodi tower 
here, and then we all dimbed the rope to this old 
ruin. The three of them went down below there, 
under the building, and we all heard flames and 
explosions. None of us wanted to go help them, 
though, for they’d spooked us all by then. 

“They came back up loaded with loot. but 
nobody I know got to see it. The princes said we’d 
be waiting here for a while. A few days, they said. 
Somebody asked why, and K u e  chanted some- 
thing. A spell. It turned everybody friendly and 
uusting, looked like. Except me, but I didn’t let 
on. Nobody asked anything more. 

“Then last night, after dark, the three of them 
tensed up, like they‘d heard a voice or something, 
and without a word to anyone they went back 
down below. I heard sounds. like chants and 
screams. Horrible sounds, all night. 

“They came back up a few hours ago -” He 
coughs again, harder. ‘ I -  And those prince 
looked all different, looking around like they’d 
never seen this placc before-and moving like 
they’d never walked. Kano had a black monkey 
on hs shoulder. It never made a sound. How’d he 
get a monkey, down there? 

”We climbed back down to the caravan. Kue 
told us all to stand still while she sprinkled this 
strange powder all around us and the wagons. 
Then she started to chant, and I felt funny. I ran. 
But suddenly there was Kano, right in front of 
me-didn’t see him-laid a hand on me, that was 
all -“ He’s coughing harder now. “Left me for 
dead. I looked up and saw the camvan disappear! 
Poof, gone! 

“Kano went back down with the minister. 
Udan floated away into the sky, Lefr me for 
dead-oh mercy-” 

The Grasping Dark 
If y d  like, improvise pathetic Inst messages that 

Tylon mts the player chpractur to pus along to his 
relatives. Poor Tylon soon dies, having fmally ex- 
hausted his energy fighting off a tenible magid 
act& the gmping dark. 

Suddenly Tylon streams. You see the air shimmer 
around him, and there’s an awful smell, like dead 
bodies. His skin is turning purple like a bruise, 
and then dead black. His clothing, too: It’s all 
turning dark, as if night were falling, but just 
over him. He turns into a living, moving silhou- 
ette. 

Let the characters take action, but nothing short of 
c d  can prevent Tylon’s fate. The characters can’t 
grab or hold Tylon, nor &ect him in any way. They 
cannot enter the silhouette; it does not exist on this 
plane, nor on any the player characters can reacb. 
Unless they cast curcall, keep mding: 

Tylon screams harder, and now you see him 
again-inside the silhoueme. He looks smaller, 
and then you realize he’s recedmg from you into 
the distance, into the darkness inside the silhou- 
ette. And all around him, at his throat and his 
arms and his legs, you see dozens of hands. Gray- 
ish green hands, with the wrong n u m k  of 
fmgers-and no fmgemails, but daws. 

The hands drag Tylon’s body down, further 
and furrher into his own silhouette. Jusr hefore he 
vanishes in thc dark, you sec blood streaming 
from his nose and mouth. Then there’s nothmg 
left but the silhouem, and that vanishes like a 
shadow in sunlight. 

Establish the grasping dark as an  eerie and gro- 
tesque fite that the player characters simply c w t  
fight without tremendous magic. This should om- 
vine them that their adversaries in thii adventur 
deserve to be called evil. 

For more information about the grasping dark. 
consult the appendix to this adventure. 

Healing Tylon 
If the player chpracters heal Tylon with a curedl 

spell, he survives and can accompany the party 
through this adventure. However, because of his 
inexperience, he’s probably more libility than help. 
Though endlessly grateful and fiercely Loyal to his 
rescuers, Tylon would prefer just to leave the area 
and resume his peaceful life far away. 

Tylon, caravan driver: Tylon is a normal 0-level 
human with no weapons or m o r .  He’s 5’9‘. weighs 
a rangy 150 Ibs., and has black hair and green eyes. 
He speaks in a tenor voice that is ordinarily pleasant 
but is now agonized! i 

INVESTIGATION 
Half an hour’s careful search of thc plateau and its 

bnse mrcnls the fouowing dues: 

1. A small, well-made dasp earring made of 
beaten copper. A successful I n t e U i c e  ability check 
idenflies this earring 1s a type worn by upper-class 
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merchant women in Glantri. (This is Irila Kue’s 
caning. She lost it when, preparing to enter the 
underground suonghold beneath the monastery, she 
removed her jewelry and other incidentals.) 

2. Droplets ofviscid, grayish slimc that evaporate 
only slowly in the sun. Most of the drops lie beside 
the m uadrs at the point where the tncks vanish. 
Diligent searchers may note other droplets in twos 
and threes around the area. Spells or items that ana- 
lyze magic can identify this slime as the waste 
product of a powerful magical ueature. 

(These come from the slug-like form of Koresh 
Teyd; see “NPCs” in the Appendix.) 

3. Detect magi? reveals a faint outline on the grass 
around the last length of caravan tradrs. This oudine 
forms a complete loop as wide as a wagon and 1s 
long as ten wagons, obviously the length of the cara- 
van. Detect magic cannot reveal the function of the 
line. (Ma Kaze and the Brethren used it to cast the 
enchantment that shrank the cmvan to portable 
size. See “New Magic” in the Appendix.) 

Animal Testimony 
Where Viscount Jamion’s monk once toiled, now 

only wildlife survives. In the standing ruins lives an 
aged gray barn owl (female), and nearly EO wood 
mice nest under the wall. A few moles burrow un- 
derground, and a male pine marten (a small ferret- 
like predator) prowls the ruined mill. Clerics or 
dtuids can communicate with these animals, but 
they have little to tell. 

lived here long ago, and the MI of the monastery to 
goblin raiders. The owl and marten can describe re- 
cent events here. though in confusing terms; they 
obviously understood nothing that happaed. Their 
amounts are usdul mainly for the closely-observed 
appearances ofthe hostage- princes and Ida Kaze. See 
“Npcs” in the appendix for physical dexriptions. 

Also, the animals observe that after they returned 
to the surface from below, both princes gave off 
scents different from their previous ones. (This indi- 
cates the princes have been taken over, though the 
player charactern may not realize it.) 

Underground: The moles and mice know nothing 
of these events. They do know all about the original 
layout of the underground complex, before the 
princes and Kaze plundered it. Note that the moles’ 
burrow leads down into the food storage room of the 
complex, and that the princes slaughtered several 
moles hiding there (see the description below). 

What Really Happened Here 
Seven daya ago: Irila Kzze arrived here with the 

Prince Kano. Sensing the Magic Chamber in the 
underground complex (see below) via ddmyancc, 
she telepornd into it, then blew out cvcry door in 
the complex with a meteor swarm. She didn’t d m  
free the Brethren from their captivity, because it 
would signal the Immortals. She and the princes 
looted the rest of the rooms. 

A b g r o u d  The owl can describe the monks who 

ltvo days ago: Down in the Hollow World, Thana- 
tos decoyed the lmmortnls away info the time- 
stream. Then, through his Schaftendfen servants, he 
sent a burrower, or great annelid, tunneling up to- 
ward the monastery. Hc commanded the -at- 
tendfen to follow the nnnclid and guide his Outer 
World semts down to the Hollow World. 

Thanatos telepathically dertcd Kuc that the cere- 
mony could proceed aftcr the annelid opened the 
magical wud. Kue magically signaled Prince Udan, 
who with his g o b  mom was now pmendmg to 
search for the mising caravan. Prince Udan told his 
CSCOK party to make camp, then rode alone to join 
the cmvan. 

Yeterday: The Anmelid finally d e d  its destina- 
tion, opened up a chvlnel in the Magic Chamber’s 
floor, and destroyed the protective wud there, dying 
in the process. Shortly thereafter, Knze and princes 
staged a lengthy ccnmony to fm the Bmhren. 
Assuming the shapes of familiars (a monkey and a 
slug-like creature) the Bmhren took over both 
princes. The Schattendfen party arrived soon d e r .  

Earlier today: The three wizards emerged and 
shnnk the caravan, assaulting Tylon when he tried to 
escape. Kano, now a vehicle for Brother Simm’s 
power, afflicted Tylon with the w i n g  k k .  Then 
Kue  and Kano/SLnar took the shrunken mvan 
and returned to the annelid shaft with thcii wort 
party of Schattennlfen. 

ing elscwhue, and acnt them dong thk way. The mp 

Udan renamed and went down to &e Hollow World, 

Now the player chactm have &. When they 

Meanwhile, Udan flew out, found his scmts camp 

has taken them most ofthe day, and io that imervol 

leaving the elves bclpind as guides for his semts. 

explore the Complex, they cmmlntcc the SdULtanalfen 
guide, who mistake them for WS wvauts. 

INTERIOR DESCRIPTION = 
Ihe entrance to the underground complex is 

plainly visible in the floor of the sanding building. 
Once a concealed trapdoor covered it.--so well that 
the goblin raiders missed it when they destroyed the 
monastery a gencration ago. But I d a  Kaze reduced 
the door to so many oak splinters littering the 
earthen floor. An observant player character may 
note that the wmkage shows the trapdoor was blown 
apan from below. 

A wooden ladder leads six feet down to a staircase 
five feet wide and barely Six feet high. This flight of 
stairs, roughly c d  from living rock. winds down 
into total duknes. Dust gathers in every comer, but 
fine layers of it that once coated the floor have re- 
cently been blown away. 

The low-ceilinged staircase winds down past two 
watchposts, also carved from the bedcock. Each post, 
a daustrophic cylinder barely large enough to cock a 
crossbow in, is blocked with stone mortuwork. Each 
wall once held an arrow slit, but the poorly-made 
mortanvork has collapsed to thigh level. 

At the bottom of the stairs. some 20 feet below 
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the surface, another poorly-laid stone wall bl& the 
passage. The wall holds a thick oak door, which now 
hangs loose from the bottom hinge. Obviously some- 
one beat the player characters here, and from the 
shine on the broken metal hinges, they came 
through recently. 

The Stronghold 
Overview: This place, a natural limestone cavern 

enlarged by the Barleycorn monks, is a total wreck. 
The three powerful magicians shattered every door, 
and have left behind nothing but trash and 
corpses. . . and a few clues for alert player characters. 
The characters have the (perhaps unusual) experience 
of wandering through a dungeon that looks like 
dungeons usually do after the players have finished 
with them! 

Central passage: The floor is rough brown rock, 
marred by the stumps of a few cut stalagnutes. The 
soot-covered ceiling, about eight feet high on average 
but very uneven, stdl holds many small stalactites. 
Characters may well suspect their shadows of harbor- 
ing attackers. but the wizards killed all these. 

The air, thick and suffocating, smells of  dust and 
mold. The complex is dark, though an empty iron 
sconse protrudes at eye level on each wall. 
Food stores: These two low mms once held the 

barley bread, dried fruit, and potatoes that nourished 
the monks. Animals later gnawed h u g h  the 
wooden crates and devoured the contents. The princes 
and Kaze shattered the crates in their s e d  for loot. 

In the room further from the stairs, a wall has 
collapsed and revealed the secret chamber behind the 
wine cellar (see below). 

Burrow: In the room nearer the stairs. behind a 
patch of stalagmites. a tunnel leads to the burrow of 
a mole family, described above under "Animal Testi- 
mony!' The tunnel was once a foot wide, but a fire 
ball or two from Kaze has widened it to three. The 
missiles also baked and charred the tunnel walls, and 
incinerated the mother mole and mast of her cubs. 

One single mole cub, uninjured but blind and 
helpless, still lives in the burrow, mewling patheti- 
cally. This cub does not attack and is worth no XP. A 
player character can try to adopt it as a pet, but 
keeping it alive may prove a problem. 

Wine cellar: The monks distilled small quantities 
of grain alcohol for sacramental use. The casks here. 
long since emptied through evaporation, have k e n  
split and shattered. 

At the back of this low room, the mortared stone 
wall concealed a secret chamber. The door opened 
with a pull on a concealed latch. The wizards have 
pulled that latch and incidentally destroyed the door. 

The chamber once held the monks' meager trea- 
sures, donated to them over the generations by grate- 
ful supplicants. The loot is gone; nothing remains 
but the smashed bodies of its guardians, a couple of 
large black widow spiders. 

Saiptorium: Here the monks spent their few free 
hours painstakingly hand-copying religious texts. The 
chamber contains wooden desks, high stools, and an 

~ ~~~~ ~ ~ 

thing has been thoroughly searched. Nothing of 
value remains. 

Whcn goblins slaughtered the monks, one spirit 
remained here as a haunt. The wizards destroyed it. 
(Optionally, they may only have chased it away tem- 
porarily. The haunt returns, to attack or inform the 
player characters as desired.) 

Saoll library: A cloud of ash fdls this room when 
the characters enter. The monks stored their copied 
texfs here; the wizards searched all of them, found a 
few valuable spells, and torched the rest, then 
stamped the ashes. 

The stamping dislodged a small item from Kax's 
cape-a horse. This shrunken horse, one of those 
that pulled a cart in the caravan, is now an inanimate 
statuette a few inches high. Thanatos's magic h a .  
sbrunk the entire caravan to portable size, and Kate 
now carries it with her in the Hollow World. 

Dispel magic instantly returns the horse to full 
size, leaving it unharmed though frightened. E a  
priest or druid communicates with the horse, it re- 
members nothing aker Kaze sprinkled powder 
around it and the caravan. 

convert from a wealthy but dissatisfied existence, 
donated a magical statue to the monastery upon 
joining. The statue depicted a beautiful toga-dad 
maiden carrying a harp. To those of good intent it 
sang beautiful ever-changing melodies; to evildoers, 
it sang a deadly, hypnotic siren-song. The wizards 
have smashed this statue into several large pieces, 
dispelling its magic beyond recovery. However, the 
statue can be repaired and has 21 gp value as an 
ordinary object d 'm.  

Statue room: An especially supportive acolyte, a 

TheMagicChamber , 
At the end of the complex a secret door stands 

wide open, its limestone surface shattered. The Bar- 
leycorn monks made this door and hollowed out the 
chamber beyond when they became reluctant trusf- 
ees of the Brethren. 

The dome-shaped chamber, 25' acm and 10' 
high at the center, shows much more careful work- 
manship than the amateurish complex outside. The 
limestone floor and dome, both smooth, are marked 
with runic wards; the wiiards have dispelled the 
magic in these wards. 
diameter tunnel erupts from the floor and climb@ 
partway up the wall. This hole has eaten away the fu 
edges of a mystic ward painted on the floor. 

The mystic wa& Once charged with powerful 
magic, this ward confined the evil spirits of the 
Brethren within. By destroying the mystic ward, the 
hole's maker, a great annelid, unleashed its protect- 
ive magic and died on the spot. It now lies at the 
bottom of the hole, in a larger chamber. Slight traces 
of magic remain on the ward and can be detecteA,, 
with detect magic. 

The containen: In the center of the ward lie d& 
cracked amphorae, long clay vessels usually used 

At the far wall. a 15'- 



storing wine. These, engraved with numerous runes 
that formed a magical barrier, confned the spirits of 
the Brethren-something like a magic jar spell. 
Though they are now useless. the amphorae retain a 
strong residual aura of magic. 

The spikes: Studded on the dome’s walls are rusty 
iron spikes, which also worked as magical wards. 
Each spike measures six inches long and weighs five 
pounds. A combined Strength score of 24 or more 
can pull a spike out of the wall. 

These spikes were enchanted for deadliness against 
the Brethren. Though a spike inflicts only ld6 dam- 
age to a normal target. against the Brethren familiars 
a spike attack does 4d6 damage, and the Brethren 
cannot regenerate this damage. The enchantment is 
visible to detect magic. The Brethren did not bother 
to dispel this enchantment, thinking they would 
never encounter the spikes again. 

A player character wielding a spike can use no 
other weapon, but can carry a shield. Because of a 
spike’s clumsiness, its wielder always loses initiative 
in combat. The Brethren do not detect the spike’s 
enchantment unless they actually see it. It is dis- 
pelled as though cast by a 20th level magic-user. 

THE CAVERN 
The annelid hole, the only other exit besides the 

secret door, stretches straight down 20 feet, then 
spirals gently down and away from the Magic Cham- 
ber. It evcnNdly levels out into a perfectly round 
tunnel 15’ in diameter. 

Shortly the tunnel opens onto blackness. No ceil- 
ing or walls that the player characters can see, though 
the floor continues with a slight downward slope. 
This giant 100’ high cavern, the product of ground- 
water erosion within and below the plateau. does not 
C O M ~  with the larger Broken Lands network of 
caverns that the Shadow Elves use. Nothing inhabits 
this cavern-or at least, nothing did before the anne- 
lid burrowed into it. 
DM Note: If you’re playing this module without 

the others in this trilogy, especially HWA2, 
Nightrage, you may wish to delete the annelid the 
player characters encounter here. Simply assume the 
Schattenalfen party (see below) used powerful magic 
to create the tunnel into the Brethren’s chamber. The 
burrower here foreshadows the plot of the second 
module of this trilogy. 

Tbe Annelid 

Up ahead you see a rock wall. But then you look 
more closely. It’s rodr-colored, grayish-brown, but 
the wall curves sharply back. It’s covered with 
scabs. And it’s segmented like a giant worm. 

The annelid, young and small for its species, mea- 
swes 40‘ from tip to tip and eight feet in diameter. 
Closer examination of the annelid‘s worm-like body 
reveals a dense dump of sensory tentacles, each as 

long as a player character’s arm, at the front of thd 
MY. 
Just behind this semry clump, observers spot a, 

small, bright red creature that resembles a cnh with- 
out a shell. all barbs and prongs and claws. The 
creature, a symbiont that the Schattenalfen w d  tb 
control the annelid, is crushed and dead. Strong- 
stomached characters can pry it away from the bur& 
rower’s body; this reveals that the symbiont had 
driven two long fangs into the annelid’s flesh just 
behind the walnut-sired brain. Investigation can’t 
deduce anything of use about this creature. 

Suprise attack: The annelid is dead. But among 
primitive creatures, sometimes the body docsn’t 
learn the brain is dead for quite a while. Any atta+ 
on the annelid’s body provokes reflex thrashing add 
rolling. Roll for surprise; any surprised player chadac- 
fer within ten feet of the annelid takes 2d6 dam+. 
unless the characrer makes a successful Dexterity 
check to leap out of the way. 

The Escort Party 
As soon as the player characters make a sound, qn 

accented voice rings out from further down in the 
cavern: “Angalad!” (This is a colloquial greeting ip 
the Schatteden tongue.) “We have waited for y+u 
long enough to grind the rocks to sand. What has 
kept you?” Go to the next chapter. 

made no noise at all? If so. they hear voices furthek 
down in the &kness. Sound carries well; the Ian- 
guage sounds Elvish. 

The characters can sneak up on the SchattenaW 
parry. But as soon as they get within 60’. they willlbe 
spotted. The leader (described in the next chapter) 
says, “Hold your weapons low. We have been senq to 
guide you.” Then proceed to the next chapter. 

If the player characters are dent Have they d y  

WHERE NEXT? - 
The players should deduce that something nasq 

was imprisoned under Barleycorn Monastery, the 
hostage princes and Minister Kate set it loose, an 
it’s headed downward. Once they understand this, 
let their characters bead down too. 

If the player characters decide to head back up +d 
search for Prince Udan, who’s already returned he e 
and gone below, they encounter Yazar’s escort of Bo ur 
goblin warriors below the plateau. (Use the mti.&s 
in Chapter 1.) 

These goblins aren’t in the mood for a fight; 
they’re s p k e d .  Ifthq have a chance to convene. lthe 
goblins say they saw “a floating m o m d  (Prince 
Udan) flying up toward the plateau. The goblins 
positively refuse to have anything to do with the &bar- 
acters, the search for the princes, or the monastery. 
They think the ‘*monster*’ has the princes; and in b a t  
case, rescuing them is more than their duties are 
worth! 

ward. 
The only way further into the adventure is dowb- 
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In this section the player chvacters ioumev dee 

the player characten for other s emts  of 

can attack the elves or play along. 
thing of the danger to their world. 

e Brethren, servants whom the elves were told to 

.-about the Hollow World. 
rce a captive earth elemental to cast a 

tomon spell (see “New Magic” in the 
endix). This spell lets the player characters travel 

more quickly than they realize-down a 
ile annelid tunnel, through the World-Shield 
to the Hollow World. 

This cavern measures a hundred feet from pillared 
w r  to stalactite-frosted ceiling. It echoes with a 

drip of water, and the air is cool and moist. 
en  of 6th to 8th level have probably seen 

ne prominent feature: a wide, shallow groove 
stretches down the sloping floor away from the 
lid. The creature ate this path while travelling 

s before; this one is typical. 

INVESTIGATION 

, leader of the group- 
: “Sweet air and dear 

wayfarers”-a friendly greeting, 
sn’t sound pleased to see the player 

y Zmgues: If none of the player 
el offers them a hand- 

en the player characters wear them, these pen- 

language. However. the items 
in these languages. nor do 
‘d languages (oa, goblin, etc.) 
ved from humanity. 

ou to follow them with all haste to the 

the player characters get them instead. Even if 

are pr imdy plot devices to ease the LagmtA of 
language barriers in the Hollow World. Ifthey wQyld 
unbalance the campaign, consider giving the pen- 
dants a time-limit of operation, or only a set list of : 
nguages they translate.) 

The Escort Party 
These three SchattenaJfen travelled here-thou@:, 

even now they’re not sure where “here” i s w i t h  p’ 
larger expedition of a dozen elves, all high-ranking 
officials in a mining opcration beneath &this. (“he 
player characters have never heard of such a place, but 
this shouldn’t d e  them as suspicious; they don’t 
know every place in the world, after all. This should 
simply indicate these elves come from far away.) 

All these elves received identical dream visions 
from, they believe, their patron, Atzanteotl. The 
entity appeared in a lengthy dream as a cool white 
sphere hanging in black emptiness-the Moon, a 
concept foreign to schattenalfen. (This was actually 
Thanatos posing as Atzanteotl, his fellow Entropy 
I m m O d . )  

“Follow this tunnel,” said the entity, revealing a 
long circular shaft going deep in the earth. He also 
conveyed to them the location and use of a lost magi- 
cal device, “a stone that will let you uavel easily.” So 
ordered, they collected an earth elemental from their 
mining operation. located the runnel of their visions, 
and performed the ceremony Atzanteotl described. 
They climbed down, walked for some time, then 
climbed up another shaft. 

The Brethren were waiting for them. This, too, 
Atzanteotl had predicted, and the Schattenalfen 
swore their allegiance as instructed. Most of the party 
set out on the return journey with the Brethren and 
“the human spellcrafter” ( I rk  Kaze), using their 
own conjured elemental and distance disromon; the 
three elves here remained behind to escort the later 
“rrivals-servants of Prince Udan. Fortunately for the 
,layer characters. the Brethren neglected to mendon 

ha t  the ~ e ~ a n t s  are goblins. , . , .  

The three SchatrenaJfeo escorts: 

LinarieJ Falranna, Lead& 
In her 440. years Linariel has zchieved how, a k 

warrior. The second daughter in one of the city d. 
bsarthyl’s prosperous families (an offshoot of t he  . 
‘elistyr clan), Linariel gladly supported her elder 
ister’s leadership of the family-until the sister, 

Anfala, was assassinated by a junior rival. 

when her ceiling trap fell and crushed the rival, I 
unfortunately also crushed a daughter of the Elf- 
King. The S c h a t t d m  regarded h i e l  with a 
mixture of emotions that was, for them, completely 
natural: admiration for her just revenge, and hatxed 
for her crime. She is now outcast from her family, a 
freelance mercenary, yet she retains prestige among 
the Schattenalfen as a fighter. 

Linariel fulfilled her familial debt of revenge; hilt 
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Appearance: Four feet w e n  inches, 100 Ibs. 
White skin and hair (like almost all Schattenalfen), 
yellow eyes. Stocky build; scale mail (AC 6); black 
moleskin trousers and boots. 

Possessions: Linariel holds the stone that conjures 
the earth elemental (see below), and she has a sam- 
ple of Trecsblood liquor that I d a  Kaze gave her (a 
sort of diplomatic present). Linariel carries a short 
sword, dagger, and a bola coiled on hnshoulder. 
Hidden in a secret compartment of her wooden can- 
teen is a potion of 

Role in the adventure: Not openly hostile yet Ni- 
ously aloof, Linariel represents to the player characters 
the friendliest side of the Schattenalfen they ace likely 
to see. Linariel is a h  th n 
source; Henneth, is not the 
player characters intensely. (For both of these NPCs, 
see below.) 

Linariel Falcmna: AC 6; 7th level elf; hp 23; #AT 
1; Dmg ld6 or by spell; MV 120' (40'); Save E7; AL 
C; THACO 15. Spells(numberperleve1): 3/2/P/l. 

Henneth Brugolas, Aide 
Henneth follows Linariel everywhere, loyal to a 

fault. He served in her Schattenalfen patrols. ad- 
miml her leadership, and thmugh dogged persist- 
ence rose to become her aide-de-camp. Though 
Linariel iro longer leads apatml. Henneth remains 
worshipfully at her side. He doesn't like humans, 
but if Linariel cares to assodate with them, Henneth 
will put up with it. 

Appeuance: Five feet two, 130 1bs.-for a Schat- 
tenalf, virtually a hulk. Hcnnetb wears badly-kept 
leather armor (AC 7) and stained brown boots. 

Possssioos: Long sword (a nre weapon among this 
dan of Schattenalfen), d a g ~ r .  Henneth carries a 
plain copper flask that supposedly cohtains a potion 
ofhuman contml. Actually it is merely apotion of 
delusion. 

Role in the adventure: Musde and occasional 
comic relief. 

Henneth Bmgdm AC 7; 4th level elf; hp 14; #AT 
1; Dmg ld6 or by spell; MV lZO"(40'); Save E4; AL 
C; THACO 17. 

Gale0 Lauric, Guide 
Galen is 28 years old-a child by Schattenalfen 

standards, but what a precocious child! He has al. 
ready killed 20 Azcaas and other humans in battle or 
by honorable stealth, and he would not mind in- 
creasing his total. The player chanctcn should regard 
him with suspicion. Yet Oalrn obeys Linariel's com- 
mands in ktter and spirit; be is a good warrior, 
though prone to hotheaded action. 

Appcmce: Five feet, 110 Ibs, Purple tunic and 
black ttouxts and boots. The usual pale skin, white 
hau, and ,-reen eyes-but Men, like many Schat- 
t d c n ,  &from a minor disfrguremeut: His 
mouth is drawn back in a p ~ r p e t ~ a l  grin, a rictus that 
he overcomes only with effort. The player ch-rs 
may think Galen is mocking them; &en that may be 
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the outer world. Random remarks from the player 
characters may provoke thc elves’ curiosity, such as 
references to ”night,” the Moon, or the sky. 
Who they work for: “We serve Atzantcotl, patron 

and protector, He That Offers Revenge. Atzanteotl 
told us that your masters, the Bmhren, also serve 
him.” The elves do not know the term “Immortal,” 
let alone “Enuopy”; Atzantcotl is their pauon, noth. 
ing more or less. The elves do not know the Brethren 
or I& Kaze personally. 

The caravan: The Schattenalfen know nothing of 
this. They saw no caravan. Kaze kept the shrunken 
caravan in a bulky burlap sack. 

The Great Annelid: “Our miners use these crea- 
tures,” h a k l  says simply. “They tunnel well.” She 
and the exom know little about mining, annelids, 
or the parasitic creature on the annelid’s back. Given 
her bland manner, the player characters may aban- 
don their suspicions about the annelids’ role in this 
adventure. . . temporarily, at least. 

to take you to ?grthis in the Nithian Desert, and de- 
liver you to your master, the one called Prince Udan,” 

(So the Schattenalfen believe. As it turn out, 
their conjured eanh elemental intends to betray 
them: his distance distortion spell will carry them 
instead into an ambush in the Azcan Empire. See 
the end ofthis chapter.) 

