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UP
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PATH

By Graeme Morris & Mike Brunton

A Special, Not-too-serious,
Dungeons & Dragons® Adventurs
Module for the National Garden Festival,

S

A Warning

The adventure in “Up the Garden Path® takes place in an
impossible pocket universe bearing a distinct resemblance w0
both the world of the D&D® game and the setting of the 1936
MNational Garden Festival. It is a stange place. sometimes
dangerous, often just ploin silly and always confusing.
Alshough it has been designed with the aim of providing your
players with a challenging and ententaining adventure, it is not
intended that this module should be taken entirely sericusly.
After all, if somewhere like the seting for this adventure really
did exist, would you take it sedously?

Abbreviations Used in this Module

Rulebook References |

BD ~— Basic D.mgeun Masters nulebook; BP — Basic Players rulebook; Ex
— Expent Rulebook: CD — Dusgzon Masers Companioa ralebook; CF —
w15 Companicn niksbook.

Monster Siatistics
AC — Amnour Class; HD —Hit Dice; bp — Hit Points; MV
— Moversent Rale; $AT — Mimber asd Type of Akxh, D Dzmgc
Inflicted by Asiacks; AL — Alignment; C© — Chacsle;
Lawf P —Experience Palzs Value; THACD — ":Io Hit A u-r L‘Iam
Alv (redl on 1420 peed to-hit ACT); NM — Nonnal Man

Z
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Stoke-on-Trent—1 986j

So, What's Going On?

You see, te nomnal of explaining something complen and invelved
is 10 start st the beginwing, plough on through the middle bit il e
end cornes and then stop. The lemy is 1bat the PGFA (or "Pardonical
Garden Festival Ancmaly” 1o use its full same) dovsn't achally bave 2
proper bepinaing.

It couldn't, coudd 1?

After all, it coulds’t peazibly have happened.

We had hetter stant ia the middle, wilk 2 quick descripgion of the
it sunds, then we can stant 1o lalk shoot the impossible sequence or
events that made it bappen in (e fint place... Along the way, muddled in
with the other nmblings, will be a few words JW\II bow 1o start the
advennire, and a few more sbout hew 10 keep (0 going. Finally, just before
ihe main descriptica of how the adventure siats, mm will bc a section
ea how it ends.

We sid this could be tricky.

What is the PGFA?

The PGFA i3 & partieular evest in 2 punmur '|1I29\
Nam.uu] Garden Festival (laking plac

||l$l liko Lhe “real”
q . borizg, noa-

a). J\'\lll the é-Il"N Eile aud even has certain
ities b i, which we'll some on 1o Later,

The main differsice is that, whereas Lhe real Festival is taking place in
the year 1986 and s “conveniendy sitiated om the AS3 just morth of
Stoke-on-Trem with casy access b moad and rail”, PGFA isn't
anywhere of anywhen G thal is 2 wond) at all, Mot susprising
somewbere (hat can't exist, there is nowhere and mowhen (now (al
Ay isn' 2 werd) for #1 1o go.

g a closed liltle universe all by itselfl — cul
Lime = makes the PGFA 2 funny sort of place 1a be. il
is the whole of its own universe, From the azure w of the canal 1 l_\

eastern wasies [mc car ), from the village on the harbour 10
the Railway Shed — that's it! There is nowhere else ta go, so thers s no
vy oul

ide carmal space and
r a start, the PGE,

On the oiher hand, sinee il is'l myhers,
evaa if you wamied 1o, OF coumse, if you doa't wank 1o — if, in facl, you
have never even beard of it — then thal's differest. This (s 3 fact which
your advenurers will diseover when,
themselves ememying i th PGFA ca @ wanm, suany marmi

Geiting Things Started

The sheer impossibility of the PGFA makes iz e:sy far as DM o gt
your player characlers (PCs) il Uzlikely edventures
Tequite you 1o thizk up lang, camplicated ationalos for gelting the PCs
inta them, but you den't ceed eny rzason 35 a1l for dusping them inlo 20
itpessible one.

All you nced 1o do is get your adventusers topether then el there

Arad suddenly you are rashing along in tot) darkness A darizess
degper than & starless night, or the cayems a8 the botlom of 1be
world... A hol, sieemy dariness that {5 almost safTesaling with 3
Yarming slench of old woodsmake and rusty iroa polems.

Abead, almost abscured by the smaks, is & small peint of |
As you weich, it grows, Goming nesrer and mearer. A mournill
wailing, 3 sound of dreadful torment, Glls your ears 3nd blols cut
all Mosghis save one: ~This i it 1 jast bope the pilchforks
area't 1o sharp!™

I3 & flash of impossibly beight light, you are swallowed up azd
the wailing grows falofer. Thems (5 3 mile acd a jolt and you
malise that this might 2of be the afledife afler nll Yoo ane
siling i some st of Tine of carts being pulled adang thmegh
pleasact country: staihet €lovd of het, steamy sir welis
acmss yeu and. you see that the Teading sart in the line is ca fire:
it belches smoke 224 steam futa the sky while bwo small figures
Enbeur despersinly to put it cut.

Even stzanger than all of this, however, are the two men siling
iz the sets i the mexl cart Apant from sheir very o8d cletes,
and the fact thal one of them breathes fire from 3 linle Eelile-




thins b holds in bis hand, you can’see ‘right through themd! They
i alivos be shafows oo ke wind er the coojmlioms ol
*sme mizstrel-wisanl. Their canversation, ar what you can bear of
it, corsinly il in Common or mny céher civilsed longue, s
by cin you undersiand #7

Just wiat is geing on? Is this the aflertife?