At this point Linariel offers the player characters 
their language pendants, ifshe hasn’t yet. Once the 
player characters have gotten the pendants ofmany 
tongues, go to the first Event below. 

Whac they’re taking the playa charaaas: “We are 

EVENTS 
Summoning the Elemental 

If the player characters make an alliance (however 
uneasy) with the elves, Linariel summons an earth 
elemental to expedite their ppssage through the 
world’s crust. Read the boxed description below. 

If the player characters have killed or driven off 
the elves, they fmd the conjuring stone on Linariel‘s 
body or on the cavern floor. When they move to the 
lower annelid tunnel, the stone automatically sum- 
mons an earth elemental; adapt the boxed dewip- 
tion that follows. 

When Linariel holds the stone at arm’s length 
above the cave floor, the rock at her feet bzgins to 
liquefy and bubble. A shiny pillar of rock slowly 
grows to meet the stone. Rodi veins and lumps 
move over the pillar’s Jurfin like ripples on water. 

The pillar’s blunt point touches the stone, and 
Linariel dram her hand back. The rock keeps ris- 
ing. It cngulfs the stone. Then a rift grows in the 
pillar, near the ground-it deCpcn.5-it splits the 
pillar’s base in half-and you rcplizc thcx arc legs. 
Before you stands an earth elemcnd, 12 feet fl 
and six feet around, lumpy and glistening like 
fmh lava. 

’ h i s  earth elemental is named Gabbro. It, or he, is 
a captive high-level cleric, one of many e l e i m c d  
that the wizard Korisb Tyd ofrhe Bmhtcn is h & n g  
in Nirhia in the Hollow Mid. The plqer chamam 
may visit these uapped elementah in Smexcond mod- 
ule of this series. 

If you are playing this module &ne, ignore t h e  
details. Assume that the elves usc this &mend hr 
easy transpart, and leave it at that. 

Gabbto: A device elemental (see %rpen rules, p. 
49)-AC 0; HD 12; hp 50; #AT 1; Dmg 2ds; MV 60’ 
(20’); Save F12; THACO 9; AL N XP 1,lW. On the 
Elemental Plane of Earth Gabbro is a i7th Id daic, 
but in this Sening he has no clerii abilities. He is 
non-violent by nature and tries not tobm the phycr 
chuanen. 

At Linariel’s command, Gabbro l w n h  to the 
aGrcltd tunnel, flows around 
stretch down into its depths. *‘ 
and two of the Schattmalfen 
thud waits for the player characters to 
brings up (or down) the rear. 

e 

In the Tmnel 

As you dimb down, you find footholds exactly 
where you would hope them to be-it‘s nlmost as 
easy as climbing down a ladder. At one poht it 
feels l i e  the foothold widens h e a t h  pur foot, 
mzking a more secure hold. 

The walls of the tuntlel are markcd with saipes 
ofcolorasthinashah. Strangeftsunssuerch 
around the tunnel, but  they'^^ no aridn ttw a 
fingernail. You’ve never seen such mprLings txfmc. 

Ihe air feels thick and charged, as though light- 
ning were ahout to strike. 

These effecrs result from the dirtance dirmrrion 
spell. The stripes and fissures arc layers of rock and 
cross-tunnels, all compmscd to a t h o u d t h  of rhei 
former width. The spell also sulightens &e tunnel so 
the p a q  can traverse it. 

With every step, the player charactem apvel another 
mile downward. 

Derect magic reveals the spell’s &ea, d itit& 
cafes the presence of the earth elemental, Gabbro, at 

everything the player charmers spy, but cannot re- 
spond while enlcdhg the spell. Gabbro is nlso pmdue- 
ing h a n d a d  footholds to e a x  the climb. 

For purposes of dispel magic, treat the distnnce 
dirrorrioa spell as 36th lcvel 
ter magic-uscrs should have 
they somehow do so while 
collapsing spell deposits the travellers at the fir a d  
instantly. (Otherwise the party would be strurded 
deep within the world’s ws t ,  making the stor$iae 
hud to rescue.) 

every p i n t  in the wall of the tunnel. Gabbro can hear 

23 



At one point. about four or five hundred yvds 
down, you fed a momentary dizziness. At this 
point the tunnel goes solid gray, with no colored 
stripes or fmres. It levels out abruptly, and you 
can walk. But it twists back and forth, and you 
almost lose your sax of dimtion. 

Something must be wrong with the ground 
here-now and then you lose your balance, but 
you can’t see why. 

The party has &d the Vhrld-Shidd. Here its 
anti-magic effects resist the distance distortion spell. 
The player characters must traverse the 100 yards or so 
of the Shield without benefit of the spell’s distorting 
effects. Also. spells cast against the walls of the Shield 
have no effect. (Physical attacks work normally.) 

Note, though, that the original distance distortion 
spell sr i l l  bctions beyond the Shield-it “ c o M ~ ~ ~ s ”  
the two sides. This is possible because the great anne- 
lid tunneled through the Shield, making it p i b l e  
for magical energy to travel through the hole. The 
player characters will leam more about the effens of 
holes in the Wrld-Shield in the second module of 
this series. 

The player characters are falling because of the 
Shield’s unpredictable gravity. This disorients them 
more than they realize. If the players ask what direc- 
tion their characters are moving in. give them an 
arbitrary compas direction. What’s important is that 
they arc shifting gravity planes-moving from “out- 
side” gravity to “inside” gravity. 

The tunnel straightens out again, but now you’re 
climbing back up. The colored stripes and fmures 
come back, and the handholds and footholds are 
placed as easily as before. 

The distortion spell resumes after the player char- 
acters leave the Wbrld-Shield. Though n o t h i i  they 
do rev& the truth, the characters are still heading 
downward. They arc J i b i n g  away from the World- 
Shield’s gravity layer, into the Hollow World. 

Betraying the au th  

With a last fcw steps, you climb out of the tun- 
nel. The air grows clan and breathable again. It 
felt like you dimbed just as far hack up as you did 
down-so you can’t be more than a few hundred 
yards away from where you started. 

Actually, you‘ve just uaded one tunnel for 
another, a shaft 15 feet square. It rises on a gentle 
slope from where you ye to a bright, sunlit en- 
trance about I O  feet to your right. To your left, 
the shaft extends into darkness. 

Here, a thousand miles from where they started, 
the player chvacters are even further away rhan the 
Schattenalfen expected-not in the Schattenalfen 

caverns, but beneath the  ins o 
Aztlan Mountains, hundreds of 
Hollow World! 

Gabbro has b y e d  the elves, in revenge for their 
cruelty against him and his fellow elementals. (If the 
elves are not along, Gabbro bas taken the player char- 
acters here because he darn: not rirk capnue by bring- 
ing them closer to the site of his former captiviy.) 

The rralization: The Schattendfen instantly recog- 
nize that they are somewhere stran 

cannot conjure h ~ n  back. 

blame the player characters. ”These humans are 
conspiring with the treacherous elemental! Justice 
must be served!” He draws his blade. This may lead 
to a fight on the spot, but hariel  uics to defuse the 
tension. If the player characters cooperate, she can 
restrain Galen. Then, all weapons drawn, 

and into the next chapter. 

But Gabbro 
has escaped, and under the Spell o F Presemcion they 

Galen, the hotheaded youth, fmds some pretext to 

tenalfen and player characters head up th 

STAGING NOTES 

,* 

Keep the trip through the crust myster‘ 
elves answer fcw questions, because they 
know little about what’s happening ot w 
are. Gabbro cannot speak what he knows m 
elves’ presence, and he larks the vocabulary to com- 
municate important details. No other informat’ 
sources here are reliable. 

The players should certainly suspect that you 
putting something over on them. One way to 
tain the element of surprise ism fool them into 
thinking the player chancters have entered another 
plane of the multiverse. 

The dnumstances ofthe b c e  dinonion spdl 
bear a resemblance m a wormhole between the planer 
subtly encourage the players to speculate on this. 
Given the scenery and Gabbro’s presence, they might 
believe they arc in the Elemend PIMC of Earth. 

Maintain their confrwion as long as possible. That 
way, the shodt of their emergence into the Hollow 
World will be dl the greater. 

WHERE NEXT? 
With the party’s pasage through the tunnel, the 

spell lapses, Gabbro departs, and the player cham- 

pmof h t  they are, in fact, in almthel dimmsiw. 
Go to the next chapter to reveal the truth. 



The chpnctcrs and their escof~ merge in the ruins of 
Atocplpn, shown on the map ofthe Azcm Empire in the 
H O W  WORLD" bmed ser. The Nins lie in the A Z h  
MountniaC, j u t  north of the Eay of colimn nnd a dozen 

tiom) of Chitlacan. The d e  of the map is 40  mil^ per hex. 
This loution allows the player characters to dmose frcdy 
from the duee paths that lead to the duee Hollow World 
segments of this adventure. 

Atacalpa, though, slightly predispms players to choose 
the AZCM section (i.e.. this module) fm. Should you wish 
to force a different path, situate the characters' entry elsc. 
where in the Hollow World. 

For instance, to make the Nithian smion of the adven- 
are (HWA2, Nighrragc) mote attractive as first choice, 
siruate the entry point at the Azcan ruins of Axatcotl, some 
500 miles south on the Gulf of Aztlan. Use the following 
Amalpa description for those ruins, changing terrain 
details as needed. 
To make a journey to Shahjapur (HWA3, Nightstorm) the 

likeliest first choia, have the player characters emerge on an 
isle in the Merry Piram Sea, such as Baraga or the volcano 
on M a .  The nearest tnding port, with dues pointing to 
Shahjapur, S U ~ X ~ ~ N ~ C S  for the port of &lima in this mcd- 
de's approach (see "Where Next?" at the end ofthis cbap- 
tC1). 

hexcs soudnveJr ("southwest" using Hollow world dim- 

This text assumes an entry point at Atacalpa. 

named continent bounded by the Tulduk and Greg Sclgp. 
the Mer of Utat, and the Sea of E A .  So player chnrncma 
cannot learn ofthat continent's existence here. 

Beyond the gaping hole, the player characters can 
glimpse dense busha, a narrow dirt trail, and, in the 
distance. a terraced slope overgrnwn with weeds. 

Player characters annot see the rest of the sire's sunwnd- 
ings und they leave the bowl. Then they discwer vsrigs of 
an ancient village: mwy chunlcr of adobe w d .  reinfod 
with wood d e s  and charred by fm; stone cairns, possibly 
gmve markers; and a midden, or garbage heap, long since 
Owgrown. 
The mountains, 12,000 feet high, steep and marLed by 

knife-sharp summit ridges, ue covered with montpae rain 
forest, also called a cloud forest. Below this grassy man- 
made clearing, now conquered by huge begonia busha 
and fern, stand enormous fotesrs of stunted rms. Every 
branch is laden with epiphytes. or air plants (Spanish moss, 
orchids, and the like). Slender brown-white vicunas IDP~ 
the mounninsides (use the Animal Herd statistics in the 
Expert Rules). 

The dm ulil winds south through the mountains to the 
port t r a d q  town of colima (see the end ofthL chapter). 

The a i r i s n o t h  at d-arip to alert playerdunrms 
that they m ' t  in their fnmilinr wodd any more. 

EVENTS, PART 1 
HOW THEY GET THERE = 

A few paces up the sloping tunnel brings the player 
characten into what looks like a large stone bowl. open to 
the sky. Just now the sky is clouded with a titanic fogbank 
that has rolled 0!3 the Northem Atlas Ocean. 

If they follow the tunnel in the other direction. the 
player characters emerge on a g m y  mountainside a few 
dozen yards from the none bowl. (Run the Azcan ambush, 
described below, at that location instead of the stone 
bowl.) 

Imporrant: Nothing y e t  tells the players that their char. 
acters have arrived in the Hollow World. This could be any 
ruin on their own world or even on another plane. 

THE SCENE 
The ruin of Atacalpa ("High View" in the A z n n  

tongue) dates from the t h e  of worship of the Immortal 
Ouitiod. The builders, a subordinate tribe called the 
Chochomec, migrated to OItec lands centuries ago, when 
Aaanteotl's brutal ceremonies supplanted older, more 
benevolent practices. 

This ruined religious site. a huge stone bowl at the hol- 
lowed sununit of a mountain. uses a style of architecture not 
seen in the Azcan Empk d a y .  Atacalpa's cydopcan blocks, 
lining a hcmisphcrical byin, bcar deeply etched outlines of 
irregular shapes. 

Not und the clouds clear, suddenly (see bcbw), will the 
player chauuen &e that thcse shapes cornspond to the 
continad mastline8 of the Hollow WAd. 'Ihc chahomec 
c o d  a model of what they could szc of the Hollow 
mrd:  the fa halfofthewodd is lost in theglvefrom the 
c d  sun. The Chnchomec worshipped the entire Hollow 
WId vista, regding it as the womb of their patron entity of 

Surroundings: Pm of the bowl has fallen away into 
rubble. This part corresponds to the extreme left edge of 
the Hollow World map's northern hemisphere-the un- 

feKilily 
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Incidents occur here borh bcfnre and after the ChanCtaJ 
have a chance to invcStigaa the area. This &on desuiba 
the fm set of Events in this chapter. 

The Attack 
If the Schattenalfen arc still around, allow the player 

characters to take the lead as they approach the entrance to 
the stone bowl. Any player characters who enter it see the 
scene described above; nothing looks dangerous. Then 
Linariel (or another elf, if she is unavailable) enters the 
bowl. 

ynrs-so they could come down zfar us." She spits. 
Then she leans down to pick up something covered 

with black feathers. "A nighthawk," she says. "FreJhly 
dead. The Axan symbol for their old patron -" Liiu- 
riel SODS talkine. her eves widen. and she shouts. 

" 

t 
-. 

"lhp!'Watch -" 
And at that moment. five short black artom flv wer 

the edge of the stone bowl and strike her down. I 
Linadel falls msmtly; but you may keep her alive, 

temporarily stunned, in order to make a surprise dyin 
attack on an Azcan warrior. Time dus to save a player 
character's life, if possible. Then LinViel falls dead, 
having died in bade as any SchattenaJfen warrior ho 

Background 
How did these two platoons of Azan wprrias know d 

player characters would emerge here? They didn't. 
Crafimandlurdthetunnd: When'lhanatnssn his 

great & m e  in motion, he guided a great d s  path 
leading it to cat atunacl to t heAdpa&.  'lhanatce 
prqacd this path so hk Brethren servant, Si. could uavel 
to Chitlono and begin the aremonies that staKsd the Sa-" 
hgbfhlot (%e the fO&hg chapan fOIormolc dctnils.) 
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The controlled Prince Kano used that tunnel. Kano and 
I d a  Kaze emerged here as planned. Meanwhile, the other 
hostage prince. Udan. used a separate disrvlce dismrtim 
spell back beneath Barleycorn Monastery; this one carried 
him to the Nithian Empire-where har ie l  and her Schat- 
tenaifen were expecting to take the player characters. 
When Gabbro the elemental betmyed them, he sent them 
here instead. 

Dismvag of the tunnel: After Kano and Kaze departed 
in separate directions-Kano for Chitlacan, Kaze for the 
coast and a ship to Shahjapur-an Azcan foot messenger 
accidentally discovered the annelid’s tunnel. The messeo- 
gcr was returning with a routine report from an &can 
observation post: the post lies in the mountains above a 
nearby independent port named Colima. The Azcan Em- 
pire observes Colima closely for signs of potential hostility. 

of Tebuacan, the messenger paused at the A d p a  ruins, 
saw the tunnel. and m n  reported it. The Arcan com- 
manders, suspecting a Schartedkn invasion. have staked 
out the tunnel ever since, with orders to kill or capture 
anything that comes out. Now they are trying to do so. 

Eo route north over thesc mountains to a base camp south 

The Battle 
Forty-eight Azcan 2nd level wartion-two platoons of 24 

men in three eight-man squads-crouch in excellent defen- 
sive positions behind the upper walls of the stone bowl. 
Upslope, under cover of bushes, stand two platoon leader 
3rd level fighters named Huapac and Taxitlac. Their 4th 
level company commandcr, named Cuan, stands behind 
the platoon leaders. 
Azcan warriors (48): AC 7; HD 2 ;  hp 10; #AT 1: Dmg 

Id6 (short bow or spear) or ld4 (dagger); MV 120’ (40’); 
Save F2: AI. C; THACO 19. Half are ordinary soldiers 
(morale 8); the other half are mindless victims of Azcan 
spirit-dnining ceremonies, so they never check morale. 

All warriors have short bows ready and also carry a spear 
and a flint dagger. 

Ihctics: In the fmt round of the surprise attack, 15 war- 
riors target Linariel (a  hated Schattenalf!), and four hit. 
Another 10 Azcans target the other two elves; if they aren’t 
visible, these warriors hold their fire. These warriors always 
fm at Schattenalfen before other targets. 

The remaining 23 bowmen divide their shots evenly 
among the player characters and any NPCs accompanying 
them. However, do not let any player chamter get hit more 
than twice, nor should any player character's bit points drop 
below 4. If necessary, secretly modify the Azcans’ die rolls to 
keep the player characters alive, per the “Overusing Dice” 
section in the Expert Rules. 

fers’ responses, the commanders on the slope shout coded 
orders to the warriors. Half the warriors drop their bows, 
pick up their spears, and charge the player chatacten. The 
other half continue to volley arrows at the player characters, 
oblivious to their own soldiers’ dq. Stmy arrows hit the 
spearmen, but that doesn’t stop the archers from making 
further volleys. 

The Schattenalten: Linariel is dying or dead. Either kill 
the others or let them show cowardice and escape into the 
intricate network of tunnels beneath these mountains (to 
return in the second module). Don’t let them remain to 
the end of the battle and let player characters ask ques- 
tions. If necessary. the elves die in “The Rescue” section, 
below. 

Points to remember: When running this encounter, the 
fmt real battle the player characters have had in this advc- 

After the fm round of missile fxe and the player cham- 

ture, keep the following issues in mind 
1. The SpeU of Preservation now prevents many of th 

player characters‘ spells and magical items from wor!&g. 
Play thii for maximum surprise d u e ,  with the chuuars’ 
spells and items failing at the most perilous times during 
battle. 

Azcans have never seen. At the fm fk ball, for instame, 
the Azcan archers flee in panic, regrouping 50 yards aaay 
along the slope. 

3. Even so, half the Azcans (the spearmen) soy in the 
fight, because they have no thought to do otherwise. Th- 
warriors, marked with stylized red symbols ou their fore 
heads, are virtually mindless, victims of the evil Azcan 
ceremony described in Chapter 8. AU the player characters 
know is that these warriors fqht as relentlessly as zombies. 
However, they are not uodead. they cannot be turned, and 
they roll for initiative normally 

2. Even so. the player characters probably have magic the 

And there are dozens of them. 

The Rescue 
Eventually sheer numbers should h a t e n  to ovetwheh 

the player characters. Stage the battle so that the characters 
can fight heroically, but thcy can never defeat the hordes. 
Try to wound a few player characters, though not severely 

If the player characters are having an easy time of it, 
bring up more squads of Azcan spearmen-from the tun- 
nel beneath the stone bowl! They have entered from th# 
other end of the square shaft the player characters saw L 
Chapter 5 ;  the shaft served as the Chochomec builders’ 
entrance into the ceremonial site. It emerges on the mom- 
tain slope about IO yards away. 

As the characters consider escape routes or desperation 
attacks, read the following: 

The warriors raise their weapons, and you bear them 
drawing breath for another attack. . . but the sound of 
drawing breath keeps going. It gets louder. Like a gust 
of wind-but you don’t feel any wind. 

The waniors move in to attack. One of them glances 
up. and he screams! Overhead. just above the lip of the 
bowl, you see a cloud gathering and darkening. Inside it 
you can see &shes of lightning. 

Pause to allow the player characters to react, if they wish. 
They can’t do anytbing to the cloud or anytbing to save the 
warriors; tbii is Immortal magic. If they run below, omit 
reading the box below unless more Azcan warriors are in 
the tunnel with them. 

And now all the warriors scream. They’re ruming gray, 
like the thundercloud, and getting darker as it geu i’ 

darker. Under their skins, flashes of light outline their. ’ 
bones and veins. As you watch, the hairs on your arms 
stand up, and blue sparks jump between your weapons. 

Then there’s a tremendous ctack of Iightniw- 
dozens of bolts, all at once-and when your vision 
comes back, all the warrior lie dead, horribly burned. 
The cloud still hangs overhead. 

’ ’ 

Pause again to allow player character acuons. if any. If 
they flcc, read the next box aloud immediately. Othcrsriu, 
wait until thcy rty raking to i t ,  or havr mhausted other 
approaches: 
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Then you hcu a low voice from all mund you, 
echoing off the walls. It sounds exactly like your own 
h c r  voice, thc voice your &oughts use. 

The voice says, “Lisrm d y ,  None born of the fu 
world have breathed this lir since I med thcsc 
mounuins-none before you, and those you sedr. Here 
kingdoms of your dusty past livc again, and creatures you 
cannot know swim the oceans. 

“ h u g h  powcdul magic, wc protect the weak. But 
now that magic is imperiled-this world, and your wnrld, 
are impeded-by those you d.” 

Lightning bolts strike again, there’s a d ,  and on 
the stone bowl thm sharp doa appeu, like little b h t  
craters. Thc voice says, “Find them.” 

m a t  Happened and Wby 
Thanatos has impdsoned his fellow h o d  Akterius in 

an m e  vtadcr called a “vampire sheath” (seen in the 
third module). Howcw, the captive Immortal has madaged 
to xnd forth a tiny, barely perccptiblc fraction of his aware- 
ness and power. 

potential allies (the player characters, the only pcoplc from 
the outer world besides the Brethren) and extricate them 
from theircurrent trouble. But Asicriw cannot risk this too 
often, for Thanatos will soon dirrover and stop his med- 
dling. Asrerius must rely on the chamtea. 

1 

This sliver of power was sufficient to xamh out a pvry of. Aftermath of the &It 

The player characters learn nothing about this uMil the 
ird module, if even then. If you are playing this module 
ne, lssumc this rcxuc came from a long-dormantpro- 

tective enchantment in the Atacalpa ruins; place dues to 
that effect accordingly. 

STAGING THE ENTRANCE = 
rates. And the sky‘s clouds disappear tw, revealiug the 

i 

~ , * ,  ic:j ; . , , . . . , EVENTS, PART 2. I .. : ,  
In the-space of a breath, the cloud over the bowl mpo- 

I ’ 
Hollow World at its most magnificent. 

. ,  The sun is red-the color of bricks. Jets of flame rise out 
of it and fall back. 

Around the sun, the sky is patchy brown and blue, 
with sheen of clouds curving up in strange patterns. 

Something‘s floating off to your right: It looks like a 
mountain. Then you spot rivets flowing over it, and you 
realize it’s father away and much, much bigger than 
you thought: It could hold your entire home kidgdom! 

It’s a continent. floating in the air, and casting a 
hugc shadow to one side. 

You see mountains below you that stretch away and 
upwud, into a green haze. 

Let the player chmtm i e i = . t h e , , w m e c . w i e  i 
explore the s u r m ~ a ~ m + s ,  &%id &e mhtaiwpa 
that winds do* tci & h & h a  IfSee’“Whe”&t?’‘ p l ,  

i 

Playen may have trouble role-playing d o n s  to anything [ e, but givc them dit chance now. I 
The voice returns. “This world and your far world coexist 
as the heart coexistswith the body. All yon see has lain 
beneath your feet all your Iiv-en all my life. Your 
world could no more survive without it than you could 
leave bdrind your beating,heart. This must not pas. 
Find thow you seck.’‘ 

The viper apparition .U&E ow toss of clarity foE & thk 
,~ ,,$ .,,i The voice disappean and does not return. 
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hundreds of miles between here and the city; this is a 
psychic phenomenon. not a physical one. Psychically gifted 
characters "see" the apparition particularly well. 
This vision marks the diax of the Ccmony of the 

Flying Viper Spirit. The player characters see this appari- 
tion evcry 24 hours until they reach the city of ChitIvan 
and stop the ceremonies. This dreamlike image lures the 
characters into the Azca adventure, in the remainder of this 
module. 

The vision resembles a flying viper (the monster d&hed 
in the A i m  Empire envy ofthe HOLLOW WORLDm 
Campaign Set) becaw the Azca regard this creature as a gift 
from Atzanteotl. as well as a manifestation of his power. Thc 
flying viper, competing with a more benign urature called a 
feathered serpent, has virtnally driven the xrpent from this 
pan of the world. Thc player characters have a chance to 
explore the mystcry ofthc fathered serpents' depamue in 
the second module of this trilogy. 

Clerical Spelli 
Thus far in the adventure. clerics have heen unable to 

get spells above 2nd level. If this has made player character 
clerics useless, or if their players are having less fun bccansc 
of it, you can optionally decide that Asterius now grants 
spells to player character clerics and paladins-and only thc 
player characters. More widespread granting of spells would 
alert Thanatos to Asterins's aiii. 

Dream-Sendings of Asterius 
Another activity of Asterius: frepuenr player character 

d m  sendings from now on. Each sleep or two. a plaper 
character undergm a dream vision of mne ~ N I C  scene in 
the adventure, often played in allegotical terms. 

For example, the player characters might see King Moc- 
titlapac of Chitlaran standing on a hugc black mirror sur- 
face, laughing amid piles of gold-an abstract due that 
Prince Kano has bribed the &can king to aid him in creat- 
ing the Smoking Mirror. In this module, other dreams ax 
I& as exercises for the DM. 

The dream sendings can provide clues, previews of im- 
portant places and NF'CS who appev later, or even random 
sideligbts on the many other cultures described in the 
boxed set-a good way to show off the places and peoples 
that the player characters won't get to in this visit to the 
Hollow World. 

The Light of Corruption 
Read this at some point early in the player characters' 

journey: 

You're admiring the colors of this world, so much 
more vivid than your own. Suddenly a new color falls 
over everything you see-an ugly, pale shade of o w e .  

When you see the color, you feel s w g e .  Why are you 
wasting timc looking for the caravan? You could be plllng 
up loot for yourselves! There's any number of people out 
there with heavy purses and contemptible lives. Put them 
out of theu misery. 

Then there's this place-untouched, unexploited. 
Where are the miocs? There must be tons of gold and 
silver in the ground for someone bold enough to fmd 
them. Why, you could - 

And then, just like that, the feeling passes. 

This effect comes from thc corrupting light of thc Smok- 
h g  Minor, now orbiting thc cennd sun. The Mirror is 
dcscribcd in d c d  in Chapters IO and 11. 

From this point until thcy stop rhc Smoking Mirror. the 
player characters cndurc its corrupting effects periodically. 
Those who fail a saving throw VI. spcll bccomc obxssed 
with immediatc profit. at the expense of friendship and 
sense. To affected charactcrs. any marcrial r e s o w  &rs to 
bc exploitcd immcdiatcly. (Tcll your plagcn thc effects and 
Ict them rnlcplay it.) ALSO. Hollow World residents become 
lcss ptonc to their innate c u l d  bias. 

Thcse &ms occur every fcw days at first. jusr two or ~ ~ I C C  

rimes in rhc fmt segment of the advcnnur (whichever path 
thc players choosc). Each e f f ~  lam Id4 houa. 

But if rhcy don't stop thc Smoking Mirrorsoon, the 
cffccrs intcnsfy in dcgrcc and length-saving throws aE 
cumulative minuses, and cffcccr lasting ldlo hours, Id4 
days, Id4 wccks, and so on. If the charactcrs delay thc 
Azran scgmcnt of the advcnrure until thcy complctc thc 
othcr twu, the Hollow World will be widcly and thoroughly 
corruptcd, as will some parts of the outct world. 