A3 you may have puessed, he sdverturers are co the Train which bas jat
emerged fiom the Hailway Shed (17) asd surled on a trp, clockwise,
arcand s loop of ik A full dessriplion of this wonderful comveymnoe
is iven in The Grome Light & Shoet Railway Company.

K.l and “The Doc"

The twe sther people on lhe Train are KJ. (Garden Festival Execitive
Director of Crazy Hoppenings) and “The Doc” (m  incbriste
mathermlicia). Although they can be seen and heand, they are mat really
there, being caly images from universe 9214732 This meass that they
cannet be commusicated with, dispelled, bamned ce affectsd in sy way.
They are also speaking very loudly, which is a pood thing, since it i
imponans that e PCs overbear it éonversalian:

K Sums finished, Doc? When can we slar the PG-whalsit?

Doc;  Ie's PGFA — Pandaxical Garden Festival Anomaly — and
we can'l st

K Look here, you promised & gpeeial event 1o cut-special all
he cihese You 1600 me that with 2 bil of mulli-
dimensianal algehr-hingy you coalid et an enlie,
parallel, closed mini-universs based cn the Feslival. The
mirs Emprobabila e beller, you said, since... er

Do imee sonsething with 3 suTiciently small pmhah liy
ceuld b slipped Earugh the eoamer vecleos of L fns-
fate malrix, Truoe, but tbere’s 2 sag. [t seems that
Probabiliy comes in fiitle lemps callad Quirks — ke
atams — and samething that uzlikely wouldn't pet oe.

KJ:  One wha?

Doc: Ome Quitk. A PGFA would have no likelibood at sl I
ceuldn't be, cr at least there'd be no possible way that it

could be created,
K. What's the differesce’
Doc:. Ab! Being impossible, the PGEA n'l be creafed b, in

theory, if it aleady exisied 5 could sustain jlself.
Huh?

I eeder 10 exist, the POFA would bave 1o possess 8
partial Quisk — 2 fragment of probebilisy,

You see, the lows of 2 real universe make it
frmpasaiale for a partial Quirk to exist, 50 it's imposséale
10 use ane 10 make 2 PGRA.

1F, on the ciber hand, 3 PGEA already exfaned it could
have ils owm weind lews which would pemm 2 partial
Quirk 10 exiz within it, In retum, the pastial weuld
give | u:_ Iiale universe fust cnpugh priba

1y 1o o an

S e st 2 PO [—A&:U\clvm(bcunc,hul
if there is coe then there can, Ste?
KI:  Sounds reasorable, | thisd

This coaversaticn lasts until the Train reaches the first Station (13). Hers,
KL and the the Dec get cff and prompily vanish.

More of K.J. and Friend

i some idea of their predicament by overhearing the
exective and the mathematician, Ibc PCs will later leam of the daspees of
the P and pain some cloe as W how 1o avent them from two further
conversations  (Trouble With I.[Ikl: Unlverses  and  Closing  The
Tarailon),

It i3 essentinl that the PCs gain  (his  information in  onder
thal they con complefe the advemture, but it i5 up W you, as DAL
1o decide exactly v\nm the images of K.J. and dw Dec will appear. Afier
wach conversation, the images vanish as befors.

Trouble With Litile
Universes

The trouble with little universes is that they ol lomely (in a manner of
speakizg) azd evenmally join up wilh 4 bigger vmiverse which coatiing a
carespandisg or Smilar bit of realily, Usiikely Lizle universes, creaind
by chactic deitizs (who should Know betler) Bave been ket looss, stk
lhermeives to bigser universes and caused 2l sens of iy ings 1o
happen (9221146 nearly had a "B" mavie actor as the president of ane
the weeld's biggest countries — riicudous, ch7).

Tut the PGFA i dilferest, 35 the PCs will discover al the nppupmu time
by overhearing the following interchange between the Doc and

Doc:  Actally, KT, 1"ve been doing 2 few more sums, and it's.
ajolty good thing that we eouldn't ercate the POFA. You
sez, 2 s emiverse [ike that — bassd on a partial Quirk
— would he {shesently usstable and would plant itself
finedy an top of the 1xosl similar place in'the
Tmltvesse. ., Right hene!

Kli I wou flatien he grraniums, you mean.

Doc:  Ho, i would seet of co-exisl, like muperimpesing one
pictare oo anoth...

KJ:  ..amd we'd get twa Festivals for the peice of onet

Dot \aqmla. You soe the troahle is that the panial Cuirk.
‘would se1 ol & chain macticn breaking vp all the Quirks
in our Uziverse, destrayisg all the probability and 5
making everything impassibie!

And it woaldn't stop there, ATl of the olber real
smiverses woud be mucked in saouer or later: Everything,
everywhene, would hocome impossible and thal would be
that... the end of everyihing, 4 compizre multiversisl

rer!
K.l:  Leee, 1ihink Tes and coctmnber sandwiches?

Closing The Paradox

All I8 o0 lost Having, peshaps, speculmted for some tisse sboul how %
avest the imminent end of ew-mum the BCs may be reassured by 2 find
distourse between K. and the

Dee: 1 jiggled around 2 b mere with the PGRA problem last
might en a “what i basis.

R Whatif wha?

Doc: Wit if, for ne apparent reason, thers rmally was a parial

Guairic and 2 PGPA. Tt seems fhene's good news and bad

Dews.

What's the pocd news?

Well, being paradonical, the PGFA would contain the

seeds of 115 awn desroction. There'd be sverts ar chjas

Lt e, therselves, conlrodictory. To begia i

they'd be seatersd L the PGFA, b If a few were

brought tegether at the locatian of the partial Quirk, the

eomhination of alf 1t self.contradiction could break 2

Itte two smaller padicles. Ts would be sort of...

asnbarassed... 1o bits. Neither of the sub-fragmests of

Quirk coud provide encuph probabilily 1o held e Nl

i £ and 50 18 would collapse usder iis gwn

md vaish conipletely.

KI: .and the bad nows?

Doc: l\c\budy eould pet imo the PGFA 1o Bring all the
contrdictions together, Not even if they waztad to.

Kl What if thew didn't wast a7

Doc:  Dog’t be silly...

IffanbutT

The PGEA does, in fact, have 3 partial Quirk which sustains i True 1o the
vory peouliar mume of the place, the par-Quirk exisis in the form of o
wery odd creature catled [ffanbugT,

s an aside, 3 whale Quitk i actally 3 Probabilisy Elemental er a particle
of probability (it depeads an yoar point of view) and 35 made up af hes
sub-glementals or 9.51;.ul.|clc5 = an I, & *P'ap” md a2 P’
WantusT bass't got a Pry

ifantul lives al e centre of the Compass (28], and is fully describal in
that section and in New Monstees (p16).

The Contradictions

Scatiered arcund the PGFA fer the POs 1o find ane 12 contradictary chjscs
which the TCs can find:

+  Rewersed Bleotulers which mzke objecss look smaller cam be
fouand atop the eaypale (1)

* Usster hal causes temidle shirst comes from Ases 3 The Spri

* A Condie Ut deilluminates  beloags 1o the
gapoy ks in the ruins (4

»  Woodra Mogaets which se sirscted 1o wood mther (han men)
belong to members of the Round-Earth Scciety (s anca 6 and Pullgat
Sheot 1.

= Inveried Roses which grow backwands bloom oa the <ilf (11).

= Water Blets which acually fly underwater beosath the surfhes of (e
large lakes {14).
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+ A Shodow Sundfal that pmduces 3 "salid" (rather than 2 shadow) to
indicate the Gme con be found in The Shadow Palsee (15), in the
passession of Joha “[ aint really "ere™ Smith (see Pull-out Sheet 10),

* A Square-wheel which is used oo & emall catharow by the oes ia
the visery (18],

o A0 ImporsibleTrimwple  Sewlpfee which s mvend by the
sprites and can be found in their spiral (19),

o Upsfedown Homles emd Glasses which held Tiqud eely when
ifvested ure used it the Lonely Wanderer Inn (23).

+ Earplaps which improve The users hearisg cin be found 81 the
amphitheare (26).

= The Durkfleese thil bums ashes bak fo whalever (hey Wero
originally i ept ia the Temple of Pra’saps (32).

All of these chjects are portable asd @ be moved without hunning them
{or their elfectiveness) in any way. A potemiial 130 comrdicion is
Woody the Sperm Whale (a7ca 21), bul he is far from being pociable!

Ending It All

For the FCs 10 destroy the POFA and save he whole multiverse they will
bave 1o colkel tp & centradiiecy objects from poinis scallercd amound the
atk. They will also have 1o fisd and recognise IManbuT and confrcal
“him" wilh tese contredictions by bringing lbem inta the circle of e
Compess (sce ama 25). When they do this, the PGEA will vanish
instanly, the multiverse will bo saved, end the PCs will find themiselves
‘back in their heme universe, wherever that might be (soe Phutlt — p15).

Amy ohject {inchufing treasure) which the PCs acquired while in the PGFA
will tetiems to the el wodd of the PCs when they disposs of the PGEA.
Unfarmunsely, due to the namee of the PGFA and & Quirk of Fate (which
ig, of courss, differesl from a Quirk of Probability — bul thal's for
anolher tie), any object broughl back inlo Lke PCs' wodd will Bave a
riter peculisr property. Whenever it is needed, looked for or even
menlicaed, there 35 2 2 in 6 chance that i is not actmlly there!

Pause For Breath

Let's just recap, in case all that staff about probability and Quirks was a
bt too miach for this time of day:

1 A PGTA (Paradoxical Ganden Festival Ancemaly} is a tiny, self-
contained universs.

ven though K.J. and the Doc can’t make a PG
exists for some unknown reasoo.

. o5 aliesdy

3. The PCs bave boon lansperiod Lo the PGFA beuse you can't get
0 it unkess you don't want te.
4 Ifihe POFA in't destroyod i will “ccllide™ with the real Garden

val and destray the whale multiverse!

the PCs, you 2z inside the PGFA, you can destray it by

mn[rrﬂun‘ s partial Quirk, 1fanbusT, with § contrdictory
chijects.

Features of the Garden

The tost important thing 1o remenher aboul the PGFA 5 that the
crealures, pecple, objects, ploces azd ovenls in it do ot necessily make
perfect sense from the poinl of View of an oumider from a oormal
universe. The “contmadicticas” thermselves are exireme cxamples of this,
‘but many ather espects of the place will be distinctly odd.