' 

WHERE NEXT? 
Once they've looked around their cnuyway into the 

Hollow World, the charackrs have two broad choices when 

1. "he s p e d  r i p  mring over the distant p&- ' ' 

may well tempt any player character's Curiosity. The ovtF"' 
land journey leads to the valley of the A m  and their capi- 
tal of Chitlacan. This segment of the adventure occupies 
the res of this module. 

2. A mountain d nearby leads to thc small free p a t  of 
Colima. There the characters may launch t h d v e s  into a 
quest to locate the breeding ground of the Hollow World's 
feathered serpents. This segment of thc adwutnre is de- 
scribed in module HWA2, Nightnge. 

Colima's bustling and slightly crazed marketplace also 
offers evidence that hila Kaze and the caravan entonrage 
have sailed overseas to the distant land of Shahjapur. The 
charactcrs can amange an expedition and follow the trail to 
the Shahjaputi metropolis of Dhvsaua and its Temple'of 
Eight Sweet Winds. For this segment of the adventure. 
consult module HWA3, Nighstom. 

they continue their mission: . 3 .  
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heroes. Most of these flat, highly stylized portraits 
depict giant men clad in bright feathers and holding 
studded clubs. 

The player characters should enter two cities on 
their journey: Chitlacan itself, and the intervening 
city of Huitlaktima. Both are described below. 

[NVESTIG ATION 

?his land, half dinosaur-infested jungle and half 
Azca-infested farmlands. receives full treatment in 
the boxed campaign set. Review the k c a n  Empuc 
scction of the Atlas before continuing with this chap- 
ter. 

HOW THEY GET THERE = 
Prom the A t d p  arrival point (see previous chap 

ter): The player characten may be attracted here by 
the ephemeral vision of the tearing viper over the 
Great Pyramid of Atzantcotl. 

The player characters learn of the danger to the sun 
from the Quem Mother in the feathered serpent 
hatching ground. She identifies the Azcan valley as 
the SOUICC of the danger. The player characten can 
fly down hem in scrpenr form. or the Great Mother’s 
servants can  carry them. The journey takes about two 
days. 

Fmm the third module, Nighrsrorm: The charac- 
ten should already have conjured the Yantra of the 
Emerald River in the Temple of Eight Sweet Winds. 
The magical diagram would ordinarily transport 
them to the time meam: but their advisor, Chatter- 
jee. tells them that corrupted radiation from the sun 
interferes with the yantra’s magic. Until the chardc- 
ten eliminate the soutce of that corruption. they 
can’t go on to the climactic sequence in the time 
stream Chatteijee can divine via a mystic spell that 
the Arcans are responsible. 

serpents (if they have that ability) or aboard ship. 
Sailing ships leave from Dhanatra Pon for C o l k d  
every month. For routes, sailing timer, and seagoing 
encounten, consult Nightstorm. 

Prom the second module in the trilogy, Ni#htnge: 

The characters must return here either as feathered 

THE SCENE 
The route: Assuming they approach from the 

Atacalpa ruins, the player characters must cross about 
60 miles of mountains, rugged peaks that loom 
against the sky l i e  giant fangs; and another 20 miles 
or so of grassy hills, with nothiig to be seen but the 
occasional herd of wild vicuna and sheep. Daily 
serpent visions over Chitlacan, identical to the one 
the player characters fmt saw, keep them headed in 
the proper direction. 

This travel, which likely occupies several days. can 
simply be skipped during play: or, if you like, fill out 
the adventure with optional wilderness encounters 
using the mountain and hill creatures described in 
the boxed set. 

Finally the travellers strike the great Chitlacan 
Road, about three hexes (120 miles) to the right of 
the town of k u t l a n  on the Azcan Empire map. 

This superb road. built and maintained by the 
labor of countless slaves, is paved with wide sand- 
stone blocks as heavy as a man; they fit so well that a 
character cannot slip a fmgernail between them. No 
signs mark the mad, but occasional stone monoliths 
to either side display paintings of legendary Azcan 

On this journey to Chitlacan the characters an 
looking for the hastage princes, the &g cara 
and the caravan’s attendants. They don’t know it, 
but only one object of their quest lies this way: 
Prince Kano Arrow’s-Whisper, along with his Breth- 
ren familiar, Simm of the Grasping Dark. This sec- 
tion outlines the information murces the olaver 
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characters m y  meet. 

Points to remembe~ The Azca have little tole 
for foreigners. Most are either slaves or ceremonial 
victims. Unless the player characters look like Atcans 
either naturally or magically, they either attract nasty 
crowds or frighten away most indiyiduals. 

Also, though the Azcan society is cruel by nature 
and many citizens are chaotic, not everyone the 
player characters meet is by definition evil. Most are 
simple neutrals who just try to survive. 

At least one should be lawful and good-natured. 
In running these encounters, have at least one penon 
befriend the player characters, offer supplies and 
exposition, show curiosity about their adventures. 
and help them out of a jam (such as by letting them 
hide from a road patrol). After you establish this ally, 
he or she will fall prey to an informant and bec 
victim at one of the ceremonies at the Great Py 
mid: see the end of this chapter for details. 

People of tbe Road 
The characters should encounter two or three of 

the following sources on each day they travel. But 
not all sources are equally accessible: On the road, 
player characters won’t see peasant farmers or fflher- 
men: off road, except in extraordinary circumstances. 
they would never meet a noble and entourage! The 
player characters probably can’t encounter all the 
sources listed here without cleverness or luck. 

Peasants 
Locarions: No real villages in this part of the em- 

pire; population either clusters in the cities or dif- 
fuses far and wide. Some farmers work along the 
road, but most live in jungle clearings miles away. 
Fishermen squat with spears beside narrow brooks 
(not shown on the Azcan Empire map in the boxed 
set); further north, they risk the turbdent coastal rip 
tides on rafts of woven thatch. 

Names: Cloc (pronounced “cloak”), Bitla, Tlot, 
Palco, and similar short, guttural names. 

Description: Farmers, fhermen, and children, 
skinny and humbly dressed in white loincloths. Cal- 
loused hands and feet, black hair. AU but the chid- 
dren look old before their time. Some still secre 



worship Otzitiotl, the good Immortal whose worship 

may help the player chuocrers. Other peasants in- 
form patrols of the player characters’ movements. 

Accessibility: Easy. 
Inforation: General exposition about Azcan 

Society. Also, everyone babbles about serpent appari- 
tions that rise into the sky each 24 hours-“Never 
seen anything like it! The world is ending! Atzan- 
tcotl is coming to take our h e m ! ”  

Some peasants on the mad witnessed pasage of 
Kano’s entourage: “Oh, it was wonderful-a smp 
creature with a black monkey on his shoulder, at the 
head of a long line of prisoners. They will go to 
glorious union with Atzanteotl.” 

This misleading description makes players suspect 
Kano is using his own caravan drivers for the cere- 
mony. Actually, Kano was leading prisoners recently 
taken in battle. The caravan drivers are far away in 
Shahjapur. 

Peapants: 0-level normal humans (mostly chaotic). 

A t z a n t d  supplanted; these Irind-hemed people 

~ 

h a t i o n :  On the road betweenXuiflaktirna and 

Name: Coroc Atla. 
Description: Young, muscular soldier brimming 

with idealism, though currently exhausted from long 
run. Barefoot: wears loincloth with belt and dagger. 

Accessibility: Characters meet him once by acci- 
dent, then (probably) never again. 

Information: Going from King Moctitlapac in 
Chitlacan to the priests of Huitlaktima. Carries a list 
of times of upcoming ceremonies called “the Cere- 
mony of the Flying Viper Spirit,” with orders to 
provide further victims at once. 

At your option, player characters have to know 
something about timekeeping in the Hollow World 
(especially the daily cydes of the Floating Conti. 
nents) before they can interpret this message: they 
would know this from other segments of this adven- 
ture, or &roc can inform them. 

Coroc can dexribe King Moctitlapac, though he 
avoids condemning the evil king; also knows a little 
about the ceremonies, and how it produces the 
mindless slaves the player characters have already 
seen. Knows nothing about Prince Kano. 

Courier: AC 9; HD 2; hp 8; #AT 1; Dmg ld4 
(dagger); MV 120’ (40‘); Save FZ; AI. C; THACO 19. 

Chitlacan. 

Beggar 
Location: On the road or in Huitlaktima. 
Name: He’s forgotten; everyone calls him “pig” or 

similar names, or (on friendlier terms) “Noseless.” 
Description: Emaciated, ragged, toothless, foul- 

smelling, bulge-eyed. servile old man. His left nostril 
has rotted away with some unspedfied disease. 
Breathes with a disgusting rasp: hrrsh, hrrsssh. 

but if player characters give him a lot of money, he 
may follow them around forever! 

Accessibility: Accidental at fust, chancy thereafter: 

Information: Can tell that Prince b o  went to 
Great Pyramid, but equally willing to tell nonsensical 
lies. E a  player character bribes him and succeeds in a 
Charisma check, Noseless may offer slobbering 
thanks and a small iron disk marred with seemingly 
random suatchings. “The wealth 0’ the humble, 
hrrrsb, indeed i’ is, sssir.” Can’t remember where he 
got it. 

The disk, a token of protection among some Beg. 
gars’ Guilds, may help the player characters when 
they contact the Beggar King in D h m t n .  in the 
third module of this series. 

Beggar: 0-level normal human. 

Craftsmen and Merchants 
ha t ion :  In the crowded bazaars of central 

Huitlaktima and Chitlacan. 
Names: Huehuecatl, Potzalco, Tccpakcatli, Chdpo. 

poca, and other longish names. 
Descrbtion: her-middle-class tdesmen be- 

neath thatched canopies, selling animal skins, woven 
mats and tugs, feathered garments. drums, baskets, 
wooden chairs with straw seats, and food. loud, 
rude, good at haggling. 

Accessibility: They approach the player characters 
to sell goods: they also sell information for anything 
of value. 

Informition: A feather merchant can tell of the 
elaborate headdress he made for King Moctitlapac, 
after the king received much treasure from “the 
monster with the monkey!’ An architect knows large- 
scale layout of Pyramid labyrinth (it has four levels. 
the functions of the levels, etc.), induding that i 
was built over a smaller pyramid devoted to Otzi 
tiotl. And so on--vyy the clue given aaording to 
the tradesman. 

C&smcn, Merchants: 0-level normal humans, 
plus some fmt level thieves. 

In Huitlaktim 
Consult the colo 
The scene: A large port, its ceremonial center 

virtually on the shore of the gusty Bay ofvaxactu 
its neighborhood slums stretching due south ovei 
rounded bluffs, striking like a spike into the heaiL- 
land. 

As described in the Azcan Empire entry in the 
boxed set, Huitlaktima suffers both from hit-and-run 
pincy and from its inept government. Prince Tlach- 
tatlatlan, fat and gross as a prize hog, ruins his citi- 
zens with taxation and then squanders the proceeds 
on massive feasts for the priesthood. However, the 
player characters probably won’t encounter the 
Prince at this point. The viper apparition should 
drive them onward. 

The vision: The player characters may think this is 
their destination. Let them think so long enough to 
search out the clues below. Then they see another 
serpent-apparition arise in the distance over Chitla- 
can, and they realize they must keep going. 
The dues: In Huitlaktima the player characters 
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should see more victims of the reeently.bcgun mying 
Viper Spirit ceremonies; lam about A z m  history, 
including Atzantcod's tnLcover from ottitiotl; and 
notice in luxury decor the Azcan fascination with 
obsidian and. even more, with jade. However, ipdc is 
virtually unseen in the Empire-almost the e n m  
supply is hoarded witbin the Great Pyramid and 
other religious buildings. 

Also in Huitlaktima. the player characters may 
possibly hear, for the fmt time, references to the 
Smoking M h r .  

Detention Pen 
In the AZCM Empire there are no prisons. Serious 

criminals are d e d  or killed. Homer ,  while await- 
ing trial or sentencing. criminals are confined to 
small cages in a detention pen. The player chancters 
find one of these. 

The m e :  A low, windowless adobe building, 
more Wre a long shed than a jail. Inside, it's hot and 
humid. Two lazy Azcan warriors, 1st level fighters 
with daggers and badly-maintained spears. play a 
betting game using cacao nibs. 
S d  crates are lined against the wall. Inside two 

of +e crates, starved, naked men are hunched over 
in exuuciating pain and filth. They're robbers, 
about to be turned into mindless slaves in the next 
Spirit ceremony. The two men moan and protest 
their innocence. The other crates are empty. 

the captives, the prisoners can tell them they saw a 
monster on the road (the goblin Kano), but the 
prisoners he led were ordinary Azcans, or subordi- 
nate tribes of the Azcan Empk .  The player charac- 
fers can deduce that no prisoners from the caravan 
passed this way. But the prisoners can rder them to 
the Great Pyramid in Chitlacan, site of the ceremo- 
nies. 

In Chitlacan 
The sane: Chitlacan is described in detail in the 

HOLLOW WORLD"' boxed set. As the player charac- 
ters enter the capital city, describe the wide streets, 
green trees. and magnificent residences and temples. 
The Calendar Stone in the plaza should figure prom- 
inently in your description. 

But contrast this grandeur with scenes of cruelty 
among the populace: beatings, duels, and even a 
public stoning. 

Storyteller 

tcotl. 

If the player characters defeat the guards and free 

Location: In plaza in front of Pyramid of Atzan- 

Name: "Maser Spellbinder" (14 name Oxtun). 
Description: A ncvsighted old man in the central 

square, telling stories to kids for meager money. Not 
Azcan, but from one of the many subordinate tribes 
in the Empire (perhaps the Chochomec, builders of 
Atacalpa). Doubles as soothsayer, fortuneteller, head- 
bump reader, barber, and dentist, all with dubious 

nturcr, m y  ycprs ago. 
chamters buy his atten- 

recognize their outer world gold coins). Otherwise, 
they must wait until he's tnishcd his current song or 
story, which could be a while. Everyone is asking him 
about the viper apparitions above the pyramid; 
provides silly or misguided rxplanations that g 
and change with every hour. 

l&rmation: Huge source of not-roo-reliable erpo- 
sition. Also, can fill in dangerous gaps in the player 
charmers' information before next chapter. If player 
characters get past his two-decade habit of flummery 
and posturing, Oxtun can give them solid toctica 
information regarding Atcan guards at pyramid. 

StorytcUcr: AC 9; HD 2; hp 9; #AT 1; Dmg by 
weapn (none currently); MV 120' (40'); Save F1 
(formerly F3 in youth); AL N, THACO 19. Militnry 
k u c s  skill (w; levd 14). 

Noble With Entourage 
location: Anywhere in an urban uca or on the 

mad; especially near Pyramid of Atzantcotl. 
Name: Tcopyunrco Tecutmtl Monticulo. 
Description: Pour mindless ceremony victims bear 

a black wooden palanquin painted with viper figures 
in AZCM style. Obm nobleman inside, wrapped in 
colored cloth and feathered adornments. sips froth- 
ing cups of cold chocolate spiced with peppers and 
honey. Four warriors follow on foot behind. 

Accessibility: DiffKult. If player characters attack 
palanquin, Monticulo sounds alarm and orders the 
guards to attack. Then he commands mindless slaves 
to lower palanquin and join battle. 

the right bribe (he doesn't 

Guards (4): AC 7; HD 2; hp 12, 10; #AT 1; Dmg 
ld6 (spear); MV 120' (40'); Save F2; AL C THACO 
19. 

rier. above. 
The guards have information similar to the Cou- 
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this new land: 
Floating Continents drift by overhead, eclipsing 

the sun. 
The sun sends out a flare that reddens the land- 
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scape, as though drenching it in mewater. 

north to scc the ocean of  fog over the polar entry 
passage. In the distance below, they can make out 
herds of dinosaurs and mammoths. 

Within a minute at most, a rain cloud appears 
from nowhere, porus down warm rain, and dissipates 
in minutes. The player characters may wonder at the 
rain doud's sharp edges and corners; it's one of the 
Immortal's magical storm spells. 

The chvlcters should also have time to determine 
{ what magical spells work and don't work. Those with 

lodestones or other direaional devices lam almost 
1 immediately that these won't fungion here. 
' Above aU, play up as much as possible the sense of 
wonder at fiding this amazing new world. Promot- 
ing the sense of wonder is discussed in the Cam- 
paigniig chapter of the boxed set. 

Prom a high vantage point, player characters look 
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t 
, Patrols 

A squad of eight Azcan foot soldiers walks or jogs 
down the Chitlacan Road every six hours. Nominally, 
they keep the populace in line and =out invasion 
threat from hostile neighbors. In fact, this IS punish- 
ment duty for recalcitrant warriors. But if they see 
the player chatacten, they ddimitcly do their duty: 
stopping the characters, questioning them briefly, 
and arresting them without charges. (In the h c a n  
Empire, just looking different is grounds for arrest.) 

fighter leader, all armed with spears, flint daggers. 
and short bows. See the Azcan Empire entry in the 
boxed set for physical descriptions. Each soldier car- 
ries 2-12 cacao beans, used for exchange and for 
mlking the Azca's prized chocolate. 

If they arrest the player chamters, the soldiers 
bind their arms, take their weapons, treasure, and 
obvious magical items, and quick-march them di 
rectly for Chitlacan. King Moctitlapac has issued 
orders for all piisonen to be brought to the Gteat 
Pyramid for the daily Spirit ceremonies. 

The Ceremonial Procession 

There are m e n  1st level fighters and one 2nd level 

As part of their initiation into the upper tanks of 
Atzanteorl's priesthood, medium-level priests must 
make a pilgrimage of purification from Chitlacan to 
a shrine in the coastal town of Tehuacan. 

The player characters encounter a procession of 
four 6th level priests m jaguar robes (AC 8). retum- 
ing on foot to Chitlacan from that pilgrimage. 
Though footsore, they hold their viper staves aloft. 
These carved hardwood staves function just like a 
basic snake st&(Basic DM Rulebook), except that 
the staff turns into a flyig viper (described in the 
HOLLOW WORLD" boxed set). The priests also 
carry uude maces. 

The procession includes six mindless ceremonial 
victims, all male warriors with the red viper symbol 
on their foreheads. These carry provisions and, slung 
on their bndrs, spears. If attacked, the priests com- 
mand the mindless ones to drop their provisions and 
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protect them: this rains one round. 

safety behind a w d  of their mindless slaves, then 
ready blight and promon from pod spells. Note 
that, like all elcries during this adventure, these 
priests don't have spells above 2nd level. 

Pnats (6): AC 8; HD 6; hp 20; #AT 1; Lhng ld6 
(mace) or ld6 + 1 (viper stat?); MV 120' (40'); Save 
C6; AL C: THACO 17. Spells carried: awe light 
wounds. cause ku. bliehr Ix.2). 

If the player characters attack, the prim retreat to 

na;ldieac guvds(6):k '7;  HD 2; hp 7: #AT 1; 
Dmg ld6 (spepr); MV 17.0' (40'); Save P2; AL N 
THACO 18. 

Capture of a Friend 
If the player chancnrs themselves avoid c a p m .  

have the Azcan patrols capture, on any uumped-up 
charge, some sympathetic NF'C who has helped the 
characters: the courier. the beggar, or even a peasant 
(a secret worshipper of Otzitiotl?) who acted espe- 
cially nice. 

The capture should happen "offstage," where the 
player characters can't do anything about it. Then, as 
they near the Pyramid, the player characters discover 
from the storyteller (see above) that their aUy is due 
to be turned into a mindless slave, in the next cere- 
mony! This gets the players emotionally involved in 
the next chapter's storyline. 

WHERE NEXT? 
The shrine atop the Great Pyramid of Atzanteotl, 

where the next Ceremony of the Plying Viper Spirit 
will take place-un1e.w the player chvlcters do some- 
thing at& it! 

c4 m 



These horrific ceremonies take place each 24 hours 
atop the the Great Pyramid of Atzanteotl. The Az- 
can priests base their timing on a recurring configura- 
tion of the Floating Continents around the Hollow 
World's sun. Characters who have learned the pat- 
t e rn  of the Floating Continents, perhaps in other 
modules in this trilogy, receive an Intelligence check 
to deduce the times of the ceremonies; or they can 
figure out the time interval just by timing the mani- 
festations of the ghostly viper. 

The total psychic energy from the ceremonial vic- 
tims creates the ectoplasmic viper apparition that the 
player characters have been tracing. The ceremony also 
leaves the victims nearly mindless, even zombie-like, 
and tractable as servants to Azcan nobles. 

the Smoking Mirror near the sun. where its victims 
reappear as "discorpontes," wraith-like servants of 
Prince b o .  These servants work steadily to enlarge 
the Smoking Mirror. 

This chapter discusses the ceremonies as the player 
characters may interact with them atop the Great 
Pyramid. 

Meanwhile, the apparition floats upward and into 

HOW THEY GET THERE = 
The player characters may arrive at the Pyramid as 

captives, captured by an Azcan patrol. They may 
arrive covertly, by running into and following the 
temple procession in the previous chapter; or by 
tracing the procession from Huitlaktima's city jail, 
where the next victims are held. 

Or, if they arrive in Chitlacan under their own 
power and alone, the player characters could easily 
just fmd their way to the Great Pyramid-it's the 
biggest thing in the city, afrer all. 

THE SCENE 
Consult the Azcan Empire entry in the boxed set's 

Atlas for the description of Chitlacan, the quarters 
surrounding the Great Plaza, and the hive-like activ- 
ity around the city. When the player characters reach 
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One squad of eight warriors guards each side of 
the pyramid's base, divided into two detachments of 
four men apiece. Though their weapons are shin 
and their uniforms spotless, these warriors car 
special equipment. An additional two squa 
warriors p a r d  the shrine atop the pyramid. 
warriors' spem are decorated with feathers. 

m o r  guard: 2nd level fqhter; AC 6 (leath 
armor and shield); hp 8: #AT 1; D Id8 (spear); 
120' (40'); Save P1; ML 7; AL N. 

If the player characters can take time to 
the Great Plaza, be sure to alert them 
described in the HOLLOW WORLD'" 
especially the Calendar Stone. Its depi 
four eras of Azcan history (which any passer 
explain) may come in handy later in the adven 

The Shrine 
Once they dimb the steep steps to the top of 

pyramid, or terrace, the player characters realize that 
the cubical shrine is not quite so small as it looked 
from the ground. Though the immensity of the pyra- 
mid dwarfs it, the colo&l adobe building measum 
nearly 50 feet on a side and SO feet tall! 
For a map of the shrine, consult the gatefold 

screen. Area and room descriptions follow. 
The guards: Two eight-man squads stand guard 

here. In the shrine, four guard the antechamber, one 
the priests' quarters, and the remaining three the 
shrine's altar (see below for these room descriptions). 
The other squad m d e s  around the terrace perime- 
ter and into the endosure behind the snake wall. 

The snake wdI and endosure: This six-foot-high, 
foot-thick stone wall, carved with curving bands of 
scale patterns reminkcent of a snake's body, shields 
the sides and rear of the temple from public view. A 
common feature at Azcan temples, the snake wall 
marks out a small enclosure at the rex of the shrine. 
Here warriors offer stern instruction in combat to 
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adepts and young boys. 
The only SUUCNES in the endosure are three pn- 

vies for the temple priests, adepts, and hieroddes 
(slaves; see below). The endosure is not guarded, 
except by the eight-warrior squad that passes through 
here on its regular rounds, every ten minutes or so. 

Antechamber: Spacious and quiet. This narrow 
room extends to the temple’s second story; a b u t  15 
feet up, the antechamber’s north wall opens out on 
the second floor’s shrine (sce map). Two narrow. 
exceedingly steep staircases rise to that floor. 

of Azcans, looking blocky and forbidding. On the 
south wall a vast mural depicts, in bright colors, a 
jaguar (an aspect of Atzanteotl) defeating a hawk (an 
aspect of Otzitiotl, the 1m1110rtal the Azca formerly 
worshipped). Viewers cannot make out details of the 
mural from the antechamber; the shrine at the top of 
the stairs offers a far better view. 

One warrior stands guard in each of the four cor- 
ners of the antechamber. 
Vestiary: In this ceremonial dressing room for 

priests and adepts, brilliantly feathered robes and 
garments hang on the walls, their sleeves out- 
stretched as though the costumes themselves are 
about to spring at the viewen. The robes embody 
jaguar and flying viper motifs. 

The double doon to the left, leading to the 
priests’ quarten. are gray stone inlaid with obsidian 
chips in the design of a viper’s head. The other two 
doors, to the chambers of the adepts and hierodules, 
hear no markings. 

Priest quarters: Priests do not live at the shrine. 
However, during long vigils or lengthy ceremonies, 
the priests retire here for a sleep or two during the 
ongoing ceremonies. 

These luxurious quarters offer two large beds- 
actually piles of woven mats covered with layers of 
dyed cotton cloth. after the fashion of wealthy 
Azcans-adobe washbasins. cotton floor pillows 
stuffed with wool. and other luxuries. 

priest quarters. 

stands a small jar of h e l y  t au red  day, holding pul- 
ue the fermented cactus sap that only elderly Atca 

.em also keep plenty of food, on 
to the north. Clay jars hold white 
gae), patties of watedy eggs, ama- 

-eyed pas. and a horrible duck soup 

In the antechamber stand enormous adobe statues 

One guard stands just inside the enuance to the 

Food and drink: Beside each bed in this room 

a complete duck carcass. 
The secret door: Pulling down a certain length of 

at the left opens a narrow secret door to a small. 
chamber. Here stands a wooden ladder leading 
ceiling trapdoor, an entry to the shrine above. 
north wall holds another secret door leading 
‘de, a way for the priests to visit the snake-wall 
sure without being seen. 

Entty to the labyrinth: Finally, this chamber’s floor 
olds the secret stairway to the dungeon beneath the 
yramid. For details of this entrance. see the begin- 
ing of the next chapter. 
Adept quarters: This barren room holds nothing 

ut eight beds-of the type in the priest quarters, 

I but without the cotton coverings-and eight small, 
unlodted wooden chests holding the adepts’ breech- 
dours, valueless jewelry, and other personal dfec  

The well murals, intended to spur devotion, d 
pict Immortals slaying hawks (a form of the repu 
diated patron Otzitiod). 

Since a ceremony is probably in progress as th 
player characters arrive at the shrine, none of the 
adepts are here. In the absence of a ceremony, 
to five of the young men are studying here at 
given time. 

Hierodule quarters: This cramped room, uo  
with 15-20 slaves, holds nothing but rows of bu 
beds three and four bunks high; rickety ladde 
access to the upper bunks. The slaves, prisoners of 
war, have no personal effects. 

The shrine: A broad, tlat court adorned with a huge 
obsidian altar (called an adoratorio) that the priests 
use for religious ceremonies. The rectangda~ altar is -. 
large enough to secure a single man-sized victim. 

South of the adoratorio, a shallow mal-pit is kept 
burning. The pit is made of stone and lined with thin 
iron. During ceremonies the hieroddes stoke the pit 
with timber and fan it with enormous two-person 
bellows, making a bonfii that has roasted many a 
victim. Narrow vents in the ceiling, slanted to prohihit. 
weapons fm from above, cany away the smoke. 

In the upper left corner of the room stands a man- 
sized day um, delicately worked and inlaid with 
obsidian jaguar designs. The urn holds incense that 
the priests sometimes use during ceremonies. How- 
ever, the urn’s main function is to conceal the trap- 
door in the floor. which priests use to enter their 
quarters below. 