Qutside
‘Well, by definition there isn‘t an outside. Anybody standing inside the
PGFA can ook o bc_\md the boundarics of what exists (the edge of the
il see is a fonmless, grey Void They can even
of the PGEA imo the Void of What Lsn'y, b this
is sisky and there isn"l anywhere or anywhen else 1o go

IF the PCs insist on bekking inle the Viid in the hope of Fnding = way
out af the PGFA, let them. For every round spen i e Vi ‘cid, tho ki ||,I||:sl
{or & mndom) sbility seoe af each PC will émop by ore, a5 tacy become
absotbed (nso What lsn'n 1 all abilities ame teduced 1o less than 3, the
chamacter fs completely absorbed by the Void wnd ceases 1o exist — no
ruise dend or reincarnation spells will work, If the POs decide 10
bead back to the PGFA remember 1o mducs their sbilitics by a sienilar
amcut for the returs Fourmey,

Czce the PCs are beck in a real universe, even one as imlikely as e
scares are restared 1o nommal Al the mle of 1 poist of
each reduced ability per tum.

Time and The Clock
Time, 35 you probably expected, does oot quite run normally within the
PGFA. Daylight lasts for 248 hoars, which is a PGFA "dzy™, and then
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darkness falls foc & further 25 botrs: 2 PGTA “night™. The inhabitants of
the PGEA are not bothered by (hese variable days and sights, bt the PCs
may be.

You should oot tell the players {unless they ask), but a might's ey 12
the POFA, mgarless of the length of o nighl, s encogh for

parpases of resiing when releamsing spells. If the players want 1o i
differently, wha are you 10 spoil their fun?

IF days and nights are 3 bit srange, the Clock is dawmsight odd. Hanging
high in the sky above The Garden — bul anly when looked for — i8 33
EnomnOUE ofmall camiage clock, a grandfather clock, & sondial, a cheap
watch, & very cheap alimm clock or watchever... You can vary the
iom a8 you wish. No matier where the PCs are in the PGFA, th
will always be able 10 seo be Clock, but caly when they look for
Onee you stop loaking a1 the Clock it disppears until looked for agai
The Clock actually hangs dirvctly shave the Ce-\ st and [MuckulT (28
nom a suppent oo the Raichow (7). The PCs might very well never laam

its ewistenoe usless cne of the Gnn.cas Enhabilanls meztions it
|||:|e"‘|\"|‘_} et yee locic at the Clock™

Altteagh it might Sl ¢ time, the Clock mrely, if ever, tolls the time.
“Whenever somebody looks for and af the Clock Tl 112 {or 1420, if you
want there 10 be times like 17 o'clock) for the hour that the clock shows.
Simply decide whether The lise i a [ow mimes to or past the boer The
Jime ihe Clock Iellr hax no relationship with the pasvage of &
mighte, At night, of counz, the Clock kas luminoos hands or digis, or i
3 enoondial.

The Gnomish Short & Light Railway
Company (GL&SR)

The Train
Although 1he PCs will see the Tria as a set of carts tied togesher with
hits of chain. it is a triumph of gnomish enginessing skifl. The GLESR
are justifishly proud of their Train as it has a rp spead in excess of
15mph — and Whis is de the lesmed gnomish physicians wha
Rinlain l gnemes can't travel af mar: than Il‘ﬂ!pn asd Tive!

The Jead cart is 2 fairly standand soqt of mailway engine (o 4-4-D design for
all you rilway enthusiasts) that looks rather like & ed-down version of
an American “[ron Hoese” of the 1880s. However, mather than being &
wood of cosl bumisg enging, the waler i3 heated by 2 tame fire
salamandst, which the fireprome keeps fed with bits of coal, fron and
tagty lumps of congeatid tar from the lender.

The cther cirls (six af them) are all open-opped and divided by low
partilicas izlo two pssenger “companmests”, The last 1wo carts (farthest
fram the engine) are Fist Class camiages with four padéed leather
armcheirs izsiead of the wooden bench sests of the other, Thind Class,
Fassenger companments in the 1est of the Train.

The Train bas four crew members apan from the salamander: the driver, the
firegnemne, the brakegnome and, ls cotmand, the tickel inspector, The
driver and the firegname spend their time warkiag co the engine and the
brakegnome canimals the brakes from his seal a1 the back of the last
camiage. The Liekes inspestor wanders up acd dows the Train with bis
ticket punch, being very palite 1o First Class ticket-holders, but baving




lite time for Third Class passengers. Punching tickels is sisker thn it
sounds becauss the guomes have yel 1o isvesl comidar camiages, 5o the
inspectcr has 1o climber alang the culsde of the swaying Train,
Occasicaally he falls off (2 1 in 12 chance per Tound for all trying to
clamber along the Train), and then it has 1o sop to let him gt back on,
He is now used 10 falling off the Train and so takes no damags when he
does 50, but anyone else daing 0 takes 134 paims of damage.

The crew will never sllack anyone, bul they will defond themselves. The
firegaome will ket the salamander ouf of the fircbax if & fight stants.

4 Gromes, the Trala Crew: AC 5 HD.
AT 1 weapen; D by weapon; Save as Dwl; ML § ar 10; AL N; THACH
15; the Train counls as clen chiclain for merale pusposes; armed wilh
shart. swands {1d8); crossbows (1d8) available o the driver, firgnome and
bezkegnoe; all ase imumeme to the hest dumage from the sahumander; B30,

hp 6 each; MV 6I(HT);

1 Fire Salamander: AC 2; HD 8% hp 435; MV 120040); #AT 2 claws'l
bite; I L-4/1-471-B; Save as F& ML & AL N; THACD 12; causes 1-§
damage 1o 2 within 207 (hut 0k whea it i in the firebow); ExSS.

The Train (ust in case anyooe siacks it diectly) has 15Chp per car
(including the fender and the engine), ACS and a masimum MV 36001207
U the engine takes dsmage, there is & perorntige chaces oqual o lhe
wumber of points of darige taken het the beiler will explode, doing
10H8 poinis of darsage 10 all with 50 feel.