Three warriors stand guard here at all times, 
more (up to 20) posted during ceremonies. On 
guard stands at each upper corner, the third at 
open south edge of the room, looking down at 
antechamber below. No wall or railing separates 
shrine from antechamber. 4 

In this room, the Ceremony of the Flying Viper 
Spirit is underway 
For derails. see bel :a’i $ ..;.;I: i 
INVESTIGATION 

Thin section gives sources of exposition on the 
details and goals of the ceremonies; the labyrinth 
within the pyramid; and how the controlled Prince 
Kano is controlling King Mouitlapac-not thro 
magic, but with a method just as effective: bribe 

Temple Priests 
Location: King Moctidapac 

priests to the pyramid, in three 
priests. Fxcept during ceremonies. they alwys 
witbin the shrine building, generally dkmg pol 
among themselves. Occasionally a prier walks ar 
the open pladorm atop the pyramid, 

Names: AU priests may, by 
dressed as “Courier” or “Great Spe 
prayers to Atzanteotl). Here are a 
you can assign to the priests as n 
Axalonqui, Nayaza. Totlatchii, 
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Dcxrptio~: For the wardrobe and appearance of 

the priests of Atzanteotl. consult the &can Empire 
entry in the HOLLOW WORLD” bnxed set. The 
priests behave with maximum arrogance and pride at 
all times. 

except in the shrine proper (see above) or during a 
ceremony-at which latter time the commoner is 
usuaUy about to become a victim. 

with underlings &e the characters. But ifthe player 
dr-ts p e d e  them to speak, the priests may 
compllio about the advent of Prince Kano, his wealth 
and power, his undue influence over the King, and 
the priests’ unease at these strange new ceremonies. 

this new situation: Many priests in a recent sleep 
received dream omens of an onrushing jaguar. 
Shortly thereafter, Prince Kano emerged fmm no- 
where. demonstrated amazing magic, and then 
bought off Moctidapac with gold and awesome ma- 
sures. By his show of strength, Kano humbled the 
priests; by his bribery, Kano enlisted the king as a 
loyal partner in promulgating his strange ceremonies. 

Mocdrlapac doesn’t know what the ceremonies do, 
but the p r i m  feel that since the ceremonies don’t offer 
blood, they can’t be authentic. They have no idea 
where Kano got the ceremony or how it work, it has 
no precedent in Azcan aadition. PMce Kano r e f e d  
to them by a code-name of sorts: “Nightwail.” 

Most priests can give an accurate overview of the 
labyrinth beneath the pyramid, down to Level 4 (see 
next chaptertthe hgher the priest’s status, the 
lower in the labyrinth he’s been. The most senior 
priests may how that this Great Pyramid is built 
over the previous pyramid of Ottitiod (see Level 5’s 
description in the next chapter). 

Temple p.;sts (12): lhree tbitd level de&, and one 
of ea& higher level up to 12th. AC 7 (jaguar hide); 
HD 3-12; hp 10-35; #AT 1; Dmg ld6 (mace); MV 120’ 
(40’); Save C3-12; AL C; THACQ 19-15. Spells: selec- 
tion vades, but only 1st and 2nd level spells. 

Adepts 

live in Chitlacan, only a limited number of the elite 
students achieve an assignment at the pyramid. Up 
to eight adepts, all male, reside within the shrine 
building at any one time. They are technically al- 
lowed to come and go at will. In practice. hlgh 
priests frown on adepts who show “a lack of devo- 
tion,” so the adepts never leave the pyramid. 

Names: Adepts abandon their actual names dur- 
ing their assignment at the temple, where they are 
addressed as “Disciple” (by priests) or “Honored 
One” (by hierodules and utizens). In practice, 
priests refer to adepts as “You there” or “those 
youngsters.” Some typical names for adepts are 
Popol, Nahuac, Mixtli, and Tlahuicol. 

Description: The adepts are ambitious but callow 
young men between 16 and 20. Their grueling regi- 
men (memorizing endless legends, ceremonies, and 
calendar dates) and meager diet keep them thln and 

Accessibility: No commoner may approach a priest 

Infomation: All priests are by nature uncooperative 

Here is what they can tell about the background of 

Location: Though many of these priests-in-training 



d perhaps a few incriminating dues about individ- 
al priests. They have seen the priests and King 

Moctitlaoac carrv d o a d s  of scrolls and other trea- 
sum do& to &e labyrinth. 

of low-level thieves. 
HieroduIes (20): 0-level normals; maybe a couple 

EVENTS 

The Ceremony in General 
Called “The Ceremony of the Flying Viper Spirit:’ 

this elaborate ceremony arose with the arrival of 
Prince Kano. Guided by his Brethren famih, he 
pmpunded this doctrine: The Atcan Immoctals. 
protectors of the Empire, must be fed to remain 
healthy and vigorous-and what food is better suited 
to an Immortal than that most precious commodity, 
the human spirit? 

The ceremony relies on a magical device, a scepter 
called the Twig of the Smoking Mirror (provided by 
Prince bo). The scepter’s tip is a thin disk of obsid- 
ian about three inch= acms, held at the tip of the 
scepter in a setting of textured gold. In this setting the 
obsidian disk, dark yet reflective, revealing as through 
dark smoke those who gaze into it, appears to emerge 
from the golden mouth of a flying viper. 

Tbe procedure: To begin the lengthy ceremony, a 
high priest of Atzanteotl holds this Twig of the 
Smoking Mirror aloft. The priest wears a pure white 
cotton robe. Lesser priests and adepts surround the 
high priest. chanting in Azcm. Each priest and 
adept opens a vein on his fingertip in order to bleed 
a drop of blood. With each drop, the whole robe 
turns a deeper and deeper crimson. 

Guards usher in the ceremony’s victims, and a 
hierodule carries a caged flying viper. The victims 
line up and kneel on the stone floor. At the altar, the 
lesser priests pull forth the struggling viper and be- 
head it, and again the robe darkens. 

When the robe deepens to a crimson so dark it 
verges on black, the high priest turns to the line of 
victims and, on each victim’s forehead, he traces a 
mystic viper symbol-the one the player characters 
saw on warriors at Atacalpa and on the journey to 
Chitdamn. 

The priest touches the victim’s symbol with the 
obsidian mirror on the scepter. The victim stam, 
trembles. and leans back as though completely ex- 
hausted. The victim’s mental energy has been trans- 
ferred to the scepter. 

If anything destroys the scepter More the following 
climactic moment, the stolen mental energy E N ~ S  to 
the victims; they are unhanned, though shaken. 

The &h: Now the ceremony nears is dimax. 
With the drums beating louder and ever faster, the 
priest incants the solemn tones of the resist fire spell 
and steps into the ceremonial flame. Untouched in 
penon and clothing, he points the scepter at the sun 
and breaks its mirror tip, releasing the pent-up men- 
tal energy. The robe immediately blanches to pure 
white. In the form of a flying viper, the energy flies 

The exhausted priests retire to .heir quanexs. 
Hierodules lead the mindless victims into the shrine 
to receive the blessings of Atzanteotl, and later the 
victims bccome the priests’ unprotesting slaves. 

This Ceremony 
When the player Ehanaers vrive at the shrine, a 

ceremony is probably about to be& M in progress. 
This time, none other than evil King Moaithpac 
himself is leading the ceremony. Squat, bmad in chest 
and belly, legs like bowed pillars, skin the termre of a 
bad road-Moctitlapac is not much to look at in him- 
self. But in his full regalia of red-feathered helm, 
jaguar cape, pure white robe, and festoons of gold 
jewelry, he presents an imposing f w .  

Lending grandeur and menice to the king’s pres- 
ence, a flint dagger hangs from his ocelot-skin belt. 
Inlaid in turquoise on the dagger’s handle, a repre- 
sentation of half a human face: one eye with eycbrow 
and two half-rows of ivory teeth. This identifies it as 
one of the Azcan ceremonial daggers, which none 
but a priest or adept may touch on pain ofdeach. 
(Clerics cannot use this edged weapon in combat, of 
course-only in ceremonies.) 

In attendance on the king stands one priest for 
each player character. About 20 victims kneel before 
the altar-including any  NPC all9 the characters met 
in the previous chapter! 

The other 19 victims vary greadyh appearaace 
and background. About half are prisonem taken in 
battles with ueacby territories; there are a few Nca- 
thar, a Beast-Man or two, one Mdp- lizard-man, 
and even (DM’s option) a S c h a r t d ,  who might 
provide a lead to the second part of this adventure if 
the player characters rescue him. The remaiming 
victims are native Azcans--rhieves, adulcrrous wives, 
deformed children, and even fanatical volunteers. 

Stagiug the ceremony: Describe the player charac- 
ter ally from the previous section; indicate to the 
players what seems a likely point fon his dispch. 
Stress the eerieness and barbarity of the Spirit cere- 
mony, and pique the players’ curiosity to see what 
happens next, even if it means a delay in rcscUing 
their NF’C ally. &et all. they know how much cime 
they have, right? 

Armally, they don’t. Give them a faLFe ~Merdry; 
bang the NFC into the ceremony sooner than ex- 
pected, so that he & victim just before the pkyu 
characren t e a e  him. This should foil the players’ 
expectations! But don’t wow. The player chamcters will 
encounter the NFC victim again in the Sm&g &%or, 
where they can save him and the rest of the victims. 

Moctitlapac 
The following listing for the king, fmm the A z a n  

Empire entry in the HOLLOW W O W  boxed set, 
is modified to reflea Mocutlapac’s new treasures. 

King Moctitlapac: 18th level cleric: AC 6; hp 52; 
#AT 1 (war hammer or fiagic); D Id6 +4, or by spell 
type; MV 120’ (40‘); Save C18 + 5; hU 4; Str 13, Int 
11, Wis 17, Dex 9, Con 14, Cha 1 0  AI C. h- 
guages: Azca, Neathar. General Skdls: Military Tac- 
tics (I), Danger Sense (W), Detect Deception (W), 
Honor Ananteod (W), Alertness (D), Hide in 



Shadom (D), Stealth + 1 (City, D + 1). 

dam good, detect magic, darkness. 2nd level- 
blight (&), find traps (&), resist & (&). 

Moctidapac. like all clerics except those of Thana- 
tos, cumndy has no spells above 2nd level. If you are 
playing this module by itself, then Moctitlapac can 
use higher-level spells; for the rest of his spells, see 
the boxed set’s entry. 

Magical Itsms/Trrasure: Ordinarily, only a war 
hammer +3  (actually a dub anth an octagonal stone 
spike at the up). Prince Kano has given Moctitlapac a 
snake staffwith 45 charges, a ring ofproteaion + 3  
without area effect, and a non-magical gold brooch 
containiig a beautiful piece of amber-a great mity 
in the Hollow World, worrh up to 1000 gp here, but 
only 700 gp in the outer world. King Moctitlapac’s 
gold jewelry is worth 3,000 gp. 

All these treasures came ftom Glanui’s caravan, 
and all show dear signs of GIantrian make. h i g n  
other magical items to Moctitlapac at your discretion, 
in order to ensure that the player characters don’t !dl 
him. In fact, Moctitlapac should be powerful enough 
to defeat the player characters in pitched battle with- 
out killing them. That comes after he w i s .  

Running tbe Battle 

Spclls Canid. 1st level-muse light woun& (x3), 

The king: A coward, Moctitlapac always hangs 
back in battle, taking his fim mund to order a squad 
of warriors to protect ham to the death. Thereafter he 
throws his two blight spells fmm a safe distance at 
the nearest player character spellcaster. Then he casts 
waves of serpents fmm his make staff-an enchant- 
ment that catches his own guards by surprise, and 
may even require a morale check! 

Only when the snakes are defeated, or when the 
player characters engage him in dose combat, does the 
king tinally join the battle with his warhvnma +3. 

Ptiests and adepts: The Azcan priests begin the 
battle by throwing all the adepts forward as cannon 
fodder. The adepts try to preoccupy the player char- 
acters hand-to-hand while the priests read spells from 
clerical scrolls. 

Two priests cast Atzanteotl’shand on the two 
nearest fighters. ?his variant version of cause serious 
wounds does not kill. If the spell brings a character 
to 0 hp or less, the victim passes into deep paralys~, 
so that the priesrs can eventnally send the character 
to Atzanteotl. Any healmg magic dispels this en- 
chantment and restores bit points to the victim. 

Hieroddes and vi& Most of these simply run. 
trying to get away from the battle. A few may remain 
to fight for one side or the other. 

Some slaves and victims attack the nevn t  guards 
and drive them to the gmund by weight of numbers; 
then, with the guards’ weapons, they fight with the 
player characters until they see a chance to escape. 
Some of the ceremonial victims, loyal h a m  who 
believe they are going to join Atzanteotl, may fight 
for the right m become victims! 

In this battle. play the hiemddn and ceremonial 
vicums as wild cards-now rescuing the player cham- 
ten fmm certain death. now hysterically throwing 
themselves on playa chazuter spellcasters m ruin their 

spells. mcy makc rh tnnlc praomplicrad as you like. 
Gupds: ?hacarnton, dum&, pmrcm n o m -  

a i n r y . w h c n t h G y h e n t h e ~  iaduJhdoc. 
half of every squad at the bep of the pyramid NOS m 
jointhebanle. sin&nofthes ISrkvdlightc~~wiU 
&vein two rounds; another 16 two munds k; and 
so on. Chitlvpo wil l  not runout of Azun d o r s  
before thep laga~ruaouto fh i tpo in t s .  

Capture: If a playa character takes 12 or more hp 
in damage (01 half the hit points with which the 
player character k g a ~  the chapter, whichever is less), 
the character falls unconaious insuad ofdying. 
Victims remain groggy all thmugh the following 
ceremony, as the pricns dnia th&.m+ntalities. 

The player charactem bQcomc v i a h - a n d  thereby 
bccome pur of the nen srpent-appiion. But the 
adventure is not ova for them; keep mding. 

A wuch fmm&e q t m ,  the bss of intelkcr: 

WHERE NEXT? 
PCs are defentcd: Assumiog KingMoctidapac and 

his warriors force the player characters to m a t .  they 
can escape into the shrie and even find the entrance 
to the labyrinth behi-perhaps with the help of a 
sympathetic hiemdule. 

Or. should the player characters tight to the md, 
the Azca pummel thqn ,&to unconsciousness, thm 
either dispatch them (s+ klow) or gim thun “a ’ 
dishonorable death”-thn is. the Azcn throw the 
player chvanen d m  inw the labyrinth and lock the 
door betiind them. The Azca assume, with a grcat 
deal ,of justice, that no- muld survive that 
dungeon. 
P G  victntioas: By some miracle the player cham- 

ten may overcome King Modapac and his legions of 
warriors, or they might avoid the ceremony and Look 
around the shrine on their own. In this arc, they see 
King Motitlap or  orh her foe fleeing down into the 
labyrinth-probably with the player characters’ ally 
held hostage and crying for help! Failieg that. N- 
mors of great ulnmres hidden in the pyramid’s 
might also send the chmm d m w i r d .  

To make the lure c&ctivc, cry to establish (either 
before the player characters entrr the Idbyrinth or 
just after) that sumcthing important awaits them at 
its bottom. The duracvn don’t know what this is. 
but the prospect tempts them to search for it. The 
clue may come from a hierodole or adept, from 
overheard maversadon among the p h .  or fmm 
one of the NPCs encountered in Chapter 7. The tm 
lists a few sample d u n  where appropriate. 

Once they enter the Mpinth, surviving p r i m  
block the door after them and dccide that the 
dungeon’s perils wiil handle the characters without 
furrhcr trouble. 

If the PCI bemme vi& Thcir mentalities join 
the group-mind of victims in the riper apparition. 
They get d m  d i r m l y  to the Smoking bfirmr. Go to 
Chapter 10 to dcscdk the transition. 



This chapter describes the P a '  exploration beneath 
the Great P y e i d  of Atzanteotl. Refer to the large 
color map that details each of the pyramid's five levels. 

ZNTERING THE PYRAMID 1 
The trapdoor leading to the labyrinth is hidden in 

the priests' quarters in the shrine (see previous chapter). 
The trapdoor, made of solid stone, has no handle; it 

can't be pulled or pried open. A small platform to the 
right of the doorway contains three jade spheres, each 
about two inches in diameter. The spheres rest in shal- 
low indentations in the platform, armged as points of 
a triangle. A similar platform to the left of the doorway 
contains three identical indentations; these indentations 
are empty. 

When the jade spheres are removed from the right 
indentations and placed in the left indentations. this 
triggers a delicate balancing mechanism that opens the 
stone door. Because the mechanism responds only to the 
exact weight of the spheres, the door won't open if the 
PCs place other objects in the indentations. 

If the PCs remove even a single sphere once the door 
opens, the door begins to close. The door closes com- 
pletely in six rounds, giving fast-moving PCs enough 
time to steal the spheres and still get inside the pyramid 
ifthey wish. Each sphere is worth 75 gp. 

If the PCs don't steal the spheres, the door automati- 
cally closes 15 minutes after they open it. There is no 
similar mechanism for opening the door inside the 
pyramid. Once the PCs enter and the door closes, 

iey're effectively trapped inside. 

..., .. . 
k 
.... .. 

LEVEL 1 
This level of the pyramid is essentially one large 
amber, subdivided into smaller room by brick puti- 
ns and supported with stone columns. This level is 

..marily used for storage. All of the doors. except for 
area 8, arc made of wood and are unlocked. The walls 
are draped with cotton cloth dyed black and red. The 
floor is black stone. 

Refer to the kvcl 1 section of the color map nf the 
pyramid. 

' 

1. Volunteer Cells 
Each of these small rooms contains a wooden cot, an 

empty ceramic pitcher, and a stone plate. This is where 
victims are kept prior to Kano's religious ceremonies. 
Victims kept in these cells are volunteers: hence, locks 
are unnecessary. Such voluntary victims believe that 
their happiness in the afterlife is assured. 

2. Prisoner Cells 
These cells are identical to the cells in area 1, but 

they also contain iron shackles embedded in the walls. 
These cells are used for unwilling victims in the ceremo- 
nies. Such victims are usually convicted criminals, pris- 
oners of war, or slaves purchased spccitically for religious 
ceremonies. 

3. Skull Racks 
Tiers of wooden racks resembling stair steps line the 



wnlls and M filled with hundreds of s!ds of previous 
victims. The skulls have no d u e  nor s p d  properties. 
The A m  call the mcks rzoinpandi. 

4. Storeroom 
This room contains a variety of objects that the priesw 

use in their ceremonies. All of the objects are in plain 
sight; the PCS can t&e whatever they like. 

Plint Imife: Used m destmy vi& in religious cere- 
monies. It’s similar m an ordinary dagger, cawing ld4 
damage. (Value: 5 gp.) 

Obidim blpdc: Like the flint Imife, this obsidian 
blade destroys victims. S L n i  in sire to a short sword, 
the blade cause6 ld6 damage. (Value: SO gp.) 

The obsidian blade is c u d .  When used in combat 
by a character of good or neutral alignment, the blade 
lowers the character’s at& rolls by -1. All damage 
scored is reduced by 1 hp (minimum 1). As soon as it is 
used in combat for the fmt time. thereafter, the blade 
always fortes the character to employ it against enemies. 
magidy appeadng the character’s hand. 

Nothing short of a wish can dispel the blade’s curse. 
However, the cum only functions inside the pyramid; 
once the character leaves the pyramid, the blade func- 
tions normally. 

is ukd m hold the ashes of burned victims. It has no 
particular value nor special properties. 
%de: This is a bundle containing a dozen ordinary 

torches. There PIT six flasks of oil n m  to the torches. 
Cmunonial garb Sitting on a high shelf M s& of 

red and black robes. breechclouts. and hoods. Victims 
PIT garbed in these clothes. The clothing has no partinr- 
Iar value nor special properties. 
Crystal Skull: This object resembles a normal human 

skull made of clear crystal. The priests use the skull to 
put themselves into a trance-like state, clearing their 
minds before conducting religious services. Any chmc- 
fer who makes eye contact with the eye sockets of the 
crystal skull must save vs. spcll. Failure means the char- 
acter k o m e s  immobile, staring blankly at the skull for 
ld6+6 rounds; succes still means immobility for Id4 
rounds. The enchantment is broken if a companion 
physically pulls the character away from the skull. 

The PCs can take the skull with them if they like; as 
long as they avoid making eye contact with its eye sock- 
ets, there’s no risk of immobility. However, 2d4 rounds 
after the skull is removed from Level 1, it animates; 
blazing red eyes appear in its eye sockets, and the skull 
begins to hover in mid-air. (If the skull is king kept in 
a knapsack or bag, it chcws its way free as soon as it 
becomes active; it takes two rounds to chew through 
such a container. If the skull is in a container made of 
metal or some other non-chewable material, it becomes 
active as soon as the PC removes it.) The hovering skull 
ties to bite the PC who carried it. 

The skull pursues relentlessly, flying at top speed, 
and fQhts to the death. If reduced to 0 hp, it crumbles 
to crystal dust (the dust has no value). If the PCs some- 
how manage to lurc it back m Level 1, it immediately 
falls to the floor (no damage), and its red eyes dsap 
pear; it only becomes active again if the PCS remove it 
from Level 1. 

Stone urn: This small stone urn. called a cuauhxicnlli, 

C r y s t a l ~ . A C 6 ; H D 2 ; h p 8 ; A T I ; D l d 4 ( b i t e ) ;  
MV 120’ (40‘); Save F1: AL C THACO 18. 

Norhing shon o f a  viph can lcmovc the tunc trOm 
the skull. The i n w  *uu (with m moved) ia worth 
200 gp. 

5. Offering Room 
This room contains religious odfcriogs collatcd by the 

priesw from the citizenry. The p r i m  have already d e n  
mast items of d u e  for thrmselves. But if the Pcs 
spend it Inn 15 minutes wrting through the ptlimpl 
skins. clay pottery. and baskets offeathers, they fmd 
two items of intern: 

imbedded around the edges. Use as either a n o d  
shield or as a slpshinn weawn ro inflict ld4 damam: 

1. A rawhide shield with sharp vinnglcs of obsidian 

- *  I 

value: 20 gp. 
2. A wooden digging stick with an iron blade. The 

object is called a cop, and normally used as a farmer’s 
tool. However, the blade of this coa has been shammed 
to a fme point; treat as a normal spear, inflicting id6 
damage; value: 9 gp. The farmer who a s a u l d  a wy- 
rior with rhls weapon has already gone m the Smokiog 
Mirror in the Ceremony of the Flying Viper Spirit. 

6. Study Rooms 
Each of these four moms contains writings pertaining 

to a particular topic. A religious h c a n  symbol is carved 
on the door of each room. The meaning of the symbols 
should not be immcdiitcly obvious m the Pcs. 

The writings in each room M hand-printed on p a p  
made from agave Icaves. rolled into long scrolls and 
stacked on wwden shelves. b a n  priem PIT encour- 
aged m study thee nok and add new writings rctlect- 
ing their own insights. 

Religious Azcan writing is a complex arrangement of 
symbols and p i c ~ r ~ .  d f i i t  to comprehend for all 
but the most lcamed priests. For every hour a PC 
spends studying the xrolls in a particular room, he 
makes an Intelligence roll. Literate clerics meive a +2 
bonus to the roll. If the roll fails, he has been unable to 
comprehend the scrolls. If he wishes, he can continue 
making Intelligence checks for every additiod hour he 
spends studying the stroUs until an Intelligence check is 
successful. 

If the Intelligence check succeeds. the PC can com- 
prehend a few of thc genctal ideas discussed in the 
scmlls; read or paraphnse the Genetal Ideas scction in 
the room desription. At this pint, the PC is allowed a 
Wisdom check. If he fails the check. he lcnms no addi- 
t i o d  information. If the Wisdom check succeeds. read 
or paraphrase the Topic and Door Symbol section, 
which meals the S@K ideas and symbols d d .  

A n y  PC can remain in a room as long as needed to 
make a successful Inrelligcnce check. Howcvcr, he can’t 
attempt a Wisdom check until his Intelligence check is 
successful. No PC can attempt more than a single Wis- 
dom c h d  in the same room. 
68. Japw-Hend Room: cnnnd in this door is the 

figure of a jaguar head. 
Gened Ideas: The writings disnus gcned principles 

of Azca religion, such as the impornacc of devotion. 
the risk of WorshiDb fakc entities. and the sancUIv of 
reIigious symbols: ” 

Topic and Door Symbol: The jaguar on the door is a 

40 



symbol of Atzanteotl, “the w e  avenger who attacks 
with tooth and claw, the bastion of srrength:’ The hawk 
is a symbol of Otzitiotl. “the pretender who flies from 
danger, the symbol of weakness.” 

6b. Extended Hand Room: Carved in this dwr is the 
figure of a man extending his hand to another man. 

General Ideas: “Reward the weak with death. . , end 
the suffering of the helpless with their destruction. . . a 
trusting man is an ignorant man. , , . ” 

Topic and Door Symbol: The symbol on the door 
stands for Compassion. one of the virtues originally 
deemed important by the “filw” pamn Otzitiotl. Like 
t h w  of the next two mms, this virtue has becn re- 
interpreted by the priests of Atzanteotl (as dcxribed in 
the General Ideas section). 
6c. Cornstalk Room: Carved in this door is the figure 

of a hand clutching a stalk of corn. 
Genenl Ideas: “Give freely to the priests of Atzan- 

teotl. for their needs exceed yours. . . the destitute and 
the poor have earned their own misery and deserve only 
contempt. . . your life belongs to the true patron-give 
it gladly if asked. , . ,” 

Topic and Door Symbol: The symbol on the door 
stands for Charity, another of Otzitiotl’s cardinal vu- 
tues. The General Ideas section re-interprets the vhue 
into Atzanteoth terms. 
6d. Sword Room: Carved in this door is the figure of 

a hand clutchii a sword. 
General Ideas: “Self-sacrifice is foolish. unless so 

ordered by the true patron or his agents. . . the wise 
man will not risk his safety for the weak or the 
useless. . . .” 

Epic and Door Symbol: The symbol on the door 
stands for Courage. the third of the “filse” patron 
Otzitiotl’s cardinal virtues. Here, too, the General Ideas 
muon indicates the revised view. 

7. Medicine Room 
This m m  contains many substances used in religious 

ceremonies, along with remedies for diseases. The 
priests believe that the remedies retain their effective- 
ness longer when stored in the pyramid. Most of the 
flasks and jars PIC empty, but a few are filled with col- 
ored potions and powders. All flasks and jus stand in 
plain sight, but none are labeled. The characters must 
determine their contents by trial and error, magical 
analysis, or other methods. 
Jar of brown flales: This is ordinaq tobacco, burned 

by the priests as part of their religious ceremonies. 
PLSk of dac liquid This potion smells like dead 

f&. If consumed, the drinker must save vs. poison. If 
the saving throw is successful. the liquid acts like a 
porion ofheding. There are three doscs in the flask. 
Ju of blaeL paste: This thick paste has the texture of 

mud and smells like charcoal. The priests use it as a 
soap to cleanse the faces of their victims. It has no 
pvticular value to the PCS. 

Incense s t i h  These six green incense sticks, which 
are burned during religious holidays, have a faint aroma 
of bananas. If a PC lights an incense stick. the incense 
gives off dense clouds of &-scented smoke, green- 
ish in color, f f i g  an MB about 10 f m  in diameter. 
Any chvncter who inhales the fumes and fails to save 
vs. poison suffers 1 hp damage. 

8. Doorway 
The dwmay leading out of this room is a solid stone 

panel with no handle: the panel can’t he pulled or 
pried open. Two small platforms on either side of the 
dwrway, complete with three jade spheres, work just 
like the entryway door at the beginning of this chapter. 
But regardless of whether the PCS remove the spheres 
after the panel slides open, the panel does not dose. 
However, it may close as a rcsulc of actions on Level 2; 
see area 1 of the Level 2 description, below. 

ABOUT LEVELS 2-4. 

young priests, but the brutal Monitlapac has ordered 
his minions to modify the labyrinths, making survival 
all but impossible. On his arrival, Prince Kano locked 
rebellious priests and other undesirables in the laby. 
rinth, presumably to test their worthiness. In fact, it was 
just a convencent way to get rid of them. (The various 
undead lurking in the labyrinth are corrupted manifes- 
tations of former victims.) 

Levels 2, 3, and 4 share several common features: 
1. The floors and walls are solid stone. roughly tex- 

tured and cool to the touch. Ceilings are about seven 
feet high. The air is stale and humid. 

2. There is no natural (or unnatural) light in the 
labyrinths. The PCs must provide their own light wwce 
(such as the torches from area 4, Level 1). 

balancing mechanisms called Sphere Platforms. Unless 
indicated otherwise. all Sphere Platforms in Levels 2, 3, 
and 4 operate in the same way as the entrance platforms 
the PCs used to enter the labyrinth (scc the sfvr of this 
chapter). All of the sliding panels refnct into or extend 
from hollow areas in the walls (see maps). 

All of the p ~ e k  PIT solid stone, two feet thick. It 
takes one full minute for a panel to open or close. Once 
a panel is activated, it continues moving until it’s com- 
pletely opened (or closed); its movement can’t be inter- 
rupted by adjusting the spheres in the Sphere Platf6rms 
or by other ordinary means. The slidii panels crush 
and kill any PC standing between an opening panel and 
the opposite wall-but since the panels move so slowly, 
only an extremely careless PC gets into such a position. 
Once a panel is opened or closed, it remains that way 
for a full 24 hours. 

Because the Sphere Platforms respond only to the 
exact weight of the spheres. the panels won’t open (or 
close) if the PCs place other objects in the indentations. 
However, the spheres are interchangeable; thar is, if the 
PCs take the spheres from one Sphere Platform. they 
can use them on any other platform. Thus, one set of 
three spheres can operate all of the panels in Levels 2 , 3 ,  
and 4, with a few exceptions noted in the text. Each 
sphere is worth 15 gp. 

Thee labyrinths were originally training grounds for 

3. Various sliding panels are activated by special 

LEVEL 2 
Refer to the Level 2 section of the color map of the 

pyramid. 

I 



1. Sphere Platform I 

Operating this platform causes panels la and 1b to 
slide open, and causes the entryway panel (area 8, Level 
1) to slide shut. 

2. Rubble Pile 
Rubble Wls this corridor from top to bottom (Kano 

sent three rebellious priests into the labyrinth, who 
inadvertently triggered a trap in this area, burying 
themselves in an avalanche of rocks). If the PCs spend 
one full turn digging through the rubble, they discover 
a skeleton's foot. Another turn of digging frees the 
entire skeleton, which promptly attacks them. One 
round after the first skeleton attacks, two more skele- 
tons dig themselves free of the rubble and attack. The 
skeletons fight to the death, pursuing d necessary. 

Skeletons (3): AC 7; HD 1; hp 7 each; AT 1; D ld6; 
MV 60' (20'); Save F1; AL C; THACO 19. 

If the PCs defeat the skeletons, they can resume 
digging through the rubble. Another full turn of dig- 
ging reveals that the passage is a dead end, but they'll 
also discover a small cloth bag belonging to the skele- 
tons. The bag contains six jade spheres (taken from the 
Sphere Platforms at areas 5 and 9). 

3. Skull 
A giant crystal skull completely blocks the passage. Its 

mouth is opened to a width of about three feet, reveal- 
ing rows of jagged teeth as sharp as razors. The only way 
to continue through this passage is to crawl through the 
skull's mouth. 

Though the skull looks dangerous, acNdfy it isn't. A 
PC who crawls in the mouth must make a successful 
Dexterity check or suffer 1 hp damage from scraping 
against the teeth. Once inside, he can see a &foot- 
diameter hole in the back of the skull; passing through 
this hole, the PC can continue through the pwage. 

4. Half-Skeleton (Bottom) 
The bottom half of a skeleton is sprawled on the floor 

in front of a closed stone panel; it looks as if the stone 
panel descended from the ceiling and chopped him in 
half (which is exactly what happened-his other half is 
in area 6). 

5. Sphere Platform 
The jade spheres are absent from this platform (they 

were taken by the now-deceased priests buried beneath 
the rubble pile in area 2). If the PCs recover the spheres 
(or use substitute spheres) and operate the platform, 
panel 51 rises from the floor. However, the mechanism 
controlling this panel is defective; it opens to a height 
of only two feet. If PCs want to continue north, they 
must crawl under the panel. The panel will not fall on 
them.) 

If the PCs open panel 51, the skeleton torso on the 
north side of the panel begins to crawl north (see area 
6). 

6. Half-Skeleton (Ibp) 
The torso of a skeleton-complete with skull, rib 

cage, arms, and hands-is sprawled on the floor, 
pearing as if it had been chopped in half by the s 
panel at 5a. 

The skeleton originally was a rebellious pri 
Mmtitlapac sent into the labyrinth at Kano's 
The Sphere Platform at area 5 triggered a uap; panel 51 
tose into the ceiling, only to come crashing down a 
poment later on its victim. The panel crashed with such 
force that the trigger mechanism was damaged. If the 
Sphere Platform is activated again, the panel ope 
differently-see area 5 .  

If the PCs raise the panel (see area 5 ) .  the torso be- 
gins to crawl at a movement rate of 30' (10'). The torso 
follows a path indicated by the arrows on the Level 2 
map. If it reaches the end of the trail (at area 14), it 
stops-it IacksIhc will to go further. 

The PCs can follow the torso; it leads them on the 
most direct route out of this level. The torso does not 
communicate with the PCs, nor will it attack them or 
defend itself. The torso is AC 7 and has 3 hp. 

7. Sphere Platform 
Operating this platform causes panels 71 and 7b to 

slide open; it also causes the adjacent room to rumble 
(see area 8). 

8. Rumbling Room 
One round after panels 7a and 7b are opened (as a 

result of operating Sphere Platform 7). this room begins 
to rumble and shake. One round later, small chips of 

entire ceiling collapses, filling the room with sto 
chunks. Characters in the room when the ceiling 
lapses suffer 3d6 damage. 

Once the room has fdled with rubble, it take 
two hours to clear away a path large enough for a 
human-sized character to squeeze through (two PCs can 
clear a path in one hour, four PCs can clear a path in 30 
minutes, and so on.) 

9. Sphere Platform 
The jade spheres arc absent from this platform (they 

were taken by the now-deceased rebellious priests bur- 
ied beneath the rubble pile in area 2). If the player 
characters rccovcr the spheres (or use substitute 
and operate the platform. panels 9a and 9b slid 

10. Empty Room 
There is nothing of interest in this rwrn. H 

the player characters d e  the north edge 

tersix rounds to complete, they discover a tunnel. 
(Though most of the pyramid is solid stone, this 

section contains a layer of earth. The designers meant to 
use this section of the pyramid as a burid ground, a 
plan later abandoned. A rebellious priest imprisoned in 
the pyramid discovered thii area and attempted to dig 
hu way out. He was killed by a fr 
now lair in the tunnel; see a r m  11 and 12.) 



11. Tunnel 

if the player characters usc it, they’ll probably have to 
crawl. 

12. Nest 

The tunnel is three fcct in diameter, dank, and dark; 

This area is the lair of a family of giant rats. The rats 
subsist on priests and other unfortunates imprisoned in 
the pyramid, but food has been scarce for some time, 
and the rats are ravenous. When a player character comes 
within three feet of the entrance to area 12. the rats smell 
him and charge. The rats fght to the death, pursuing if 
necessary (none of rats carry disease. so it’s not necessary 
for bitten Dlaver characters to save vs. wison). 

Giant Lrs i 3 ) :  AC 7; hp 3 each; A? 1 (bite); D ld3; 
MV 60’ (20‘): Save F1: AL N: THACO 19. 

If the player characters defeat the rats, they can search 
%he rat nest, a filth-strewn mound of earth and rubble. 
There is nothing of interest here, except for the gnawed 
bones of a former rebellious priest, who still clutches a 
club in his bony fingers. 

The end of the tunnel (12a) is blmked with rubble 
and earth. However, a single player character who digs 
for six rounds can move away the rubble, revealing an 
opening leading to area 14. 

The player characters cntcr rhis room either through 
the open doorway on the south side or through the tun- 
nel at 12a. The room is 50 feet in diameter with a lo-foot 
ceiling. A flat stone pedestai, threc fcex in diameter and 
two feet high, rises fmm the center of the floor. Three 
thm-inch diameter jade spheres, each worth 100 gp. res 
in indentations in the pedestal. If a player character 
removes even one of the jade spheres from the pedestal, 
pancl14a doses and 14b opcns. Replacing the spheres 
has no further effm on the doors. 

A bone golem with four skeletal arms res- in the 
room behind panel 14b. When the panel opens, the 
bone golem snunblcs out. Ordered to defend ths  
room, it attach the player chancters and fights to the 
death; howevcr, it does not leave this room. It carries a 
sa& of 20 rocks around its neck and two short swords in 
hand. Each round, it uscs two of its arms to hurl r d s  
(make normal attack rolls) and two arms to make sword 
atrach. 
Bonegolem:AC2;HD8;hp45;AT4;Dld6/ld6 

(short swords)/ldZ/ld2 (rods); MV 120’ (40’); Save F4; 
ALN; THACO 12; SD immune to fire, cold, and elec- 
trical attacks. 

15. Sphere Platfori 
The indentations in this platform are three inches in 

diameter; the spheres arc absent. The only spheres 
capable of operating this platform are those fmm the 
pedestal in area 14. If the playcr chancters use those 
spheres to operated the platform, panel 151 slid- open. 

16. Stairs 
This stone srairway winds deep into the pyramid and 

leads to Level 3. 

LEVEL 3 
Refer to the Level 3 section of the color map of the 

. .  
pyramid. 

1. Sphere Platform 
Operating this platform causes panel la to &de o 

2. Rubble Pit *, 

This wide pit is about 15 feet deep. Jagged stones 
line the bottom. A narrow wooden bridge crosses ov 
the pit. To traverse the pit, the player characters can 
either use the bridge or climb down the wall of the rjit, 

If a player character uses the bridge. there is a 10 
percent chance that it collapse before he reaches the 
other side. This chance is cumuluive; that is, if two 
player characters aoss the bridge at the same time, 
there is a 20 percent chance that it collapses; a 30 per- 
cent chance if three olaver characters use it at the same 

then climb up the opposite side. ,: . 

time; and so on. A GIaier character who falls into th 
pit suffers ld6 damage. 

Unless he’s lowercd by a rope. a play 
attempts to climb down the south wall 
make a successful Dexterity check if th 
falls in and suffers ld6 damage. He mus 
Dexterity check to c t i b  the north wall; 
falls in and suffers ld6 damage. 
A shadow lurks amid the rubble at the bottom of the 

pit. As soon as a player character enters the pit, regard- 
less of whether he climbs or falls in, the shadow attacks. 
The shadow fehts to the death, but it does not leave 
the pit. 

Shadow: AC 7; HD 2+2*; hp 15; AT 1; 
special; MV 90’ (30’); Save F2; AL C; THA 
hit drains victim of 1 point of Strength for e1 
(victims reduced to 0 Strength become shadows 
surprise on 1-5 on ld6. 

3. Sphere Platform 
This platform has only two indentations instead of 

the normal three. If operated, the entire scction of floor 
indicated by the dotted line on the map collapscs; all 
player characters in this area plunge 15 feet and suffer 
ld6 damage when they hit the bottom. Unless a fallen 
pkyer chmcter is pulled out by a companion, he must 

failing the check. he falls back in the pit and suffers an 
additional ld6 damage. 

4. Collapsed Floor 
The floor here has collapsed as a result of a pit mp, 

similar to the one described in area 3. The pit is ab&t 
15 fcct deep. A body sprawls in the rubble at the bot- 
tom of the pit. 

a c h b  the wall and make a successful Dexterity check;, :P 



The player characters can either attempt to leap over 
the pit, a distance of about seven feet, or they can climb 
down one side, then climb out the opposite side. Leap- 
ing across the pit requires a successful Dexterity check; 
climbing into the pit also requires a Dexterity check, as 
does climbing out. Failing a check means that the 
player character falls into the pit (id6 damage). 

The body at the bottom of the pit belongs to the 
rebellious priest who triggered the trap. The weapon in 
his belt is a maquahuitl, a sword made of hard wood 
with sharp obsidian triangles imbedded in the edges of 
the blade (treat as a short sword + 1;  value: 550 gp). He 
also hold two jade spheres (worth 75 gp each). 

5. Sphere Platform 
This platform has only two indentations instead of 

the normal three. However, it is currently non- 
operational, since it was used to trigger the pit trap in 
area 4. The platform contains no spheres (they were 
taken by the dead priest in area 4). 

6. Sphere Platform 

slide open. 
Operating this platform causes panels 6a and 6b to 

7. Demolished Room 
Ths rwm used to contain two large idols similar to 

those in area 9, but they have been knocked over and 
reduced to rubble by the three zombies who now reside 
here. 

Zombies (3): AC 8; HD 2; hp 12 each; AT 1; D ld8; 
MV 120’ (40’); Save F1; AL C; THACO 18; SD always 
strike last (no initiative roll needed). 

northeast corner of the room until the player characters 
enter. Then they attack, fighting to the death. If the 
player charactea flee, all surviving zombies pursue, but 
if the zombies haven’t caught the player characters 
within three rounds, they give up and return to this 
room. One of the zombies wears a robe made of hawk 
feathers, taken from the dead priest in area 14c. An- 
other zombie has two jade spheres (worth 75 gp each), 
taken from the Sphere Platform in area 11. 

The zombies remain hidden behind the rubble in the 

8. Sphere Platform 
Operating this platform causes panels 8a and 8b to 

slide open. 

9. Head Room 
Thii room contains two 10-fwt tall idols resembling 

hawk heads. If a character of lawful or neuual align- 
ment stands within five feet of either idol for three 
consecutive rounds, he hem a voice in his bead repeat- 
ing the words, “Beware the Smoking Mirror-the har- 
binger of Nightwail.” 

10. Collapsed Floor 
The floor here has collapsed as a result of a pit trap, 

similar to the one described in area 3. The pit is about 
15 feet deep. The player characters can either attempt 
to leap over the pit, a distance of about seven feet, or 

they can clunb down one side, then climb out the 
opposite side. Leaping umss the pit requires a success- 
ful D&erity check; climbing into it thc rcqum a 
Dextcfity check, as docs climbing out. Failing a check 
means the player chvacter falls into the pit (ld6 dam- 

There is nothing but rubble at the bottom of ffie pit 
age) 

11.  Sphere Platform 
This platfonil has only,two indentations insmd of 

the normal three. However, it is-cumntly non- 
operational, since it was used to uigger the pit.ttap in 
area IO. (There arc nd spheres in the platform; one of 
the zombies in arca 7 took them). 

12. Sphere Platform , I  

This platform has Only two indentationsinstead of 
the normal three. Ifopented, thc cnfircsection of floor 
indicated by the cf0ttcd.line gn the map collapses; all 
player characters in thii areaplunge 15 feet and suffer 
ld6 damage. Unless a fallen player character is pulled 
out by* companion. be mustdiimb the wall and m&e 
a successful Dexterity check; failing the chock, he falls 
backin thcpit and mffcrs an additional ld6 damage. 

13. Sphere Platform 
Operating this platform causes panel 13a to slide 

open. 

14. Statue Room 
This room contains three hcad-shapcds&&es. &h 

about 15 feet hgh. All of the stames have the31 months 
wide open. A 10-fa-long top ladderlead&om ea& 
mouth to a lo-foot-square meditation chamber below. 

Assoon as the player charactas enter this mq, thcy 
all hear the same voice in theu heads, endlessly repeat- 
ing the wrds, ‘!My robe. . . my robe. . . .” The sound 
becomes louder,as theyiappmh arca 14c. 

I&. HumamHead: This statqe resembles P giant 
human head. The chamber below is cmpty, cxcept fQra 
laver of dust on the floor.&@ two.inches thick. If the 
piayer chan~tersscnpe may the dust in southwestem 
corner oftthe flow, they dirrwer a trapdwt. A player 
chamaer who rb&cwvwce& Sncagch check can 
open the. trapdoor; any two player characters workmg 
together cab open.it~auzmciatLallp The passage beneath 
the trapdoor leadxroaea. 15. 
14b. Jaguar Hnd: This statue resembles a giant 

jagw~hcad. Thexhambecbetow is cmpty. 
14. Hawk Head: This statue resembles a giant hawk 

head. The chamber below EO& a gbosdy.image nf a 
ske1cton;lying motianlcsr on the floor. Theskeleton 
imagc repeatedly.mouths the,words, “My robe.” Next 
to the image is an axe made of solid ohsidian (mat as a 
bardme + I ;  value: 600 gp) .  The image does not react 
to the player characters; theysan d e  the ?e if they 
wish. 

Ifthe~playcr characters-place the hawk-feather robe 
(from the.m& iniarea 7) on or n&thc skeleton 
image, it instadtl9 tnnsf~rms into the’hage of human. 
StiMimmobile, the hlltaanimage thanks the tharaeters 
for returning its robes, thcnoffcrs to help themby 



answering their questions. 
Assuming the player characters ask the right ques- 

tions, the image answers as follows. He won’t elaborate 
on this information. During the questioning, the image 
(and the robe) gradually fade away, disappearing com- 
pletely in a few minutes. 

Who are you? How did you get here? “I am Tiriz, a 
priest of the mighty Otzitiotl, accused of blasphemy by 
Prince Kano and banished here to die.” 

What’s going on? What’s “Nightwail“? The “Smok- 
ing Mirror?’’ Tiriz says (inaccurately), “Nighrwail is a 
euphemism for the destruction of the world. Prince 
Kano is using the mental energies of his victims to 
power the Smoking Mirror. If unchecked, the Smoking 
Mirror will corrupt and destroy the world.” 

Note that this is incorrect. The scheme will not de- 
stroy the Hollow World-at least not literally. However, 
it threatens to demolish the original purpose for which 
the Immortals made the Hollow World: thus Tuiz’s 
mistaken understanding of the Nighrwail plot. Tiriz has 
no details about the Smoking Minor. 

How do we get out of here? The exit from this area is 
a trapdoor in the floor of the chamber beneath the 
human head statue. 

What’s the obsidian axe for? The image tells the 
player chatacten to take the axe with them (if they 
don’t have it already). “Look for a fountain of black 
glass. Smash the glass with the axe,” 
(DM Note: It’s crucial that the player charmers know 

about the “fountain of black glass” so they can descend 
to Level 5 .  If the player characters don’t ask about the 
axe, Tiriz volunteers the information.) 

15. Stairs 
This stone stairway winds deep into the pyramid and 

leads to Level 

LEVEL 4 
Refer to the Level 4 section of the color map of the 

pyramid. 

1. Sphere Platform 

throcgh. Two PCs can clear a path in on; hour, four PCs 
can clear a path in 30 minutes, and so on. 

4. Sphere Platform 

to slide open. 
Operating this platform causes panels 4a. 4b. and 4c 

5. Offering Room > 

Centered in this room is a seven-foot jade statue of a 
monkey. The monkey sits with its legs crossed, its head 
pointed to the ceiling with its eyes closed. It has one 
paw outstretched, as if asking for an offering. 

Any player character entering this room bean a voice 
in his head, repeating the words. “What do you offer? 
What do you offer?” If a player character places a jadq 
item worth at least 50 gp (such as one of the jade 
spheres) in the monkey statpe’s palm, the statue pops 
the item in its mouth and swallows it. The player char- 
acter who made the offering no longer hem the voice in 
his head. If a player character gives any other type ofkx 
offering to the statue, it drops than on the floor; the 
voice continues in the player character’s head. The ”: i 
offering is gone for good. 

If any player characters remain in the room forth& 
consecutive rounds without ma!iing a suitable offering. 
the statue comes to life, attacking all player characters 
in the room. The statue always tries to stand betweel 
the characters and panel 6a. 

Living jade Statue (a variation of the Living rock stame 
described in the Basic Rules): AC 4: HD I**: ho 30: AT 
2 fmts/l bite; Dmg 2d6/2dk/ld6; MV 90’ (3o’j; Save 
FI: AL C: THACO 14. 

The statue fights to the deatb, but it won% leave m a  
I. If all player Characters leave the room. the statue , 
resumes its original position. Ally player character w& 
leaves area I and returns later hem the voice in his ”.’ 
head again. even if he previously made a suitable offer- 
ing; he must make another offering to avoid activating 
the statue. 

Operating this platform causes panels la, Ib, and IC 
slide open. 

Sphere Platform 
Operating this platform causes panels 2a and 2b to 

slide ooen: it also causes the adiacent room to rumble 

e round after panels 2a and 2b are opened (as a 
of operating Sphere Platform 2). this room begins 

mble and shake. One round later. small chips of 
e ceiling. The falling chips 

tiuue for five additional rounds, after which the 
tire ceiling collapses, fdling the room with stone 
unks. Characters in the room when the ceiling col- 

If the statue is red 

~.m
6. Sphere Platform II# 
The dust has no val 

The jade spheres ate absent from this platform (the 
monkey statue in area 5 ate them). If the player charac- 
ters use substitute spheres and operate the platform, 
panel 6a opens. 

7. Skull ;,.. 
A giant crystal skull completely blocks the passage. €6 

mouth is opened to a width of about three feet, reval- 
ing rows of jagged, razor sharp teeth. The only way ’ .’ 
through this passage is through the skull’s mouth. .!:a. 

As swn as a player character comes withi0 three f&J 
of the skull, its eye sockets glow dull red, and its in& 
rior tills with a dense greenish smoke that smells like’ 
bananas. Each player character who crawls in the mouth 
must make a successful Dexterity check or suffer 1 hp 
damage from scraping against the teeth. Also, he must 
save vs. poison or suffer Id4 damage from the fumed. 
(However, a player character who holds his breath wkik 

-Once the room has f&d with rubble, it takes one 
player character two hours to dea~ away a path large 



making his way through the skull-a process taking 
three rounds-risks no damage from the fumes and 
need not make the saving throw.) 

Once inside, a player character can see a four-foot. 
diameter hole in the west side of the mouth; passing 
through this hole, the player character can continue 
through the passage. 

When all player characters have moved three feet 
away from the skull, the mist dissipates and the red 
glow vanishes. 

8. Sphere Platform 
Operating this platform causes panels Sa and 8b to 

slide open; it also causes the adjacent mom to tumble 
(see area 9). 

9. Rumbling Room 
One round after panels Sa and Bh are opened (as a 

result of operating Sphere Platform 8), this room begins 
to tumble and shake. The encounter plays out as de- 
scribed in area 2 of this level. 

10. Rubble Pile 
Rubble fills this corridor from top to bottom (a rebel- 

lious priests inadvertently triggered a trap in thii area. 
burying himself in an avalanche of rocks). If the player 
characters spend one full turn digging through the 
rubble, they &over a skelcmn’s arm. Another turn of 
digging reveals the crushed bones of the victim, a flask 
containing three doses ofpotion ofhealing, and a rins 
of fm resistance. 

11.  Sphere Platform 
Operating this platform causes panels I la  and I l b  to 

slide open. 

12. Bone Pile 
The floor of this room is filled with a layer of crushed 

and broken human bones about two feet deep. Move- 
ment rates are reduced by half when walking through 
this mom. If the player characters wade through the 
bones, they feel bony fingers grasp and claw at their 
legs. 

The gnsping figers are harmless. However, if any 
player character attacks or otherwise disturbs the bones 
(aside from wakiig through them), dozens of skulls rise 
from the bone pile and fly wildly around the room, 
snapping at random player characten. For each round 
spent in this room. each player character bas a ZS % 
chance of being bitten by a skull for Id2 damage. 

The player chvacters can attack the skulls if they 
wish-each skull has 2 hp and AC 6-but each time a 
skull is destroyed, another rises from the bone pile to 
take its place. The flying skulls drop bad  into the bone 
pile tbrce rounds after all of the player &tea have 
left the mom. 

13. Sphefe Platform 
Operating this platform causes panel 13a to slide 

open. 
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14. Sphere Platform - 
Operating thiis platform c a w  panels 14a and 14b to 

slide open. 

15. Demolished Room 
If the player &ten a p p e  the opened panel 

14c, they smell rotten meat and see shadowy movement 
amid the rubble filling the rwm. 

This mom uscd to contain scvcnl  luge stnne idols, 
but they have been reduced to rubble by the zombies 
who now reside here. If the player characters enter the 
room, the zombies srumhle toward them and attack. 

zombies (8):  AC 8; HD 2; hp 12 each; AT 1; Dmg 
Ids; MV 120’(40’); SavcF1; ALC; THALCO 18; SD 
always strike last. 

death. If the player charac- 
ies pursue. but if the zom- 

bies haven’t caught the PCs withii three rounds, they 
give up and return to this room. 

16. Room of the Four Suns 
The dome-shaped room is about 60 feet tall at its 

apex. Elaborate paintings cover the d l s .  with each 
quarter-section of the ronm featuring a different sub- 
ject: 

16a. Jaguars: Thii section depicts f w s  of giant 
jaguars menacing a d l  d a g e  of tmifd humans. A 
single golden sun hangs in the sky. (The painting rcprc- 
sents the Pit Sun, the ritual calendar date called Pour- 
Jagnar, a period when mankind was destroyed by 
iagnw.) 

16b. Hurricane: This section portrays a hmnah v h g e  
buffeted by hurricane winds. A number of the humans 
have the faces of monkeys; others am covered with fur 
from head to toe. Two golden suns bang in the sky. 
(The painting represents the Second Sun, the ritual 
calendar date called Pour-Wind, a pcriod &en a magi- 
cal hurricane turned all humanity into monkeys.) 

16c. Fire and lighming: This section depicts a nin of 
fire and lightning destroying a small viulge. Thm 
golden suns hang in the sky. (The painting represents 
the Third Sun, the ritual calendar dotc called Four. 
Rain, a period when mankind was destroyed hy a rain of 
fire, thunder, and lightning.) 

16d. Flood: This section depicts an immenx OCCM 
wave about to envelope a small village. Four golden 
suns bang in the sky. (The paiming represents the 
Fourth Sun, the r i d  calendar date called Four-Water, 
a period when mankind was destroyed hy a huge flood 
lasting 52 weeks, leaving only a single man and woman 
to repopulate the planet.) 

In the center of the room stands a h g e  stone foun- 
tain. Instead of liquid, the surface ofthc fountain is 
covered with a smooth layer of obsidian. The player 
characters might have heard about this “fountain of 
black glass” from Tirir in m a  14c, Level 3. 

The player chamtets can use swords, scones. or other 
weapons in an attempt to crack rhc obsidian hyer; the 
obsidian is AC 0. If the player chnrpcrers use Tidz’s 
obsidian axe (from a m  14c. Lcvcl3). 1s6ume the obsid- 
ian is AC 9; each successful strike with the obsidian axe 
inflicts 2d6 damage on the layer. 

If the obsidian layer takes at least 25 hp damage, the 



following events OCCUT: 

1. The surface of the obsidian layer expldes in a 
shower of splinters, and an immense jade figure resem- 
bling a jaguar bursts from the fountain into the room. 
Jade golcm (a variation on the amber golem de- 

scribed in the Expert Rules): AC 6: HD lo**; hp 50; 
AT 2 clawdl bite: Dmg 2d6/2d6/2d10; MV 180'(60'); 
Save F5; AL C; THACO 11; SD can detect invisible 
creatures within 60'; immune to sleep. c h m ,  and hold 
spells. 