The Raﬂ'wa Sratfons:
Areas (2f) 13, 1.

All of the Railway Stalions are identical, with 2 single pmrnnn. a smu
waiting oo and 2 tckel clfice wilh o windows.

With the exceptica of statica 2 (1t which trins no longer s1op and which
has 3 very, very easty ticksi-clerid, 31l of the stalions are tun in exactly
the same way

Each Raibuy Staticn is gnowed by four rosplecdenily-unifonmed members
GLESR saff: a sionmastes, a lieket elerk, a parter (dways, by
, ealled “Fred™) and i exim gmome wilh the most imposiani-

iilentical statistics lo (ho Train crow, but always leave their weaposry In
the kel office.

Tickel prices are fixed randemly at 1dégp per persca for Firs Class and
1d5ep for Thind Class, regendless of destizatica. The ticket clerk will
always smub anybody who trics 1o buy a Thind Class tickes, claim that the
positica is < ud. and bring down a litile shutier in his cusioowe’s face

— and possil n his customer’s fingers as well! Persistent knocking ca
the shutler will g\nmu:uy g2t him to sell Thind Class tickets. Buying a
First Class licket does not guarantee a First Class szat, as there are only
16 on the Trein end cther passengers (ste below) might well be using
them = in which case the PCs will have am smgument on their hands o
they will bave ta mave to Thind Class,

Tred the Parier will always offer to help earmy bapgage (weapons, shiclds
and the like) 10 the Train, but he will hang arcund wnlil he @ given 2 tp.
The engine crew will not stamt umil Fred is clear of the Train — OL&SR
safety rules are very R,

sing the Trmin (5 & maller of pride with the PGFA's infabitants, asd
fuifly safe as pobody starls amy trowble oo GLRSR propeny (although
some ercalures will nitack the Train® as it goes by of through their
lermiteey). Roll 2 couple of times oo the Passenger eolusn of the
Wanderizg [nmates Table (ses Pull-cut Saeer [V) for creetures waiting at
= Stitien or alrzady on the Train when @ palls in

Oddly cuoayh the Trala wil abiays be jus srving 2 @ Stfen wheaseer
e FCs i

Jazzing It Up A Bit

Up the Garden Path can only be & stating poinl for an advemure, s
If you wam 10 put in exira things o help, confise or Kl off your
players' chamcters, feel fres o do so. IF your PCs are tougher than the
supgested levels inérease the nusber of monsters they meet and the
amaount of damags ths they take; make life more difficult for them. This
is hardly a sericus advesture, 0 "lweak” what's here as much 25 you Tike.
Afser al, you know abat your players ane capable of doing — we don's!

You will alsa see thal there are extm baildings and cther festures oo the
map which do nol have code mumbers or letters, These can be whalaver
¥OU Wanl, &5 space resiictions mean that we can't defins overylhing.

We have suck (well, sort of to the sandard DED™ rules, so you should
ol bave too many problems if you am eoaverting e advenlure for use
with the ADED™ game nies.

Other Odd Features

The tey for thess is oo the Main Map en the inside of the outer card
cover of the module. You may notice small similarities betwesn the
aymbols thal are used and symbals for car parks, toilets, coach patks ef ol
Where's your sense of fantasy? Ignore what you think they am, because
they ane really the following in the PGEA mini-universe:

A Merman Statue
As clearly shown by the symbol, cach of these peins i the site of 3
small, brosze statue of & merman srikisg 2 hervic and visicaary pose, O
the plinth benesth, each iz labelled seigneur Asquwecs [VEervant —
Founder of ibis thriving Metropelis". Sadly, thers is no metmopolis, sar
wis there ever an Asquweon D' Eervar.

5. "Rent-a-Kobold” Kiosk
Each of these symbols macks the sito of 3 small but whersin reside 26
kebolds Thess poor, confused cocatumes have no idea that they are
suppased to eam their living by vieious thuggery, and instead” offer
themszlves (2 2 sign cutside the hut cleadly sates):

Four higher bye thee our (I gp)
oar dey (5gp)

They will usdetake cven the mast andaous and tevolting ks i relum
for their fee (paid in advance) but will ot fight usder any circumstznzes,
It u.\,y ane provenled from flesing from combat, they will simply cawer
and whimper.

C. Trollbooths
Each tmilbooth, in addition 10 being a tallbooth (see beluw} is also a fasl
food franchise. The tolls serve 3 wide varety of delightful bumgers and
milksbakes which are very nutrlious, bal always faste ineredibly bland
The food is wade from an smaesthetized irollcaw, which lives in the
milking/miseingburger wachine in the kichen 51 the back of the booth.

The rells (5 to exch booth) sell barpers &nd “shakes for Ldfisp esch, and
they are the equivalent of cae complete meal (and ne, e trelloow doesn's
wgzzere inside scmebody who has eaien a burger). Unformumaiely, the
anasthetic used co the trallcow sometimes becomes very concemimitad in
2 padticalar partion. Thers is a 1 in § chance hal anyone eating = barger
ar drinking 3 milkshake will fall ino 3 deep sleep far 4-16 tums waless
They Save vx Toisoa

Anyeae coming within 100 feet of any trellocth with no inteation of
buying anything {and the Sralls always seem ta know when this s &) is
522 1pan by three of the trells These are the chef, the chicl washerup md
the anaesthetiss, whe will demand a toll for use of the ground arund the
trallsoath of 185¢p from cach pemson. The twa counter trulls never leave
the trolthoath.