The jade golem attach the player characters on sigh? 
and fights to the death. However, it does not leave chis 
room. If all the player characters leave the room for six 
consecutive rounds, the golem crawls back inside the 
fountain. The obsidian surface won't immediately reseal 
(chis process takes 24 hours): if the player characten re. 
enter the room and come within ten feet of the foun- 
tain, the golem springs out and attacks them again. 

Successful attacks against the jade golem made with 
the obsidian hammer inflict 2d6 damage. 

2. The paintings begin to move: the jaguars paw at 
the people (161). the trees blow in the wind (16b), the 
lighting cn~kles in the sky (16c), and people run from 
the village as the tidal wave approaches (16d). Any time 
a player character stands within 20 feet of a particular 
section (indicated by the dotted lines on the map), he 
experiencss the following &em: 

lba: The player character imagines that he hears 
dedening jaguar roars. So long as he remains in thii 
area, he is unable to hear anything else. When he 
moves from this area, hi hearing functions normally. 

meled by strong winds. So long as he remains in this 
area, his movement rate is reduced by half, and all 
attack rolls are made at a -2 penalty. 

16c: The player character feels intensc heat, and the 
air around him crackles with static electricity Though 
the effect is illusory, the player character experiences it 
as genuine; for each round spent in this area, the player 
character must make a successful Constitution check or 
suffer 1 hp damage. Additionally, attack rolls are made 
at a -1 penalty while in thii area. 
16d: The player character cannot breathe. as if 

drowning. The effect and Constitution chedo are iden- 
tical to those in 16c. If the player character fails three 
successive checks, he calIapses into unconsciousness, 
automatically losing 1 hp per round until he is pulled 
out of the area by a companion. 

The animation continues and the effects persist until 
the jade golem is destroyed. Neither the jade golem nor 
the zombies (see below) are affected by the animated 
paintings. 

3. AU surviving zombies from area 15 stagger into 
this room six rounds after the appearance of the jade 
golem. They join the attack on the player characters and 
fight to the death. The zombies and the golem won't 
attack each other. 

If the player characters defeat the golun and the 
zombies, they can numine the fountain. Inside, a stone 
stairway leads down to Level 5 .  

1 6 b  The player character feels as if he is being pum. 
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THE PYRAMID OF 
OTZITIOTL 

Refer to the Level 5 section of the color map of the 
pyramid. 

1. Glowing Stairs 

As you go down the stairs. the air becomes cooler 
and sweeter. The walls and the stairway begin to 
glow in 2 soft, white light. 

Bright light spills from the door frame. 
The stairs end at a stone door with a jade handle. 

The door isn't lodted, but it is diffcult to open d m  
to long disuse. A player character who succeeds in a 
Srrcngth check can pull it open. Failing that, any two 
player characters working together whose combined 
Strength scores exceed 18 can pull it open automatically. 

2. The Secret Pyramid 

Before you is a vast chamber, nearly 250 feet square 
and 50 feet high. The air is sweet and clean. The 
stone walls radiate a soothing glow, bathing the 
entire chamber with a soft, white light. A still lake 
of crystal clear water fills most of the chamber. A 
magnificent jade shrine rises from the center of the 
lake. Stone walls slope from the shrine, extending 
deep beneath the surface of the water; apparently, 
the shrine sits on a much larger svucture. 

A small canoe made of a hollowed log rests near 
the west bank of the lake. The bow of the canoe is 
cawed in the shaw of a hawk's head. 

The jade shrine is, in fact, the top of a second pyra- 
mid: a successful Intelligence check can ver$ this. (The 
Great Pyramid of Atzanreotl was constructed over an 
earlier pyramid, erected on the same site. This earlier 
pyramid was dedicated to Otziriotl. Atzantmtl's min- 
ions, following an Azcan mhitecrurd tradition. built 
the new pyramid on top of the old. This saved the 
effort of destroying the old one. and it allowed the 
builders to make the new pyramid larger with less ef- 
fon.) 

with a form of mnrinud lighr. The magiul light prc- 
vents the lake from evaporating and gives it special 
properties (see area 2c). 
2b. Ea&: A IO-foot wide bank of packed earth. 
2c. m e :  The warm water emirs the sweet fragrance 

of roses. player characters who drink from the lake are, 
healed as if by a porion of heding. This effect occurs 
only once per day for each player chpmner. Water taken 
from the lake loses its magical properties. 

Immersion in the lake offers no additional benefits. 
player chororters can swim in the lake, but no manu 
how they uy. they cannot come nearer the central svuc. 
NIC: The intervening distance seems to expand p1 they 
proceed. To those ashore, the swimmer is simply staying 
in place. This effect comes from Immortal magic and 
cannot be dispelled. 

21. W: The stone walls uc permanently enchand 



2d. Canoe: The canoe, made from a hollowed log, 
holds one man-sized character comfonably. There pte 

no oars. The canoe's enchantment is such thar neither 
physical nor magical means can m o v e  it from the 
water; it is as if the canoe is fused to the lake's surface. 

If more than one character tries to pile into thc ca- 
noe. it begins to sink into the lake. The canoe sub- 
merges in a single round. Once all ofthe characters are 
safely on shore (or have sunk away into oblivion). the 
canoe resurfaces. 

Questioning: As swn as a single player character 
settles into the canoe, the hawk head on the bow of the 
canoe turn to him and says. "What qualiries make a 
servant of Orzitiotl worthy of his aid?" The hawk head 
asks the quesrion only once, and ignores comments 
from characters not in the canoe. The player character in 
the canoe has one minute (six rounds) to answer. 

Any single quality w i a t e d  with a character of 
lawful alignment is an acceptable answer; for instance, 
if the player character mentions courage, compassion, 
chuiry, honesty, humility, or devotion. the hawk head is 
sadsfied. In evaluating an answer's suitability, be gener- 
ous to the players. 

If the player character refuses to m e r  or offers an 
unacceptable response, the canoe sinks as described 
above. Assuming the player character doesn't b o .  he 
can get inside the canoe when it resurfaces and try 
again. 

If the player character gives an lcceptable answer, the 
hawk head turns away from him, resuming its normal 
psition. The canoe then moves lcross the lake. stop- 
ping at the bank near the jade stairs (area Ze). When 
the player character gets out, the can* returns to the 
opposite side of the lake for another passenger. Subse- 
quent passengers ger the same question; however, each 
must give M m e r  di&rcnt fmm the previous riders, 
or the canoc sinks into the lake as desfribed above. 

When the last player character has been ferried acm 
the lake (or has crossed the lake by flight or other 
means), the canoe sinks h e a t h  the water. It docs not 
muface. 

2c. Jade Staim This stairway of solid jade leads to a 
jade door on the east side of the shrine. Bright light 
spills from the door frame. A player chsmcter who 
makes a sucfcssful Suengrh check can pull the door 
open, or two player characters working together whose 
combmcd Sucngth xons exceed 18 can open it auto- 
matically. Ifthey open thc door, continue with area 3. 

3. Mysterious chiampa 

?he dwr  opens into a single rwm a b u t  130 feet 
sqm and 25 feet high. An eerie green light illumi- 
nates the mom. The air is heavy with the amma of 
m e t  pedumc. 

In a lake of clear water you see a large chinnunpa, 
or flwting &en, fded with all varieties of wlorful 
wild flowers. A bank of packed catch about five feet 
wide surrounds the chinampa. A narrow wooden 
bridge leads from the chinampa to the cnuyway. 

The walls of the room M permanently enchand 
with a special mnlioual lighr that keeps the flowers in 

the chinampa alive and gives the lake its specid proper 
ties. The water in the &e is about 10 feet deep and 
resembles the healing water described pbove. 

The player charmers can safely walk across the bridg 
to the bank of the chinunpa. When all of the player 
chamten arrive at the chinampa, the bridge sinks into 
the water, vanishing below the surface. Continue with 
the following secti&. 

n e  Tests of Otzitiotl 

The room darkens. and a white mist appears over. 
head, swirling and twisting. The mist cleus, and you 
see a ghostly image of the enormous hawk's head. It 
spealts in deep tones, like disaat thunder. "You 
have wme far and pewered. Yct Otzitiotl m a i n s  
to be convinced of your worth. If you would.suhmit 
to his tesrs, then stay. Ifnot, then leave this pllcc:' 
The wwden bridge rises from the water. 

The hawk's head image is an emissary of Otziriotl. It 
ignons all questions from the player characters, and th( 
player characters c1IIIxt a& it (tcchnidy, it docs nc. 
e u t ,  at least in this plane). 

If the player characters retreat. using the bridge to 
escape. the head S~CCK, "So your allegiance lies with 
Atzanteotl. You have one fd chance to repent." If th( 
player characters change their minds and mum to the 
chiounpa. continue with rhe followii section. Ocher- 
wise, the player characters must fmd another way out o 
the pyramid. (Remind fleelog player cbamcters &at 
heir chances of escaping ck pyramid on ttuii own are 
slim.) 

About the %ts 
The hawk emissary intcnds to subject the player 

characters to a series of tests to evaluate three vinues- 
Courage. Charity, and Compassion- deem 
important to Ouitiotl. (Thw three dues h 
reinterpreted by the minims of Atzantql, as de- 
scribed in the writings in areas &, 6c, and 6d in Lcvcl 
1; Ouitiotl prcfcrs the more wnvc&nal ddinicions.) 

For the tcsts, the player charmers undergo a mica o 
powerful dreams uiggutd by rhe frpgrnoces of the 
chmampa flowers. Though they may suspect the xenm 
arc illusory, they cannot distinguish the h from 
reality. The player chsmcters' bodies freeze in place on 
the banks of the chinampa while the h play out i 
their minds. They -not resist experiencing the drean 
through saving throws or other means. 

other in the dreams. They can use thek equipment ani 
weapons, cpsf spells. and take ocher n o q d  actions. 
However, they can't leave the drams voluntarily, nor 
can they dispel the dream with dispel magk or similpl 
spells. Throughyt, the hawk images ignoma d ̂..- 
tions from the player chrulctus. 

The 7 b t  of Courage 

The player characters can cammuniute with each 

A white mist desfcnds over the chinampa. When it 
dissipaas. the floorus form the shape of an h e m  



hand clutching a sword. A powerful amma of roses 
f& your nostrils, and your eyes blur. 

(Depending on their success in area 6d in Loel 1, the 
player chancten may recognize the clutching hand as a 
symbol of Courage.) 

The player characters fmd themselves instantly trans. 
orted to the following scene: 

square. Behind you is a wooden door. An uncon- 
scious man dressed in rags is tied to an iron hook in 
the opposite wall. Between you and the man are two 
reddish-brown hounds the size of small ponies, 
snorting fire and pawing at the chained man. The 

The monsters arc hellhounds. 
Hellhounds (2): AC 4; HD 5; hp 35 ea& #AT bite (or 

breath); Dmg ld6 (5d6. halfdamage ifvictim saves vs. 
dragon breath); MV 120‘ (40’); Save F5; AL C; THACo 
15; SA each round, bites one victim (3-6 on ld6) or 
breathes fue (1-2 on ld6); SD 75 % dunce pcr round of 
detecting invisible c r e a m  or o b j m  within 60‘. 
As soon as a player character opens the wooden door 

and leaves, the dream ends. If the player chvlcters 
attack the hellhounds. shout at them, or otherwise 
make the hellhounds a m  of their presence, the hell. 
hounds attack. 

The dream ends if both the hellhounds arc killed; if 
more than one of the player characters “dies”; or if the 
player characters rescue the man and carry him through 
the door. A player character can untie the man in two 
rounds with a succevful Dexterity check, then carry the 
man with a successful Strength check two player charac- 
fers working together can carry him wtomatically. 

When the dream ends, the player characters abruptly 
fmd themselves back in the chinampa-including 
player characters slain in combat. Their wounds arc 
healed. If the player characters rescued the man or 
made a reasonable attempt, then the hawk image has 
no comment; go to the next dream. 

However, the hawk image demands an explanation 
from a player character who retreated through the door 
or made no effort to fight the hellhounds or help the 
man. “You are an able warrior; why did you not help 
the man who’s l i e  was in danger?” 

If the player characters tell an obvious lie (“We 
thought maybe the man was a monster”), the hawk 
image says, “Perhaps you are not worthy after all,” If 
they offer an apology or give a reasonable defense (“We 
thought there might be other people in need on the 
other side of the door”). the hawk image accepts it. 
Proceed immediately to the next dream. 

The Tat of Charity 

Once again a white mist descends over the 
chinampa. The mist dissipates, and this time the 
flowers make the shape of a man extending his hand 
to another man. A suoug aroma of lilacs fills your 
nostrils, making your eyes blur. 

r 

(Depending on their succcss in uea 6c in Loel 1, the 
player characters may recognize the extended hand as a 
sydbol of Charity.) 

The player characters fmd themselves instantly trans- 
ported to the following scene. They have all the poses- 
sions and treasure they had when they entered the 
Atcan Empire-even if they later lost it all. 

lf the player characters don’t speak to the old man or 
take other acuons within five minutes, the dream ends. 

If the player characters ask the old man what hap- 
pened, he explains that the summer-long drought has 
rumed the crops of the entire village. Their only re- 
course is to purchase fwd from merchans in a nearby 
city, but the vlUagers lack the funds. Sunnuon sccms 
inevitable. 

If the player characters offer to help h e s t  the crop, 
the old man expresses appreciation, but says there‘s 
nothing worth hamesting. Ifthey tq to r e s u m  the 
crop using magic, the attempt fails. If the player charac- 
ters express regrets but offer no fmancial help, the 
dream ends. 

If they ask hun how much money he needs, he says, 
“As much as we can get. We have many mouths to 
feed.” The old man is too proud to ask the player chnr- 
actem directly for money, though he gnciously veeps 
whatever they offer. After all player chamten have had 
ample opportunity to make a donation to the old man, 
the dream ends. 

TJhm the dream ends, the player characters abruptly 
fm themselves back in the chinampa. If all ofthe 
player characters made a rnsonable donation to the old 
maq (say, a few gold pieces or the equivalent), then the 
hawk image has no comment: go to the next dream. 
(Since the experience wasn’t actudy real, the player 
chapters still have in their p&on all donatinns 
they gave to the old man in the dream.) 

However, the hawk image demands an explanation 
fro? a player character who was cxceptionally s t q y  
(offermg only copper pieces. for mstance) or gave noth- 
ing at all. “You have a bounty of resources. Why did 
you not share them with a person m need,” 

I# the player characters tell an obvious lie (“We don’t 
have anythmg of value”), the hawk mage says, “Per- 
haps you are not worthy after 211.’’ If they offer an apol- 
ogy or give a reasonable defense (“We believe the 
Immortals help those who help themselw”). the hawk 
mage accepts it. Go to the next test 

The Tat of Compassion 

For the third time, the white mist descends over the 
chinampa. The mist once again dissipates, and you 
seq the flowers have been rearfawed in the sham of 
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an immense hand clutching a stalk of corn. A strong 
amma of violets fh your nostrils. making your eyes 
again blur. 

(Depending on their succes in area 6b in Level 1, the 
player characters may recognize the clutching hand as a 
symbol of Compassion.) 

The player characters fmd themselves instantly trans- 
ported to the following scene: 

You’re standing in a meadow of a l l  gnss on a warm 
spring evening. There’s a full moon in the &y, and a 
cool breeze is blowing. A few yards away, a young 
Azcan woman with long black hair sits beside a 
swam. She is crying uncontrollably. 

If the player characters ignore the woman for more than 
five minutes. the d m m  ends. If they approarb the 
woman. she looks at them hopdully. then p l d  with 
than to sit with her a moment. If they decline. thc drcam 
ends. If the player duranca sit. she trk them her story., 
with teats snrarntng down her checks all the while. 

young fanner w e d  Xico. who subssquently died in a 
farm accident. As is customary in her family. she w 
honor-bound m remain a widow for the lcsf of her Itfc. 
But rcccntly, she mn a merchant named Araun and fell in 
Iwc with him. When her family found out, they disowned 
her. “They davn 1 have defiled the honor ofxim,” she 
sap. “But though I will never forgn hrm. now I love 
another. Is it so m n g  to follow my heart?” 

If the player characters have no comment. the dream 
ends. Otherwise, Huanita asks them each for their 
opinion; she listens to all of their commcna attentively. 
When all of thc player characters have had a chance to 
speak. the dream ends. 

The player characters abruptly fmd thcmsclvn back 
in the chinampa. If all player characters offered Huanita 
words of comfort (along the lines of “You weren’t 
wmng, you only did what you thought was best,” or “It 
could have happened to anyone:’ or “You arc guilty 
only of love”). thcn the hawk image has no comment: 
go to the Aftermath section. 

However. if the player characters (collcnivcly or indi- 
vidually) ignored Huanira or weren’t particularly com- 
passionate, the hawk image demands an explanation of 
their actions: “Regardless of her transgression. was she 
not deserving of your comfort?” 

If the player characters tell an obvious lie (“We 
couldn’t tell if she was really upset”). the hawk image 
says, “Perhaps you arc not wonhy after all.” Ifthcy 
offer an apology or give a reasonable defense (“We 
didn’t approach her because we were afraid of violating 
her privacy”), the hawk image accepts it.  Go immcdi- 
ately to thc Aftermath below. 

%e woman’s name is Huanita. Ycvs ago. she &cd a 

Aftermath 
After the final t n t .  the player characters regain con- 

ociousncss. 

ofthat path now work their plans fat from here. %u 
must go to face them.” 

The hawk image fades. 

A canoe made from a hollow log, similar to the one 
they used earlier (area Zd). materializes bdore the 
player characters. However, rhis canoe comfomhly 
holds the entire party. A hawk’s head is w e d  in the 
front, and large wooden wings on either side flutter 

Reward.% Depending on their performnnce in the 
tests. the player chatacten fmd one or more uscful imns 
inside the canoe-at least one for each test the player 
characters successfully completed. 

(Be generous in evaluating succus. Even if the player 
characters pcrfomed less than admirably in a given 
test-for instance. if they all ran for the door in the,Test 
of Courage--credit them anyway, as long as they gave 
the hawk image a reasonable explanation of their 
actions.) 

The most important item is an obsidian disk with a 
frighteningly shvp edge. The smooth, curved disk 
reflects any creanuc or object with perfect clarity If they 
can deduce its ability, the player characters can use this 
disk to great effect against Prince Kano in the Smoking 
Muror. 

gently. 

Other suggested items: 

1. A jade shield with a hawk‘s-head emblem. It 
functions as a shield +2. Also, the shieldbearer is AC 0 
against all weapons made of obsidian, including those 
in the Smoking uinor in Chapter 1 1. 

2. A jade ring with the same emblem. It functions as 
a both a ring offmpmnction and a ring ofpmnciion 
i 1 .  (Incidendy, rhis ring gives complete protection in 
the Volcanic foundry that the player characters encoun- 
ter in the second module ofthii scties.) 

3. A jade meddion with the hawk emblem. This 
allows the wearer, and any creature or character in phys- 
ical contact with the wearer, to breathe underwater. 

WHERE NEXT? 
The winged boat l i ts  gently from the water and 

carries the player characters slowly toward a stone wall. 
They pass through like ghosts, then travel in darkness 
for some moments. They emerge in a long tunnd lit by 
conunud light, and they are moving at great speed 
toward a pair of giant stone dwrs. 

The doors open-and into the tunnel surges a wall of 
water! The algae-ridden waters of M e  Chitlaloc pour at 
them. But as the waters bit, a bubble of force englobcs 
the boat, holding back the waters. At the m e  instant. 
the boat leaves the tunnel, still accclcuring. 
The player characters are pushed back in their seats as 

the boat angles straight up to the Iplics surface. Fast 
and stnight as an atmw. the flying boat shoots up from 
the lake in a spray of foam, up into the sky toward +e 
brilliant red sun. Go to the next chapter. 

“The tests have ended:’ announces the hawk image. 
“Those who master their inner conflicts and find 



HOW THEY GET THERE = 
To reach the central sun of the Hollow World, the 

1. Themagid boat from the pyramid labyrinth (see 

characters can use several methods: 

the end of the previous chapter). An existing spell on 
Otzitiotl’s boat guides the characters automatically to 
any danger threatening the sun-in rhis case, the Smok- 
ing Mirror. Thc boat contains Atcan ceremonial masks 
that allow the characters to breathe in the airless void. 

2. Any otherflying device the characters have, such as 
a spell or flying carpn. The device mnst allow the entire 
group to travel over 710 miles straight up! If they don’t 
have magic that lets thcm breathe in the void, make 
sure they get something during the adventurc. 

At your discretion. this approach may call for a cer- 
tain amount of trial and error. Though the Smoking 
Mirror is gigantic, space yound the sun is larger still. 
On their way w the sun, player characters may have 
intervening encounters with Floating Continents, or 
other appropriate diversions. 

3. The hard way: becomiog victim in the Ceremony 
of the Flying Viper Spirit (see wlapter 8). The player 
characters, their spirits subsumed in the great viper 
apparition, rise uncrringly toward the Smoking Mirror. 
Rcad this aloud: 

You fecl a hundred emotions-panic and terror, 
wonder, and adulation for Atzanteotl. . . and that’s 
when you realiie you’re feeling the emotions of 
others. 

In the viper apparition you dctect the psychic 
energies of many other people-Azcans. mostly, but 
also your fellow adventurers, and thosc you tried to 
protect. Their thoughts are overwhelming, like an 
ocean wave. When the viper stretches its wings and 
hisses. a put of you does too. 

Then there’s a rnsb of sensation-blurred glimpses 
of the city of Chitlacan-and then you feel vertigo, as 
the zround draw away beneath you. 

The characrers may gain only hazy impressions of 
their passage upward-a glimpse of the sun, a confus- 
ing distortion of spacc as they enter the Mirror, and a 
sudden reappearance inside the Smoking Mimc go to 
the next section. Be more specifc in describing the 
passage if you believe the players need a more definite 
sense of where they are. 

%vel time: This sddom need be an issue. Do not let 
the 10- of the joumcy interfere with the pace of the 
adventure; this trip marks the eny w the d i m v d c  epi- 
sode of this module. 

Encounters: The atmosphere is not empty. The player 
characters may have to pas  duough or detour around a 
rainstorm, and flocks of buds may uouble them early in 
the journey. But any encountcr is optional. since it 
serves to reduce the tension that builds as the player 
characters head toward the Smoking Mirror. 

THE SCENE 
Staging: Stress the grandeur of this uip and of the 

awesome vista the player characters are viewing. The 
Hollow World lies spread out all around them, a vast 

and distant tapestry of green and brown contineno, 
blue-green oceans, and white cloudbank everywhere, 
especially at the poles. 

Also, play up the heights the playcr chvacters rcach: 
the breathable but metied atmosphere; colossal gusts of 
wind, with no terrain to slow them down (playcr cham- 
ten may have to shout to be heard); and the increasing 
warmth as they ncar the sun. It never gets dangerously 
hot, but it’s uncomfortable. 

Should the player characters try to draw or memorize 
the outlines of the Hollow World‘s continenn, you may 
give the players a glimpse of half of the map m the 
boxed set. Bur the players may only sec it bricfly, for 
several factors make their charactcrs’ sightseeing diffi- 
cult: clouds and atmospheric haze; Floating Conunents 
blocking the view: and, most impotuntly, the sun, 
which blocks off half the globe with irs blinding light 

Ashmorain 
En mute the characters might observe, m the dlstancc 

at the extreme lim~ts of sight, one of the Floating Con- 
tinents that circle the Hollow World’s sun. This 
teardrop-shaped continent, small c o m p d  to most of 
the othcrs, looks green and ferule; &up-sighted charac- 
ters can make out icy mountains and denx forests. 

If the player chuaners have a l m d y  played the sccond 
module i this trdogy, they recognize Ashmotain, home 
of the feathered serpents. Otherwise, characters note only 
the wondrous sight of a floaung continent, and this sight 
serves as foreshadowing for the later segment. 

Sun and Mirror 
At the edge of the sun’s fiery envelope, 500 miles 

short of the pinhole-sized gatc to the Elunmtal Plane 
of Fire, the Smoking Mirror swings through its slow 24- 
hour orbit. The Smoking Mirror has its own air supply. 

You’re breathing more deeply, because the air feels 
thin and dry. And warm-you’re flying toward the 
:ore of the world, where the sun bums bright red. 

of stmcturc. The bulk of the sun is redy a thin, 
round envelope of glowing gas. l i e  red smoke. It 
daesn’t feel especially hot. Tendrils of gas curl away 
from the sphere. then fall back into it as you watch. 

At the center of the sphere, through the th i ies t  
part of thc red gas, you see the rcal sun: a point of 
white light, so bright you can’t look at it. The 
shadows around you look long and deep. 

You don’t see anything else, except a couple of 
Floating Continents hanging in the distance like 
medallions. No sign of any Smoking Mirror-until 
you pass through a cold, empty layer of air. 

In front of you, everything looks the same. But 
the light looks different somehow. Suddenly you 
realize that light is now coming not only from the 
sun, but from somethiig behind you. You turn. 

You’re floating a few feet away from a v e t  plain 
of black glass. It fdls half thc sky abve  and helow 
you, stretching away on both sides like a cliff face 
milcs wide. You have a sudden feeling of vertigo, 
because it looks like you’re falling sidelong toward 
the ground. 

As you approach it, you can make out fine details 

51 



The player characters are not falling, but now they 
can't go back the way they came. The Smoking Mirror, 
a dimensional gate rather than a physical object, can 
only be seen from one side. The player characters have 
just passed through its patch of space and can now view 
it from the correct side. They can't pass back through 
the other way, though: from this side, it's a solid, im- 
penetrable mass. 

Right now the Mirror exem no gravity or other influ- 
ence over them, so the player characten can continue to 
fly normally. If they wish, they can reorient themselves 
to float above the surface of the Mirror, or even fly 
around the edge to go back the way they came. But 
they can't make further progress in the adventure until 
they investigate and finally enter the Mirror. 

INVESTIGATION 
How Big is the Mirror?: This depends on how long 

the player characters have delayed in reachingthis pan 
of the adventure. Every day, the Spirit ceremony at the 
Great Pyramid of Attanteotl has sent dozens or hun- 
dreds of victims into the Mirror. Every one of them 
makes it larger (see rhe next chapter for details). The 
ceremonies have taken place daily. 

greg an issue as the lengrh of time it has operated. With 
every passing day, the Mirror's corrupting light covers part 
of the Hollow World. And as it grows larger, each orbit lets 
it cover more geography with greater intensity. Every touch 
of i i  light corrupts the SpeU O f P m m t i o - i n  small 
ways at fm, but eventually with devastating &ea. (See 
Chapter 7 for the Mirror's effects.) 

The Mirror's size becomes a plot issue then, rather 
than a specific measurement-the later the player char- 
acters find it, the bigger it is. In any case, the Mirror is 
always immense, miles in diameter. 

Mirror, they can stand on it as though on flat, solid 
ground. The &e is slick, but not so much as to endan- 
ger their footing. They can also leave its surface (by jump- 
ing, say) without danger; they Siply fall gently back to it, 
d e s  they are flying under their own power. Treat the 
Mirror's gravity as a plot device to ease the characters' 
investigation; don't make this an issue in itself. 

The Mirror's actual sue in this dimension need not be as 

Gravity: As smn as the player characters touch the 

hoking through the Mirror: 

On close inspection the Mirror doesn't look quite 
black. It's more of a dcep brown, like strong coffee. 
With a hot wind blowing, you look down through a 
thick layer of glass and see a large open area with 
movmg figures, like a city. It's way beneath you9 as 
though you were a bird flying overhead. 