£ Trolls: AC 4 HD 63; hp 39 eack; MY 1200207 AT 2 clows
D LGS0, Save 25 FE: ML L0 AL Ni XP 850 each: THACD
rogenerale damage Shp'mund; Exsé

The trolls are drssed
badges with the messipe

Inthes appropriale o their jobs, and all wear
I'm Rogald. Can [ Help You?™ is Common.

The wolkow is & cowilmll crosshreed, with identical stalistics 1o the
ather trolls although it Bas oo atacks and is always fast asleep in the
mizeer.

The caly treasure of note inside each trelTbooth is 10420gp in assoried
coins and 1-3 flasks of snacsthetic, each with 3 doses, This will send
anyone who drinks it (o comes in skin contact with m 1 sheep for 4-
16 tums u=less he of s rakes 3 sucoessil Save va. Poison

ea-Roomsa
Like KJ. and the Doc (sco Getting Things Started, p.l] theae small,
plass-sided rooms ar: oo mere than images from umivese 92147.3a and,
Tike them, canued be louched, dispelisd or oiberaise affecied by the =
Each wea-mom will contain the imapes of 3-12 Garden Festival visitors
(equal oumbers of adulis and  chilinen) happily  enjoying  light
refreshments. These rooms are also the mest likely places for the mny 1o
enceunter ke imagss of KJ. and Doc isdulging in Light conversation
shout the PGEA (ste Trouble With Liute Universes and Chosdng
the Paradox o p.2).

E Scrying Fools
Ezch of these is a small (3-foct-dizmeter) poal wilk 2 sloze nurglema AL

& Up the Garden Path




firsl, azyone locking ino coe of these pools will see the reflecizd image
of the meom in the night sy (even duricg the day). Afler & fow momests,
Bawever, the image will changs and the viewer will see a visica of the
impending awfl destrocticn of the Sioke Garden Festival fand everything
elszt) in universe 82/1473s.

F. Slgnposts
These complesely useless and meaningless stnectures book just like the
kind you wenld have found af any scuntry rad-fanclion in pre-war Brilis.
The possitle destinaticss indicaled on them include “Here”, “Them™,
“Anywhers", *Somewhere” and “Nowhere”, asd the distinces range frem a
Few inches 10 several lightyears.

G. “First" Aid
A drisking foustsin — geddn?

H. Shrines
These small way-side shrines each appear m fimst sighl Lo be dedicated to
coe af the deilies familiar in your campaign (your choice). Closer
inspecticn by a clerie, however, will reveal that important details of
design, inscriplion ele, are either absent or incamect

1. The Barren Plains
These deselats ond wild aras am flal & billiard tables, windswept and
. The only sound is the wind (spparemly from beyand the beundary
af the PGFA] that blows through the ruther scrabby grass and weed
fussocks thal pockmarc the area. Altheugh the Bamen Plains cover only 2
small part of the map, they always ssem 1o be much bigger to asybody
wh 3 acsually standing cn them — as big, in fact, 48 you want!

This is the home iemitory of many clans of savage gooll barbarians (see
The Enceepeh, Pull-out Sheets TIZIT). Moest cncounters oo the
plains will be with groups of goolls andlor their hends of hxands. Instead
of simply miling for eocouniers oo the Wandering Inmates Table
(sez Publcat Sheet IV), you should roll 1d6 for every hour spenl on
the plaizs. A resul of 1 indicales no escouster, 2 mill ca the Day or
Night column (as appropriate) of tbhe Wandering Jmates Table, 3 cr &
Lizant Hend (s2e below), 5 or & Enceepeh Huating Pany (see The
Encoopeh statistics, Pull-out Sheets T&LI.

1-2 Encecpeh Lirardherds: AC 6 HD 2; hp § each; MV 0D30); 3AT
1 weapon; [} by weagen+l; Sove as FL; ML § AL C) XP 20 each; THACD

1B; aned wilh spears (D1-6); gnall — B30,

220 Glant Lium AC 5; HD 4 hp 32(x1) or 20 cach; MV 120740
BAT 1 béu 16 Save 2z Th'hlr.r 3; ML 7 (oe 5 AL N: XP 73 each;
THACD 16; |mn|= drops to 5 if the lizardverd(s) of the 3}hp Mnu‘hul
{the Leading bull) as¢ Killed; specizl moaster — of Lizand, Giart, B3L

The lizantberds ame yousg nelvelwamiens who have bees given coe of
the moee boring jobs af the clans. There is & 50% chancs that they will
‘be asleep when eocountered. All have alam homs which they will sound
if the herd is thestened 2= they have the apportunity. Help, iz 1he shape
of & Enceegeh hunting party, will aoly tum up afler 2-8 rounds, ad may
ot (75%) bother tuming up at sl [f sdacked, the herd {2 bunch af
remariably stapid enimals) will stampede lowards te PCs.

J. Mora Ba:
These stagperingly desclate areas m iike the Bamen Plains (1) but. If
anything, tey s even more borng asd deprssing, Mot even the
Enceepeh bether Lo veslure here. While the PCs are in thess arcss, do 2et
bather relling for randem encounters.

The Inhabitants of the PGFA

Being (very) rocent crealicns in a decidedly tempocary usiverss, the

wha live in the PGFA — or the Garden as Lhey call it — do oot
have a solid history or background to serve as the foundation of their
lives For the less ictelligenl creatures, this s nol oo much of a
dimdvazizge (ihough same sill acl faicly stmngely). The imelligent
inhabitants, howeves, have more of 3 problem since their cullures are, 1o
sty the lesal, skedchy in TAnY Tespects.

All the inhabitams of the PGFA sr_:k a variety of the Commos ioague,
5o the PC3 will have 50 difficulty in communicating with them. However,
mwany wonls do not exist for the PGEA inhabitants because the cosceps
tbey relale 1o have never existed in their world — wany of the woeds
releting 1o Wealber, $1ars, many creatume pames and terms etc bave no
meaning 1o PGFA people. Fhrases euch as “It never rains, ban it pours” or
talk of crealires ool fousd in the POFA will oely receive blask stases and
unesy rescions.. You can use (his Mok of langage to eonfuse the
plryers as mach a3 you like.,

Organised Groups

Thers are five groups of imelligent creatures in the PGFA. Full denils of
each of these groups are piven on Pull-out Shests l-lll You mzy find &
usafial to memsove thess pages from the centre of the rest of the

Wanderers

Randoen Encotnlers ean happen 36 most plicss in ibe PGFA, and the
Wandering Inmates Table (Pulloul Sheet V) gives ditalls of the
various crealimes lhal can be encounterd. Siistics for mest encounimed
cresures arw givem e e same page. Refereness are made 1o these
‘statistics in other parts of the advenlure.

Locations in the PGFA
1. Maypole Hill

The view of the boundsries of the POFA fro Maypole Hillis excellent,
although @ is not possible 1o see all of the place itself, thanks Lo
intervening trexs and the like. As a resalt, the tep of the hill is wsed as a
look-oul post by besh the Round-Ezrthers (who are walching for retusming
ships) 2z the Cult of Pra'aazps (whose members are watching for the
Coming of Pra'asaps). The Round-Eathers alsa use the Bl top for their
symbolic world dances, and for their infrequent “flatter” bumps.

AL the very top of the hill, the lwo groups bave buils a Bll post with a
eraw's pest on top (similer 1o o ship's mast), which can w:}»ed by a rope
ladéer. The view of the borders of the PGFA is even betler from ibe crow's
nest, but would not be improved for 2nyans using the binoculars which
may be found henging fom 3 peg in the cowls sl These reversed
dnoculers mike obj lock emaller even whea looked through U
right wey. They are cue of the contmadiclions which can be used 1o destroy
ibe PGEA. At the moment Lhe leok-ouf post is not in use.

2. Railway Station

This Statice i5 no longer 3 siop on the GL&SR mevwork, although the
Train siill passes throngh — at speed. The Statica is sill & neat and 1idy
as the others, bul both the ticket windows scem to be closed and,
unusaelly far the GL&SR, nobody i waiting for the Train, The wailing
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roam is full of statues of erealures in the PGFA, the victms of the medss
who now lives in the Gickel office end preys on the unsisspesting fail
SIS,

Knocking oo ome of the ticket office windows will bring the medusz, whe
will achieve sutomatic surprise — and the BC is not entitled to claim tkat
be ar she was looking away whea the shutter is pulled up, revealing the
medun's fearsoms gaze.

1 Moedosa: AC 8 (see below); HD 4*%; bp 25 MV SUG0Y #AT 1
snakehite & special; D 1-Sepoisen; Save as Fd; ML & AL C XP 175
THACD 15; Save vs. Tum lo stone or do, allack al = if ool Jookisg at
hier, snakes attack at +2; the medusa’s Saves are al +2; B34

Unless the office door is broken dawn and the fight camied oot in the
tickel offies, all anacks will be at -4 through the ticket window. Once the
meduss s wounded, ghe will close the window and hide beneath her pile of
treasure, This consisie of some of the clothing of her more expensively
dressed victims, ml.lul],nE u closk of fine pold thread (wonh 400gp), 2
fine satin dizmer dress (S00gp); 2 suil of fuman sized) lether+l, &
displacer cleak and o polion of speed. There are also 157ep, 1305
asd 200gp 1o be found the the pockets and pouches of her olber
“treasare’ i.6. woahless rgs and oiber ald clothes.

3. The Spring

Here, o stream of fresh water bubbles from a erack in the rock, filling &
clear deep poal with ice-cocl water. The poal is well-stocked with small
(harmiess) fish and sumounded by sweet-smelling Aowers.

Contnued aler Pult-out Sheats
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The People of the PGFA

Abough each groep dessibed an the pull-ou beet as a hoe base and
places whers they are mast likely to be encountered — (ke arcaly) given at
te smart of cach section — they are far fram being passive. Parties. from
each grouping may be encountersd just shout anywhers in the PGFA
choice, of use the \\‘nh-lcr‘lng TInmates Table, sce pull-oul sheet IV).
The groups should peovide flies 1o invelve the
TCs in the life of the PGEA and are far from being either cannoo-fodder o
a meass of wiping out the party. They all have their own aims, beliels
and knowledge of the Ginten (the PGEA) and can be wsed by you 1o help,
Einder, beuse, amuss asdor sbuse the

The Round-Earth Society — 6

Ma's ability 1o be really perverse in whal be believes (in the face of all
evidkeace o the contrary) knows no bounds — and the Round-Earthers are
extremely perverss in whit they believe,

The Ganfen warld is round (1ike & ball — ne, rzallyl) and it is pessible to
sail right reind i, They have sen out numercas ships, ander the command
of Sea Caplaiz-Explocers, and watshed them fade into the disiance in the
Greysea (theis name foc the Veid of What lsn't which, of course, absorbed
the unforuzate sadlocs and their ships). Despile the fact 1bat mot a single
ship hes retumed from sifling reund the werld, and coe bas never, ever
fumed up on the other side of tbe Ganles, the Rousmd-Eanhers remain
convinced that they are right and the warld is round. The pon-returm of the
ships is viewed as proof that it is a very long way around the Garden, and
that the other side of the world must be very izteresting (which is why Lhe
ships" crews stay there).