And then something big moves right in front of 
vou! 

Under the glass a large gridbug. a bizarre c ream ofthe 
Smoking Mirror, is moving past, skimming along the 
underside of the barrier h e e n  planes. Since it is upside- 
down, the player characten can make out two Lines of 
shadowy legs a h e  a long. tubular, insectile body 

The gridbug is moving fast for the edge of the Mirror, 
but it cannot CIOSI into this world. It is not awace of the 
player characten. The sight serves only to let the player 

chamtee how there is a w d d  beyond the Smoking ! 
uirror, dedchamten may ah wasa a s p d  ortwol to 

1 no &ea. 

Physical ana& cannot break through @e Mirror's ! 

surface. It 4 not an object but a juxiapositlm.of dink- 
sions. Anti-magic attacks, dispel magic. and similar 1 
effects cannot overcome +e Immortal magic that creqted 

Getting b i d e  ~ 

form or other insubstantid forms, should they 
ble of this. 

The edge appears as a 

to multivenal uavel; this is the nothingness bctwcei? 
the planes of reality. 

The obsidian edge should not p m e  a deadly obs mJe. 
At your discretion, the player characvn may have to ake 
Climbing or Deneriry the& to climb down the jaggee 
edge safely; failure can inflict a p i n t  or two of dam , 

weapon use). But consider this to be suirrly optional. ' 
ters cross the dimensional boundary and enter the ~ 

Smoking Mirror. 

probably to the hands @assibly interfeting with later 4 ~ 

By crawling down through the gray. the player 

! 

WHERE NEXT? =
As you make your way down the edge of the 

Smoking Mirror, you get a glimpse of the b o u n d 9  
between the planes of existence-a view as shon 
the blink of an eye, but filled with a tush of imp&- 
sions and sensations from a dozen worlds you may1 
never visit. 

desirq to let go, ,to see where you end up. Then th 
feeling passes. gravity changes, and you've passed 
through the Smoking Mirror. i 

~ 

For a moment you feel both fear and an 

I 
Go to the next chapter. 

~ 

Going elsewhere: The player characters may well 
decide they're not ready to face the Mirror. As long 

another module in this trilogy. (Then it disappcais, 
leaving them to fmd other transport.) 

Eventually they can build their strength or find 

sun, and then return here to complete this section. ~ 
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The sun, which oasseth throueh Dollution 
and itself remains-as pure as bzore:’ 

-Francis Bacon, Advancement 
oflearning, Book 11 (1601) 

,, 

ABOUT THE 
SMOKING MIRROR 

This bleak obsidian expanse is not precisely a device, 
but a gate to a pocket dimension. The Immortal Thana- 
tos discovered the tiny dimension on a routine journey 
through the multiverse several decades ago, and he has 
kept it secret for just this purpose. 

Thanatos gave knowledge of the dimension to Prince 
Kano and his familiar, Simm of the Grasping Dark. He 
gave them the ability to enter it and to conjure the 
mirror-like gateway between dimensions. Then, when 
they set up the Smoking Mirror, Thanatos transformed 
Prince Kano into a specialized and quite horrible mon- 
ster. 

has designed a complex process, something between an 
ecology and an economy, that allows the Smoking Mir- 
ror to grow larger and more powerful. A key element in 
that process is Prince Kano in his monstrous form. 
Unfortunately. no one warned the goblin of this. So 
Kano, horrified at his awful transformation, oow bab- 
bles insanely at the center of the Smoking Mirrox 

Was the goblin prince being punished? No. Thanatos 

The Mirror’s Purpose 
The characters may believe the Smoking Mirror ndsrs 

to destroy the Hollow World. This is nor true, but they 
may never fmd out unless they fad in their mission. 

by brute force while the other Immortals are gone, has 
no taste for that. The Entropy Immortal, subtle above 
all, pursues courses that corrupt the good, inevitably 
forcing it ro destroy itself. He acts not only through 
evil, but through artistry. 

Thus the Mirror. It actually corrupts the Hollow 
Worlds sunlight, which energizes the SpeU ofPresem- 
tion. When the changed sunlight suikes an area of the 
world, the SpeU changes in that area. Cultures in the 
afflicted area can change: the natives may lose their 

Thanatos. though he is well able to destroy the world 

cultural bias: many dungs could happen. In any case, it 
certainly disrupts the I m m o d  high intent to make thc 
Hollow World a living museum of cultures. 

But all this depends on cormpting the sunlight-and 
how can you change sunlight? Thanatos does it by , ., 
sending it into the Mirror’s dimension, where mtud  * 

laws differ and the process he dcsig4F$m,&&. 
hght. 

The Natives of 
Thanatos has created an elaborate arrangement to 

sat+ three goals (listed below) and to grotesquely 
p o d y  what he views as the goals of the living. 
The Discorprates The entire proca draws pow? 

from the continuous influx of disembodied mental 
energies from the A Z C ~  Spirit ceremonies. These m W  
talities exist in the Smoking Mirror as wnith-lie entit- 
ies called “discorporates.” For their description, see the 
New Monsters appendix. 

The discoprates behave much like they 
living bodies-but a pervasive enchanunen 
dimension drives them to participate in the c 
process. They enlarge the Mirror and wrmpt 
light, all in an insane race to gain status among thei 
kind. When they achieve high status, Prince Kano 
consumes them! 

Corrupting blooms: What corrupts the sunlight? 
Living things that Thanatos designed and Prince Kano 
generates, alien flora called “nightblmms:’ Thcse small 
plants (which look more like machinery than 
tion) absorb the light from the Hollow World’ 
shiny black plates, reflect it repeatedly within 
ent stem-vessels, and emit it again through flo 
lenses. .i 

attractive but inedible uifles that serve as “currency” 
among the discorporates. They call them, simply, b 
ries. Thanatos designed the berries to give the disc 
porates incentive to plant more nightblooms 
increasing the amount of light the Smoking 

The nightblooms also produce t iny kernel-like fruits. 

COINptS. ‘,:$” L’,, 

Obsidian and gridbugs: The nightblooms have t%;rr. 
grow on something. and the gate betwe 
must grow ever larger to corrupt greater 
sunlight. The solution to both these problem is o 
ian. 

This is not-quite-the ordinary black glass the 
player characters have seen throughout the Azcan 
pire. The Smoking Mirror‘s obsidian grows in large 
crystals throughout the pocket dimension. (Like any 
glass, true obsidian has no crystal structure.) In the 
Mirror, obsidian crystals grow through the aid of the 
Mirror’s other major lieform: the gridbug. 

This insecde creature resembles a wingla -on&, 
with a long body, compound eyes. and many legs. In &e 
previous chapter the pkyer chamters glimpsed a e?, !, 
member of the spaies scuttling across the underside &. 
the gate, For the gridbug’s game statistics, sce “New 
Monsters” in the appendix. 

Feeding on nightbloom-and, when they reach 
growth, on dxorporates-the gridbugs ~ ~ a ~ ~ u f a c t u ~  
the Mirror’s obsidian crystals. Swarms of gridbugs & 
the mstals into the large grid-lie nests that xive tk.,., _ _  - 
bug i& name. 
Prince Kulo: The mad prince lies trapped within 



huge obsidian nest at thc ccntcr of the Smoking Mirror, 
harmed and fed on by lus evil Brethren familiar. Feed- 
ing on hIgh.sratus discorporatcs. he produces new 
nightblooms and gndbugs. 

The Corruption Process 
So there arc four rola in this complex cyclc: PMcc 

Kano, dmorporates, nightbloorns. and gridbugs. Driven 
by the energy from a constant strcam of Azcan victims, 
they work, knowingly or not, for thcsc g d :  

1. Corrupt the light. The discorporatcs anivc in the 
Mirror and gain a compulsion to collect nightbloom 
bcrtics. Tb do this, they plant and maintain ever-larger 
fields of nightblwms. Thcx plant-machines corrupt the 
sunlight. 

2. Enlargc the Smoking Mirror. Thc gridbugs feed on 
nightblooms and discorporarcs. They construct obsidian 
nests. Discorporatcs raid thc nests. harvm the obsidian. 
and transfer it to the edges of the S m o h g  Mirror's 
tcrritory. This expands the gate, lets more light in, and 
gives thc discorporatcs more area to plant nm 
nightblooms. 

3. Feed Prince Kano energy Discorporatcs. having 
gained many bcrrics, fall prey to a compulsion (pan 
magical and part social) to go to Prince Kano. The 
transformed prince consumes the high-status discorpora- 
tcs.'Having fed, hc produces new nightblooms and 
gridbugs. starting the brutal cyclc over again. 

. . . THE SCENE 
The Mirror Environment 

This peculiar dimension follows alicn physical laws. 
Within thc Mirror, usual rules of distancc and pcrccp- 
tion do not apply. Instead. this is a conceptual 
landscape-visible sights depend not on where you arc, 
but on whir you arc. 

What dctcrmincs how much a vicwct sccs? Thanator 
has arranged matters so that an inhabitant's quantity of 
berries governs how much he ot she cao perceive. The 
more bcrties one accumuhtcr. the more onc bccomcr 
aware of larger realms within thc Mirror. Note that thc 
bcrrics arc not catcn or othcrwisc ingested. The bcrrg 
measure is arbitrary. but it drives the discorporatcs IO 
frenzies of ptoduction. Testifying to the succcs of the 
schcrnc. the Mirror rapidly grows larger. 

hazy dark gray, like night fog. Cold wind blows over 
rugged obsidian terrain. a terrain of sharp angles and 
abrupt ridges-thc cdgcs of the obsidian crystals. Flesh 
that contacts thcsc crystals feels a low tingle. as of clcc- 
triciry 

Characters hear in thc distance. from no particular 
sourcc. loud, deep music. These arc sounds unlike any 
the player characters have hcard bcforc: rclcntlcssly 
rhythmic, punctuatcd by shrill squawls, dissonant and 
ugly. Thc driving bavj rhythm xts their tccth on cdgc. 
As a stagmg aid. consider playing appropriate music in 
the background during this pan of the advcnturc. 

What erperiend nativa perceive: Owning a few 
handfuls of berries increases the distancc the owner can 
KC through the fog. Thc unpleasant cnvironmcnt ap- 
pears to grow more benevolent, rnorc anractivc (a vari- 
ant of a charm effect). Grcatcr pcrrcpcion also rcveals 

What a nmcumer perceives: The Mirrois interior is a 

subliminal messages in the music: "Grow more-The 
rewards shall be great-seek Nightwail, the Summit 
Nest. . . ." Only maximal mounts of berries I C V ~  the 
location &Nightwail, Kano's lair. 

Arrival 
When the player characters arrive, their abilities 

depend (as you might expect) on whether they are alive 
or dead. That is, player characters who h e  victims 
in Chitlacan e v e  as discorporates: player ch+cters 
who stayed whole and flew to the Smoking Mirror on 
their own arrive in their or- bodies. This sectinn 
shows how the two states differ. 

living PCS: Almost all spells, items, and abilities 
work normally-including the magic that ordinarily 
doesn't work in the Hollow World! This dimension is 
beyond the effects of the SpeU of Preservation. (Excep 
tion: Spells of instant transport, such as telcprt and 
word ofrmll, still do not work.) 

here can become free, tunponrily or permanently, of 
the Spell OfPmemtiom' cultural bias. 

or magical items. Magic-users can s t i l l  cast their memo- 
rized spells. but cannot leam new ones; clerics cast spells 
and receive new ones (up to 2nd level) normally. Charac- 
ters cannot wrestle or make other unarmed attack- 
except for the innate discorponte abilities described in 
the appendix. Discoprate player characters retain their 
saving throws. 

Staging: The Smoking Mirror should come acmss in 
the adventure as an unearthly, inexplicable phcnome- 
non. Avoid dexribing the Mirmfs nature in detail to 
the players. For them it remains a mysterious. evocative. 
even dreamlike backdrop for the adventure's climax. 

At your discretion, native Hollow Worlden who come 

Dismrpontes: The bodiless characters have no weapons 

INVESTIGATION 
When the player characters arrive, whether by the 

psychic breakdown of the viper apparition or hy crawl- 
ing down into this dimension, stage thc following brief 
ssenes: 

1. Surveying the Scene 

You've come to a land of black glass and looming 
fog. The ground has sharp. jagged edges, and when 
you look down at it, you see your own distorted 
reflection. Overhead, you see nothing but thick gray 
fog, that billows as though boiling from the dim rcd 
light beyond it. 

Nearby you sce a gathering of pale wraith-like 
forms-they look like Azcan men, women. and chil- 
dren, wearing clothing that shows the whole range of 
social clwcJ-but their bodies dissolve like smoke 
amund the hips or knees, and they just f l ~ t  along 
over the obsidian. They're all looking amund and 
chattcdng, a few come t m d  you. 

These dixorporates mean no harm. They have just 
arrived. victims of the latest Spirit ccrunony. If the 
player characters were victims themselves. they tw look 
like discorporates. 

The roster: If possible, try to establish these dixor- 
porata as NPCs the characters met below, on the jour- 



ney to Chitlacan or within the pyramid‘s shrine, These 
could be peasants, hieroddes, even nobles. They retain 
their memories and pemnalities. 

The friendly NPC who helped the characters is here. 
S t y  his or her appearance as a sup& for an appro- 
prate moment. 

The r i d  Establish an obnoxious discorponte named 
Haxocotl, a muscular, stoop-browed 12th level chaotic 
Avenger (Player’s Companion, p. 18) d i e d  with the 
priests of Arzanteotl. They victimized him when he 
uied to make off with valuable jade. In the Mirror he 
can still cast his two 1st level and one 2nd level clerical 
spells each 24 hours. 
Haxocotl, a sneering and arrogant veteran fighter, 

will r i d  the player characten 15 thq explore the Smok- 
ing Mirror. As they accumulate berries and see more of 
the dimension, his progress matches or slightly ace& 
theirs. This career path is summarized in the sections 
that follow. 

Charm effect: The player characters can observe the 
charm spell of this dimension take effect. As the discor- 
pontes converse, they begin to speak of “berries:’ not 
knowing why or what this means. But the mentions of 
berries keep appearing in their conversation, and finally 
they predominate. The discorpontes d rush off, mad 
to accumulate berries. 

Discoprate player +rasters get a saving throw vs. 
spell at + 2 to resin the chm effect. The other discor- 
pontes. almost all 0-level normals, succumb automati- 
cally. Resistant player characters can restrain their fellow 
characters who succumb, talking them out of an insane 
urge to grow berries. Attempts to do this to the normal 
discorpontes prompt the maddened creatures to attack. 

2. Nightblooms 
The ducorpontes float away and locate endless fields 

of flowers. So do the player chlracters. 

These plants are short, less than a foot high, and 
grow in dense thickets on the obsidian. Each plant 
seems to be made of iron. 

The stem is a thin tube; the leaves arc silver, 
spade-shaped, and reflect the red light overhead l i e  
mirrors. They seem to focus the light on the center 
flower, an inverted dome of metal with a hole at the 
top. 

The stem emerges here, and you see it’s hollow 
The stem produces a dull orange light that shines 
straiaht uoward 

These nightblooms, as the discorpontes soon learn to 
call them, prcduce hard, shiny black berries along the 
center stem. The plants tlke incoming sunlight, focus 
it, and emit it in cormpted form. If a player asks, the 
plant’s light is the same color as the corruption effect 
the player characters occasionally noticed on the ground 
(described in Chapter 6). 

If the player characters attack the nightblooms for 
some reason, assume an attack destroys one plant for 
each point of damage it inflicts. But there arc hundreds 
of thousands o f p h t s ;  the player characters can’t mow 
them all down. Furthermore. the discorpontes gang up 
on anyone who destroys the source of their precious 
berrie 

3. Gridbug Hunt 

You feel a bite on your arm, and you swat away a 
s m d  bug about as big as your thumb. It looks like a 
wingless gny-green dragonfly, but it’s rhicker 
around, and it hu more legs. The mouth is a long 
tube that curls and uncurls as you watch. 

flowers and gnawing on the leaves. 

These are s m d  gridbugs. They can feed on both 
physical and discorporate forms. Below the huge size 
described in the appendix, they offer little danger. 

You see other bugs like this swarming dl over the 

A crowd of discoprates floats past you, chanting, 
“Gridbug raid! More land! Room to grow!” They’re 
heading toward a mound in the distance. It looks 
like a bia, jumbled pile of lops. 

Approaching, they see the “logs” are man-sized 
hexagonal crystals of obsidian, stacked to form a nest for 
a swarm of gridbugs. 

The dmorporates try to enlist their hclp: “We’ll give 
you all the logs you can carry if you help smash those 
bugs.” Once inside the nest, the characters find they’re 
in front; the dmorporates, led by H a d ,  arc happy 
to let the characten do the work, then dematerialize 
and steal all the obsidian. 

Inside, the nest is dark, filthy, clammy, and the music 
seems to resonate from every long crystal. Here in xpa- 
rate chambers live four large gridbugs, feeding on 
nightblooms that hundreds of small gridbugs carry 
there. The player characters must defat  all four grid- 
hugs before they or the discorporates can take the ohsid- 
ian. 

Grid bugs: AC 7;  hpl2; THACO 16; Dmg paralysis. 

4. Trip to the Edge 

“We got crystals! Build the land!” 
The discorpontes shout and chant as they carry 

the crystal logs to the boundaries of this land. You 
see a sharp edge of black obsidian, one or two q s -  
tals thick; beyond it. you can’t see a n y t h g  but the 
same boiling fog. 

The discorpontes lay the crystal logs down in 
haphazard fashion, trying to add as much surface 
area as they can. When they pJace the crystals, the 
logs merge seamlessly into the landscape, extending 
its edee. 

As opportunity permits. Haxocotl or d e r  discorpon- 
tes stage a land-grab-king down weakwilled normals 
b u g h  force of pemnaiity, then taking over their yru. 
The player chmcters can join on either side. ’Ihis may 
Id to a fght, but the vicnms Wrcly just skulk away, 
looking for more gridbug nests. 

5. Planting New Gardens 

Thmugh the cracks the player chvacters can see strange. 
twisted yellow growths like ook mts. that arch up and 
>re& the surface at points along their lengths. 

The new obsidian land soon bulges attd fokds. ‘ 

n 
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Several areas have them, making thae areas more 
valuable to the discoprates. The mot-lines converge 
inward toward the center of the Mirror landscape. 

As the player characters examine one mot. it bulges at 
one bend. The bulge grows. its skin stretching as if over 
an infected wound. At any physical or discoprate 
touch, it bums-and out swarm a horde of flea-sued 
gtidbugs. 

Discorpontes dive for the ncw nodule. Inside are 
dozens of tiny nightbloom. Set on the obsidian, they 
root almost instantly and soon unfold silvery leaves. 

6. Rumors and Visions 

already gathered that nightbloom berries have some 
effect on perceptions. When a player character first 
touches a berry, read this: 

Talking with the discorporates, player characters have 

You feel a pleasant tingle, and you notice that the 
fog overhead seems to lift slightly. Is the red light 
overhead shinine more briehtlv? Is this DIKC lareer? 

I 1 .  1 I 

Havocod frequently annoys the player characters with 
accounts of his growing wealth; he implies he has stolen 
many berries and forced other discorporates off their 
land. He taunts player characters about his growing 
horizon of perception: “I‘m beginning to hear about 
Nightwail. That’s my destination! You haven’t heard of 
it? How sad.” 

If attacked, Haxocotl disappears-into a pan of the 
Smoking Mirror the player characters cannot yet per- 
ceive. They hear his derisive laughter. To develop the 
rivalry on a personal level, Haxocotl could steal the 
player characters’ own berry supplies! 

7. The Center of the Mirror 
If the player characters try to track the nodule root- 

lines to the center of the landscape, the ground imper- 
ceptibly expands beneath their fect. Though they 
appear to traverse long distances in their journey, the 
characters always have a constant distance left to travel. 
To get to the center, the player characters must accumu- 
late berries (see the next section). 

Assuming they do so. they walk or float easily to the 
ceoter; they perceive the structure of the Mirror and the 
ray to bend its space to their needs. Simple. 

At the center of the landscape, you stand at the 
summit of a gently-sloping obsidian hill. The vast 
expanse of the Smoking Mirror stretches away from 
you in all directions. Dots of light, from fields of 
nightblooms, merge into sheets of orange-as 
though the landscape were on fue. 

Overhead, the boiling fog is thinner than it’s ever 
been. The Hollow World’s sun bulges overhead like 
a red membrane about to burst. Around you, discor- 
porates are trading berries: their frenzied voices 
remind you of squawking chickens. 

You see nothing of interest here-no sign of a 
“Nightwd.” But elsewhere on the hill, one discor- 
porate says. “Yes! That’s it! The path to destiny!” 
And you see him vanish. 

Nightwail is here; the player chvacvrs must acquire 
more bema before they can sa it. ?he disoprate who 
vanished is H;lrocod, who accumulated more bema h 
the player characters and thereby saw the encryway. 

8. Conceptual Breakthrough 
The S m o h g  Mirror‘s quantiry of berries remains 

fvrly constant despite the Mirror‘s expansion, for sur- 
plus bema empower more discoprates to enter 
Kano’s domain, where he consumes owners and berries 
alike. There are only a few thousand extant at once, an< 
a given discoprate owns 1dlOO berries. The wealthiest 
own 1OxldlOO (average 500). 

So, because demand always outpaces supply, the 
“wealthy” discorporates who have staked out patches of 
obsidian guard their mgbtblooms jeatously. They har- 
vest berries as soon as the plants sprout them; there- 
after, the berries are dematerialized and inaccessible, 
unless the owner dies. 

To obtain berries. the player characters can cake sev- 
eral approaches: harvest obsidian cryspls, build land, 
and farm nightblooms; slaughter dixorporates and loot 
the berries as they materialize; poach a dirrorporate’s 
c h ;  provide some service, such as mercenary protec- 
don. to dixorporates threatened by others (such as 
Havocod!); or con an owner out of his or her supply. 
Begging and borrowing don’t work-and s m e  the 
berries arc immaterial, neither docs stealing. 
pemptupl thresholds: However the player characters 

obtain berries, how does the incmse in perception 
work? One way is to treat berries as “experience pints” 
(but only in the &rod): Treat the player character as a 
1st level chnrPcter in hu or her class, and determine how 
many XP the charmer nccds to rise fo 2nd level. When 
the player characters acquire that many berries. he 
reaches the conceptual breaktbmugh described below. 

But for a more satisfying way to stage Si, consider 
tying the breakthrough to the player characters‘ comple. 
tion of an adventure in the Mirror dimension. They 
defend a landowner’s claim from assault by greedy 
dixorporates; or they locate M enormous gridbug nest 
and clean it out, then fend off lssadts on the obsidian 
until they build their own land. After the climax of the 
mini-scenario, they nm their just rewards in berries- 
and they make the breakthrough. 

As you hold the berries, the music you’ve been 
hearing grows-not so much louder, as more de- 
tailed. You detect patterns in its rhythms, patterns 
that make the air vibrate around you. The fog falls 
back l i e  a wave on the d o r e ,  and it seems as if a 
fog in your mind pulls back too. Because you see, 
right in front of you, a huge obsidian s t ~ c t ~ r e -  
Nightwail! 

It looks like the Great Pyramid in Cbidacan, done 
in black. Along each crystalline edge, obsidian uys- 
tals stick out like knife blades. The four faces of the 
pyramid have large, shallow depressions shaped l i e  
ovals. The music you‘ve been hearing seems to 
resonate from these. 

On top is a nest of obsidian crystal logs like a 
gridbug nest. As you see it, you also notice Havocotl 
entering in triumph. Hc calls b a d  down, “Too late! 
Too bad!” And he laughs. 



9. Into Nightwail 
Assuming they can scale the 200’ pyramid (no prob- 

lem in discoprate form, and only an annoyance for 
living characters) the player characters can easily enter 
Nightwail. They then wend their way down a twisting 
tunnel through the network of obsidian crysrals. Impro- 
vise encounters and atmospheric details as you like. As 
they descend. the music grows more raucous. 

Nightwail. lair of Prince Kano and his familiar, S i  
of the Grasping Dark. 

Finally they reach the huge c e n d  chamber of 

NIGHTWAIL 

As you descend. the blank obsidian walls gradually 
give way to cuvings of skulls. both human and 
alien. They stick out from the wall. tbe i~  jaws 
slightly open. You realize the skulls are the source of 
the music you’ve heard everywhere in the Mmr. 
They chant in deep, ugly voices. 

feet across. From above, dscorporates drift down 
over the walls like fog. The skulls draw them in, as 
though inhaling incense vapors. The discorporates 
scream. One swam rises above the others, with 
more pain and terror than the rest-Haxocotl, as 
he’s drawn inside the wall to his fmal death. 

The skulls that draw in the discorpontes are 
chanting loudest of all. The sound floats down to 
the floor of the chamber, where you stand behind a 
sheltered entryway. 

Now you reach an angular, peaked room nearly 30 

These tzompandi, or skull-racks, should remind the 
player characters of those on Level 1 of the Great Pyra- 
mid. The skulls are obsidian constructs energized by the 
consumFd discoprates. The skulls’ incantation keeps 
Kano under Simm’s power, and it maintains the charm 
spell that keeps the discoprates mad for berries. 

Amazingly, you recognize Kano immediately-even 
though now he docsn’t look anytbing like a goblin. 
You notice distended tribal tanms on what must 
have been his chest and shoulders. 

You can spot a couple of pig eyes, almost covered 
with swollen flesh. And there’s one slanted tusk, in 
the middle of a pulsing. bruise-colored field of 
skin-that‘s a goblin rusk, all right. 

But even though he almost fills the mom. there‘s 
hardly anything elx I d r  of what Kano was. Now he 
looks like, not a goblin, but a tick-an inxct, 
bloated with feeding. Long legs-at least they look 
something like legs, on an ioscct-stick out in four 
or five rows along his abdomen. The legs extend 
down into the obsidian floor. 

No-not legs-those are the rmts. the tendrils 
you’ve been seeing inside the Smoking Mirror 

Elsewhere on this body you see a wide, lipless 
mouth, nowhere near the tusk you saw More. The 
mouth writhes, and over the music you can almost 
make out words in the goblin Ianguage. 

The monkey is Simm of the Grasping Dark. 
Kano now grows long, gnarled tendrils that ext 

like muscle fibers throughout the Smoking Mirm 
root-lies the player characters followed to get here. I 
Kano feeds on the discoprates and their berry sup+ 
to generate new nightblooms and gridbugs. 

But Kano didn’t volunteer for this: the shock of 
transformation has driven the young goblin insane. 

’Mking with Kano and S h  Kano does not con. 
verse rationally. As the player ch 
him devour Haxocotl, Kano is b 
about the good time be and his 
next they go squirrel-hunting in 
Conversation with the player characters continues on+ 
this deranged level. unless the player characters shoy 
Kano his reflection in Ottitiorl’sobsidian minor (sa 
Defeating Villains, below). 

What about S i ?  Confident (with reason) in hi 
ability to defeat the player characters at his leisure. x- 
Simm tdes to engage the chmcten in plevvlt c w v d  
sation. However, Thanatos has magically prevented 
Simm from ever uttering the name “Tbanatos”; .nor 
does Simm have any desire to reveal his patron’s role. 

If the player characters stop at any point to 
motives, Simm delivers the following set-pie 

“You heroes-all alike. No breadth to your thought. 
‘This M h r  will destroy the world; we must stop it!’ 
I daresay it will make no difference to you, but I will 
tell you this: 

“This Mirror does not destrny the world. It doed 
not corrupt it. It only brings out what is present tu’ ‘ 
begin with in people, in you humans and the rest- 
the urge to exploit, to fight. to destroy. Your Hollow 
World‘s much-vaunted ‘Spell of Preservation’-that 
is the unnatural d i c e ,  not tbis. 

without distortion. Tbink, now, on what you would 
destroy.” 

“Here is this Mirror’s great &ry: It reflects 

+b 

tually combat must result. .‘, 
Fighting Kano 

Thii specious line of reasoning should carry little 1 :I; 
weight with the characters, and (unless they flee) evsll;, 

The m o m u s  Kano. creator of the gridhugs and 
nightblooms, can summon Id10 giant gridbugs whe 
a d e d .  They arrive at the end of the round, then I-Z’ 

attack everything that moves except Simm and Kan&*; 
Also, with an incoherent babble. be can create tr& 

sized animate versions of the nightblooms. Thex erupt 
spectacularly from nodules beneath the obsidian flmr. 
For these “monster nightblwms:’ usc the frrmf statis. 
tics from the Expert Rulebwk. However, these obsidian 
beings, half creature and half construcr, nre not intelliy 
gent and cannot control trees. 

Kano himself is immobile and fairly easy to defd? 
But Simm can heal him with c d  or& dead My, 

. 
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returning him to the battle. Instead of fighting K 
the player characters are far better sewed to try to 
his aid; see below. 

Figb ting Simm of the Grasping Dark 
S i m  is a powerful ZSrh level cleric. In combat, 

first casts a barrier of whirline obsidian knives around 

major battle looks hopeless for the player 
unless they have the obidian mirror from 
pyramid-or unless they use extreme 
are a few suggestions: 
Interfering with the SLUlls’ chant: Dispel magic 

ably won’t work against Simm’s 25th level magic. 
ever, a silence spell silences the skulls’ choral chmi 
spell: this makes Kano more accessible to the olaven Kano and himself. Any &Ze or player character cross- 

ing this barrier takes 7d10 damage. Then he casu 
truesight to determine the player cha.racters’ where. 
abouts and abilities. 

On the third round Simm casts animarc object on the 
skulls murid the walls. Then theplaycrchvlncrs w i n  
trouble. 
Skull music: For each player character attacking with 

a weapon. roll an attack roll (THACO 16). A succe&l 
roll meals the skulls’ other art& A long pink tongue. 
thin as a fencing blade and slathered with fnam. shoots 
from a skull’s open mouth and grabs the player charac- 
ter’s weapon! 

The player h t c r  cannot use that weapon until he 
or she succeeds in a Strength check at -4 to wrench the 
s d e d  weapon free; or until other ana& inflii 10 hp of 
damage to the tongue. In either case the tongue whips 
bpck into the mouth, perhaps to milre again on a later 
Nm. 

Staging advice: Simm has no taste for the blunt 
slaughter. He prefers to toy with opponents, frighten 
them, and prolong the suspense of their deaths. Aim 
for maximum disturbance and minimum hp damage in 
his attacks. 

For example, S i  could cast a cause disease spell 
with far less serious effects than normal-an unsightly 
boil on the target’s nose, a swollen arm, anytbing that 
looks worse than it is. If the players say “ewwgh!” 
you’re doing it right. 

last-ditch maneuvers: If pushed to desperation, 
Simm casts holy word to stun all lawful and neuual 
player characters in the m a .  He uses lcsser spells to 
dispose of chaotic player characters, preferably stunning 
them as well. While all player characters m stunned, 
he binds and gags them and attaches them to the 
tzompanrli-the skulls hold them with their teeth! 
This leaves the player characten helpless against his 

d d y  gmping d d  attack. He cmentrafcI, and amund 
his dght paw flickers a black field with ugly greenish 
edges. He threatens each of the player characters with it 
in tnm, never quite toudung them. He takes so long that 
the player charactc~ mver from their stun &. They 
can tly to escape and surprise Simm. 

A more productive approach involves persuading 
Kano to join the player characters; subtly hint this with 
further mentions of the goblins’ babbling. 

If the characters can persuade Kano to join them, 
Kano may grab Simm’s arm at a ctncial time; Simm 
accidentally turns the grasping dark attack 00 Kano. 

mg calamitous destruction throughout the Smoking 
Mirmr. At your option, the silhouette’s huge aperture 
may actually let the grasping arms reach through and 
grab Simm, pulling him down with Kam into oblivion. 
Go to ”Aftermath:’ below. 

Defearing ViUims 

The huge monster tums into a huge silhouette, caus- 

If the happy cimumance abwe fails to &e, this 

&aracters’ attempts to enlist him. A gcnercdDM 
could allow a magic-user’s ventriloquirm spell to m 
his own voice come from a skull, mangling the deli 
group incantation. 

Even physical attacks can chip away at the sku 
skull destroyed pu point of dam* inflicrrd); c 
rive damage could remove much of the chmt’ 
Stage this not as a running point total, but 
matic culmination to several rounds of conc 
character art& on the wall. 

Bnlistiry Rince Knno: Now the p 
fmally discover how to use the obsid 
tiotl’s emissary gave them. 

If the player ch~rnctcn CM show Prince Kano 
rdlection in the obsidinn mirror from the pyramid 
can restore his reason and sway him to their side. Or 
player characters can calk WJ him, perhaps bringing hr 
memories of his better life in the Known World; if 
they’re friendly and persuasive, they can get throug‘h 
the mad goblin. 

Once on the ch~r~crcrs’ side, Kano b m e s  cons+ 
with b a d  and the urge for “rengc. He cam the 
obsidian skuh to luh out with theit bun- of& 
tongues and grab Simm, redwing him to AC 9 and 
making him easy (?)prey for the player characm’ at- 
I&. 

Wisdom of 14; this gives the cleric seven 1st level 
or three 2nd level spells plus one 1st level, or one 
plus one 3rd level, and sa on. This ability only works 
once per cleric. and it cannot give the cleric a highdr- 
level spell than he could normally use. 

However, this is all chaotic magic! Using thee “W 
spell levels is dangunus to la&l or neutral clerics. 
Effects might include insanity, alignment change, am 

distigurement-the player character grows larger, 
bloats, and begins to resemble b o !  

age (1 hp per spell level employed), or even physi i-
Failure 
Their foes may prove too great for the player 

to handle. If necessuy, Simm can toy with the 
charmers by cap- and nunring them @oasiblylw’ 
disfiiing injuries!). “You uc tno little to bother dj 
the monkey says. “I dispatch you, that you may d+U 
your defeat for all your h:‘ So saying, he pualgzds 
player characters t e m p o d y  (no saving thmw),  the^) 
summons a horde of giant &bugs to fly the played 
chancrers back to the Hollow World, 

When the player chancters recover, they must sd 

r



elsewhere (in other modules of this series) for devices to 
stop the Smoking Mirror. Meanwhile, the Smoking 
Mirror continues to corrupt larger sections of the Hollow 
World. Time is running out-but this defeat can make 
the characters’ eventual victory taste sweeter. 

AFTERMATH 
Assuming the battle turns against S i m ,  he can 

escape if you wish to have him reappear later. Simm 
contacrs Thanatos via commune. and the Immortal 
whisks him away to another site. Played well. this can 
deepen the mystery facing the player characters-and an 
enemy has formed a personal grudge against them, one 
that must lead to a fmal battle. 

If S i m  is momally wounded, the monkey vengefully 
leaps on Prince Kano and kills him, as a dying act. The 
tnnsformed goblin’s death throes pull and twist the 
tendrils that grow throughout the Smoking Mirror The 
obsidian landscape cracks, shatters-masses of black 
g l w  move apart, revealing nothing but empty space 
beneath-the dixorporates scream. and the gridbugs 
swarm madly. 

on the player characters within moments. Develop 
suspense even as you give them chances to escape: 
sudden pathways open for an instant. a broom offlying 
that r o b  unexpectedly out of a shattered cell, a jet of 
roastinghot air from bclow that blows a player character 
straight out of Nightwail. At this stage. hardly anything 
appears too implausible to use. 

Out ofthe Wrnm Once out of Nightwail, the player 
characters must still survive the breakup of the Mirrot 
The fog overhead dissipates; the sun shines through, 
blindingly; the Mirrorfragmenu, pan of the collapsing 
gateway between realities. fall on all sides-and for a 
moment. the player characters recall the dream they 
experienced on the outer world, of the black bowl and 
the blinding light overhead. 

Now the player characters must launch themselves 
upward, by whatever means they or you can contrive, to 
reappear in the Hollow World bcfore the gateway col- 
lapses. If all else fails, the dixorporates can float up, 
dematerialize the player characters, and conjure them 
again beyond the barrier. 

Our of Thin Air: Even now. the player characters may 
not yet be safe; after all. they’re 750 miles above the 
ground and in the airless void. Asruming the heat from 
the sun doesn’t broil them (a matter of some minutes 
without heat orotection). the fall lasts iust under three 

Our oflrlightwlil: Nightwail will come crashing down 

hours. The plfiyer c h k t e r s  should have time to impro- 
vise a solution. If thcv don’t, the fall certainlv kills 
thrm 

Some wssibilities: The winged boat is still hovering 
where thi player characters I& it; the ernbury of 012- 
tiotl, on the ground in Chitlaun. can direct it remotely 
to catch the calling characters. More brute-force rescues 
include those by Asrerius the Immortal. and the discor- 
pontes (who technically should rejoin their physical 
bodies when the Mirror is destroyed). 

Rewards 
In addition to the usual experience points for defeat- 

ing opponents, make a bulk group W award at least 
large enough to nise one player character by one level. 
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For example. if the party includes a 6th level hid. 
award each player character up to 20,000 XP, which 
would raise the thief to 7th level. 

role-played well, devised clever plans, and otherwise 
increased everyone’s enjoyment of the game, 

Cfcourx, adjust thesc XP awards to reflect your 
personal play style and the needs of the individual 
players. 

Heading Elsewhere 

the player characters arrived in the Smoking Mirror via 
the Spirit ceremony, they (and all the other surviving 
discorporates) snap back to their physical bodies. w h i  
priests arc using as slaves. The player characters should 
easily defeat the surprised priests, have a joyous reunion 
with the NPC dy they have rescued, and be ready trh,: 
move on to funher adventures (see the ncxt section%;”, 

If they are here in physical form, the characters 
travel from the Smoking Mirror directly to the site 
another adventure in this series. The flying boat c a n  
transport them one last time; the dscorpontes, mani- 
festing new plot-device abilities, could provide one-time 
magical transport before reverting to their physical 
bodies; or the player characwrs could glide hack down 
to the Hollow World in a tense iourncv on the back of a 

Also, give 10.20% extra XP to individual players who 

Tn continue with the other modules in this uilm: If 

dying gridbug! 
Other methods are possible. But any method should 

be one-way-the play& characters shouldn’t be able& 
flit at will all over the map. 

If you’re playing this module alone: Simm has be-. 
trayed his fellow Brother, Koresh Teyd. and the minister 
hila b e .  The player characters find them, shrunken 
along with the caravan. 

Assume that Thanatos kept his time marker in the 
Smuking Mirror: the decoyed Immortals mum from the 
pas  to the exact moment of its destruction. They read 
the player characters’ minds to determine what hap‘?,. 
pened, and in gratitude they transport the characre@ 
home to the Known World. The lmmomls restore the 
shrunken caravan and deliver it to Queen Yazar, avert- 
ing the diplomatic crisis; the player characters receive 
the approbation of all Glanrd, not to mention the 
reward for the caravan. 

Leads to the Other Modules 

mirror from the Great Pvnmid. it now shows them ewo 
If the player characters still retain their obsidian 

troubling vistas: A hugcworm tunneling out of a sand- 
stone mesa in the desert, and dark. barely human fe- 
r n s  skulking around a crowded slum. These are scenes 
from the Nithian Empire and Dhmatn. the sites of the 
two other adventures in this trilogy. The menace of the 
Brethren is not 9.5 ended! 

The other modules describe leads the olaver c h m -  
. I  

ten can find to these adventures. If necessuy, the mirror 
teleoahicallv informs them of the locations and serves 
as ;“homing device” to lead them there. The mirror 
has no other magical function. 

For more information consult the intmductions fo 
HWAZ, Nightrage. and HWA3. Nightscorm. 
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THE HOSTAGE PRINCES 
These two young goblins, the eldest (and ille- 

gitimate) sons of Queen Yazar of High Gobliny, 
were degenerate and slovenly specimens even by 
goblin standards. Like their mother, they believe 
the key to authority is fear, and the keys to fear 
are power and ruthlessness. 

Kano Arrow's-Whisper 
Male goblin: Height J'J", weight 130 lbs., age 
20. Heavy build; lots of black hair; left tusk grows 
aslant. Wears Glantrian annor thatfi tsprly;  
carries  sty short sword (ld6). 

Named optimistically for the silent deadliness 
of an arrow in flight, Kano soon grew too large for 
silence. He's tall and hulking for a goblin, built 
like an oxcart, and walks with a heavy tread-a 
stomp, really. 

Minister Irila Kaze played on his reverence for 
his Brethren ancestors, seducing him and his 
brother (whom she contacted via telepathy) into 
Thanatos's scheme. Taken over at Barleycorn Mon- 
astery, Kano has journeyed to Chitlacan, intimi- 
dated its priests through displays of power, and 
instituted the new Ceremony of the Flying Viper 
Spirit, designed by Thanatos to expand the Smok- 
ing Mirror. Once he purchased King Moctitlapac's 
loyalty, Kano and his familiar, Simm, journeyed 
up to the Smoking Mirror and supervised its 
growth. 

Too bad the process turned Kano into a gro- 
tesque monster; the shock has broken his mind. If 
the player characters can help him recover his 
sanity, he may vengefully turn against his familiar. 

Kann Arrow's-Whisper. as goblin: AC 5;  HD 
1 + 1; 7 hp; #AT 1; Dmg ld6; MV 90' (30'); Save 
F1; Su 9, Int 9, Wis 9, Dex 10, Con 13, Cha I; 
AL c; THACO 18; xp 10. 

As the bloated monster in the Smoking Mirror; 
AC 1; HD 10; hp 45; #AT 1; Dmg ld6; MV Nil; 
Save F6; AI. C; THACO 10; AI. C. 

Udan Axe-Thrower 
Malegoblin, height I', weight JJOlbs., age 18. 

Udan appears in the second module of this 
trilogy, Nightrage. He is known among the gob- 
lins for being slightly more canny and subtle than 
Kano. If necessary, use the goblin statistics for 
Kano, above, hut reduce AC to 6. 

THE BLOOD BRETHREN = 
These two evil ancestors of the hostage princes, 

named for their savagery, flourished some two 
centuries ago during a five-year reign of terror in 
the Broken Lands and the surrounding area. Em- 
erging from obscure origins, the pair united and 

led several warring orc and goblin tribes througl 
combination of charisma and terrorism. Their 
brutality nearly united the entire Broken Lands 
an army that would endanger the neighboring 
kingdoms. 

However, a group of adventurers infiltrated tl 
Brethren stronghold near G o d ' s  Anvil, caught 
both Brethren off-guard and nearly defenseless, 
then magically trapped their spirits. Without th 
leadership, the humanoid armies m n  fell apart 

Their long captivity under Barleycorn Monast, 
has driven both these servants of Thanatos quite 
insane. 

A Possible Origin 
How did the Brethren acquire their unprece- 

dented powers? 
The shadow elves, subterranean elves of the 

Known World, sometimes give birth to deforme 
infants (as revealed in D&D@ Gazetteer 13. The 
Shadow Elves). They nearly always strand their 
malformed offspring in distant tunnels, leaving 
them to die. Occasionally, orcs or other human- 
oids find the offspring and. mistaking the de- 
formed foundliigs for humanoids, raise them as 
their own. 

This process, still unrecognized in the Known 
World, offers one possible explanation for the 
Brethren's abilities. Perhaps they were, in fact, 
shadow elves by birth. The inner power that gav 
them command of the grasping dark may have 
deformed them as well. 

However, elf twins ace virtually unheard of. 
And, unlike true elves, the Brethren ddnitely 
interbreed with the Broken Land goblins, produ 
ing many children and, after six or seven genera 
tions, the two hostage princes. So this explanatit 
remains only a tantalizing possibility, nothing 
more. 

Simm of the Grasping D 
Asgoblin: Male, height in life S'Z", weight in life 
125 lbs., last age 37. Curren* a male capudrin 
monkey, height 14", weightfourlbs., ageinap~ 
cable. 

Due to arcane restrictions of the magical trap 
that held him under Barleycorn Monastery, Simm 
could not emerge from captivity in his own gbblin 
form. Therefore, moved by evil humor or insanity, 
he took on the shape of a small, long-tailed mon- 
key, its fur and eyes night-black. In this form he i= 
a familiar, or accompanying spirit in animal fom 
to Prince Kano. His agility gives him AC 4. 

S ! m  works his considerable magic through 
Kano, and the monkey derives nourishment fro1 
his host as well. Simm's magic has uansformed 
Kano into the bloated monstrosity dexribed in 
Chapter 11, driving him mad in the process. In 
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this form, Kano's body is covered with suppurat- 
ing patches of fungus; Simm's monkey form sucks 
on these for nourishment. 

Personality: Simm is progressing beyond mere 
brutality and into sublime cruelties. Torturing 
captives is not so sweet to him as the suspense, the 
apprehension of torture; and neither can match 
the ecstacy of knowing a powerful rival is totdy in 
Shun 's  power. His affection for gloating should 
offer the player characters opportunities to escape 
or surprise him. J 

stances, speaks the name of Thanatos. He is magi- 
cally enjoined from doing so. 

S h :  AC 4; 25th level cleric; hp 54; #AT 1; 
Dmg by spell; MV 180' (60'); Save C25; AI. C; 
THACO 7. Spells carried: 1st-one of each spell, 
reversed when possible; 2nd-d except know 
alignment; 3rd-conrinual darkness, cause disease 
(XZ), curse (x3); 4th-animate dead, cause serious 
wounds (x2), dispel magic, createpoison, sticks to 
snakes; 5th-commune (with Thanatos, x2), cure 
critical wounds, quest, truesight; 6th-barrier 
(xZ), curedl (xZ), speak with monsters; 7th-holy 
word, grasping dark (x4), raise dead Mly 

Koresh Teyd, Nightkiller 
Asgoblin: Male, height in life 5'1 ", weight in life 
100 lbs., last age 37. Currently a sluglike mon- 
strosity, length 22", weight six lbs., age inapplica- 
ble. 

Koresh Teyd appears in the second module of 
this trilogy, Nightrage, and he is described fully 
there. If necessary, use the description for Simm, 
above. 

Note that Simm never, under any drcum- 

GLANTRIAN MINISTER = 
Zrila K q e  
Ashuman: Female, height 5'4", weight 12Olbs., 
age 59. Thin; long full white hair, blue eye& den 
look; immaculate wizard's robes. Currently nw 
human. 

Irila Kaze made excellent impressions early in 
her studies at Glantri's Great School of Magic. By 
her late teens her curiosity led her inm in&pen- ' 
dent searches in the school library. Finding forbid- 
den books of great evil, she gradually became a 
worshipper of Thanatos. 

Thanatos eventually enlisted Kaze in his subtle 

Hollow World. She 
journeyed to the dist 
where Thanatos has ' . .  
body. 

see her horrible new form, the play~chaxactm 
must visit Shahjapur inathe third module of* 
trilogy, HWA3$ Nightstom. 

dispel one of Kaze's eachanunents, Kaxe is a 25th 
level magic-user. No other statistis& are needed in 
this segment of the adventure. 

Irila Kaze does not appear in 

Irila Kaze: In case a player character 
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GREAT ANNELID (Small) = 
Armor Class: 
Hit Dice: 
Move: 
Attacks: 
Damage: 
No. Appearing: 
Save As: 
Morale: 
Treasure Type: 
Alignment: 
THACO: 
X P  

7 
16 
60’ (7.0’) 
1 
2d8 
1 
Fighter 8 
10 
Nil 
Neutral 
7 
1,310 

In millennia past, the great annelids, or “burrow- 
ers”, once ate colossal tunnels through the deep crust 
of the Known World, far deeper than surface dwell- 
ers ever go. They eventually imperiled the Hollow 
World. as chronicled in the History section of the 
HOLLOW WORLD” Campaign Set. Immortal 
guardians put the annelids to sleep, and they re- 
mained dormant for millennia. Much later. their 
empty tunnels became the homes of the Shadow 
Elves and Schattenalfen. 

the scheme summarized in this module’s Introduc- 
tion. The annelids play a cenual part in the second 
adventure in this trilogy, Nightrage, but in this seg- 
ment the only annelid the player characters encoun- 
ter is small and dead. (See the end of Chapter 4.) 

The statistics here describe an almost newborn 
annelid, about the size of a purple worm. They grow 
bigger than this. Much, much bigger. 

Thanatos recently awakened the annelids as part of 
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Armor Class: 
Hit Dice: 
Hit Points: 
Move: 

Fly: 
Attacks: 
Damage: 
No. Appearing: 
Save As: 
Morale: 
Treasure Type: 
Alignment: 
THACO: 
XP value: 

These giant wingless dragonfly-like insects in the 
Smoking Mirror use the carrion crawler statistics from 
the Basic DM Rulebook. Note the addition of flight. 
From 1-10 large gridbugs are found in their obsidi 
lair. 

Smaller gridbugs also proliferate in th 
Mirror. For these swann attacks, use the 
statisticsfrom the Expcrt Rulebook (AC 



, 

DISCOWORATES 
Armor Class: 
Hit Dice: 
Hit Points: 
Move: 
Attacks: 
Damage: 
No. Appearing: 
Save As: 
Morale: 
Treasure Typi 
Alignment: 
THACO 
X P  Value: 

9 
1 + 1- 
6 
240' (80') 
1 
See below 
1-10 
Fighter: 1 
11 
Berries o 
varies 
18 
23 

These weightless, intangible entities, the m e n d  
energies of the victims of the Azcan Ceremony of the 
Flying Viper Spirit, now inhabit the Smoking Mirror. 
They resemble wraiths, but they are not technically 
undead, have no energy-dmining powers, and cannot 
be turned. 

Abilities: Diaorporates are immune to physical 
attacks and to sleep and bold spells, as well as fm, 
cold, and electricity attacks. However, magical weap- 
ons and mental attacks harm them, and charm per- 
son works well on them (-4 to saving throws). In fact, 
the discorpontes in the Smokhg Minor dimension 
a ~ e  all enslaved to Prince Kano's charm spell. ?Ais 
spell drives the discorpontes to senseless pursuit of 
nightbloom berries (see Chapter 11). 

Individual discorporates retain their living person- 
alities, their alignments, and their Intelligence, Wis- 



I4 NEW SPELLS 

. 
- *  

n. 

The Grasping Dark (Cleric Spell, Level 7) 
(Magic-User Spell, Level 6) 

Range: Touch 
Duration: Permanent 
This evil attack, a 7th level clerical spell or 6th 

level magic-user spell, available only to minions of 
Thanatos, draws the victim into an unknown packet 
dimension. 

This realm. dark, malodorous, and uowded with 
the spirits of past victims. manifests itself within the 
outline of the victim's own form. No matter what 
angle one views the victim from. he appears to be a 
flat silhouette. Within the silhouette, the viewer sees 
the victim receding into the distance, pulled by 
countless green-gray hands. Typically, the victim 
shrieks horribly and sometimes bleeds. The silhou- 
ette vanishes, and the victim is lost forever. 

have ever used the grasping dark attack. So far as is 
known, no one e lx  has ever loclted the pocket di- 
mension or retrieved a victim from it. As familiars, 
the two ancestral servants of Thanatos can inflict the 
attack through their hosts, the hostage princes Kano 
and Udan. The princes must touch their victims' 
flesh (requires a successful attack roll); touches upon 
armor or clothing have no effect. 

The victim receives a saving throw vs. death magic 
to resist the grasping duk. Success meaus no effect. 
If the saving throw fails, the m g i n  of failure deter- 
mines how long until the effect takes hold (as it 
were)-the wider the margin. the sooner the attack 
takes effect. Missing the roll by 1 or 2 means the 
victim has an hour or two of painful life left; missing 
by (say) 7 or 8 means the victim departs almost in- 
stantly. 
Cured. cast hefore the victim disappears, dispels 

the grasping dark effect. After the disappearance, 
nothing can bring the victim back except Immortal 
magic or, at the DMs discretion, a wish. 

Records indicate that only Koresh Teyd and Simm 

Distance Distortion 
(Magic.User/Clerical Spell, Level5) 
Range: 10 yards/level 
Duration: Two turns per level of caster 
Thii spell changes travel distance. It works only in 

an environment composed entirely of one element- 
undergroupd. undersea, in clear ah, or in a fue such 
as the sun or the Elemental Plane of Fire. The caster 
must either be an elemental or must summon one 
before casting this spell. The elemental can only aid 
distance distortion through its own element-for 
example, to travel underground, the caster must first 
summon an 4 elemental. 

The elemental usually cooperates when the caster 
announces the intent to cast a distanct distortion 
spell. At the DM's discmion, the elemental may 
refusc to aid the spell and try to break free. (If the 
elemental itself would be imperiled while aiding the 

spell. it always refuses.) If the elemental 
spellcaster must bribe or persuade it, or 

expands the 
caster and all withii the spell's range. 

The spell alters distance in one of 
Expanding the distana: 

half the distance they 

the spell. 

effect far easier to aid. Those affected can 
Condensing the distance: Elementals find 

the World-Shield or mu-magic effects, u 
physical passage exists. (In this adventure, a 
Annelid has tunneled through the Shield, p 
ting the player characters to p i s . )  

Note that in the Hollow World setting, this 
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The ministers of  Glantri haue tracked the 
hostage prince's carauan along the route 
shown as a solid red line. From Trintan the 
route is unknown: the ministers haue sug 
qested a like14 route, shown as a red dashed I 
h e .  Player characters can get this map from 
the Glantrian minister in Chapter 2. 
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Official Game Adventure 

NIGHTWAIL 
First Adventure in the Blood Brethren Trilogy 

7 
7 Under the ruins of Barleycorn Monastery, a tun- 

nel leads one thousand miles downward. Through it, 
a rescue mission into the Broken Lands turns  much 

stranger. Much more serious. For the trail leads to the 
Ho I low Wo r I d. 
Launch your DGD" game players into fabulous lost-worlds ad- 

venture across the Hollow World! Travel the Azcan Empire. Explore 
the secret labyrinth of the Great Pyramid in Chitlacan. Fly to the core 

of the world and enter the Smoking Mirror, before the monstrous Prince 
Kano enacts his devastating scheme-a scheme called: 

NIGHTWAIL! 

$8.95 US 

Nightwail is the first adventure for the D&D@ HOLLOW WORLD'" 
Campaign Set. 

0 (The HOLLOW WORLD boxed set  is required to play.) 

1 

0 This 64-page adventure fits easily into your existing campaign, 
either a s  a stand-alone adventure or as part of the continent-spanning 
Blood Brethren trilogy. These three linked modules can be played in 

, any order-but the adventure starts here! 

Fa TSR, Inc. 

TSR, Inc. 
POB 756 
Lake Geneva 
WI 53147 USA 

0 This adventure is designed for four to six players of A 
levels 6 to  8. 

0 EASILY ADAPTABLE TO THE AD&D@ GAME! 

0 Look for the companion modules in this 
se r i e s , Nightrage a n d 

Nightstorm. 
ISBN 0-88038-884-6 

TSR Ltd. 
120 Church End, Cherry Hinton 
Cambriae CB13LB 

DUNGEONS & DRAGONS, D&D, AD&D, HOLLOW WORLD and the 
TSR logo are trademarks owned by TSR, Inc. "1990 TSR, Inc. 

All Rights Resenred. Printed in the U.S.A. 
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