Despile these rather etrange belisfs and their somewhat paritan canues,
the Reund-Exthers are actually quise @ friendly growp to mest pecple.
0«1 displays of magfe (withom good reason) make the somewhat
emly besasse “magic is a bil of 3 flat-weoaldy thing”, They will,
s, become extremely annoyed if their beliefs are challenged or
mocked, and will eventmally um on anyone who doss so and mitack the
“Matter heresic™. The entie Round-Eanher populatios will join in sach an
antack, with the bope of witnessing theic majoe form of entertsinment:
goed “Taller-bummizg”,

In sadiian 1o their seaguing expedisaus, e Round Earturs dlzo sed
uting pastics into the rest of the Gardea 1o find the land-roue
round. Tt Wil 5o fer, theso groups, under theit Land Caplai Explores,
have net met with much success as trailblazers as the Greysea scems Lo
campletely surmound the Ganden, but they keep looking! One or twa of the
mane advanced (hinkers amang the Roand-Earthers have now come ta the
conclusion that ke Garden is probably an island, bul the cxploration
tties ame still sert oot and can be mat all over the PGFA (see The
‘Wandering Inmates Table, pall-out sheet 1V).

The Round-Eanhers do possess some stmnge iems which are eoe of the
contradictions that cam be umi tocoafms Hfman- each Capiain-
Explorer has, s o symbel magner, which is
sipposed. CS\ﬂlbdu‘all\r] o pull D..m amd bis expetiion back to the Round-
Tanbers,

The wooden magnels do, in fect, wark just like onfinary magnets, but foe
wood mther than femous materials. Rather than being sfrective to iran
filings, ald nails, saunds and the ke, wooden magnels pick up sawdust,
wioed shavings and Twigs.

No Round-Earther woeth the name will part with a wooden magnet withoual
good ozsan, and flaltery will gt the PCs mawhers — except a birsing
stakel A .,.r\,e bribe (more than 250gp) 10 oae of the Council of Rounders

r perfoming some slber semvice lo lbe comemunily, sich as
Mnrx_»_nv a “flatter”, or helping with knowledge of the Garden will be
seen as 3 good fessen This will be mowanded with Hemorary Caplaiz-
Explocer statns 3sd this will be symbalised by the gift of 2 wooden
magnet, OF course, if the PCs can persusde a Caphin-Explocer to lend
e & wooden magnet foe a while, they can make their own by Tepextedly
stoking it along 3 wwigl A weoden magnet mads in this way woald suffice
a8 3 eontradietion foe the purposes of destoying the PGEA.

Typical Caphin-Explorer: AC &
L3040 #AT | wrapons
175: THACD 16 for better).

4 for beltery Fighter 5 ; bp 30; MV
D by weapam; Save as F5; ML 13 AL N; XP

Captais-Explocers gt the best of everything in Round-Eanher society a5
they ate tue folk heroes, They will usually bave besutiful chainmail
armeur (worth at least 3 times normal price, and with a 50% chance of +1
qualily and 4 25% thance of +2 uality or bemer) and their amns will
always be of a least +1 gualily, acd probably (75%) +2 qualily, Cupain-
Exphrers prefer swords (D1-8) and small axes (D1-4) as their weapens af
choice.

Trplesl Round-Earther: AC 9; HD 17 hp 4 each; MV 1200400 8AT 1
weapon; D by weapos; Save as Narmal Mas; ML 12; AL N; XP & THACD
20; 1he Round-Eanhers are usully unanmed, ban have aceess 1o spears and
elubs [boch D16}

There se #bout 200 Reund-Earthers in the PGEA. Most live in the villige
(6), afthough a few have been convemed and have become Culliss of
Pra'ssaps (s0¢ The Cult of Pra'aaa ot sheel ). The convens
$pl leir lime between the Temple (4) acd the village, They are alvays
the firk 1o velurioer 10 go on Land expediticas as s allows them the
chance 1o be firsd in fsding the way round the world and 1o keep a5 oye
vt far 5o Comisg of Pra'aazps.

John *I ain't really ‘ere” Smith and
Friends — 15

Ameng the clfier crestures, especially the Round-Eanhers and the Cult of
Pra'anips (sec pull-out sheet M), that bave arises in the PGFA, Jahn “I
ain't really 'end” Smith is feared asd not talked abowl, excepl a3 the “The
Groy Magician',

John ete. i a magic user who has concluded (comeelly) thal ke dees oot
live in & “proper” usiverse, He believes (Encormecily) thal the Garden is a
shadowy (usion asd dossa®t meally at all. Furbenmore, if the
iltasion of the Garden is life, then life itself i an ilision: a shadow of
“somwihing else” (Joha elc. is ool oo sure what the “something elss”
mighl be). His theary would be tenable if the whole of the Ganfen wene
like his palace (I5) — a mere three cimensional shadow — but be
dismisses the salidiy of the res of the place 5 “relevant data™

Altbough be &5 3 magic user of some skill, his “life is an ifusion™ thecry
has made him prone o fits of depressicn, and comsequently he gets il
magical work done, Dusing I I.\"'\S‘:i\‘l: beouls he does no wosk o his
ultimate “Dispel  Everything I, bul semds his geands, “counlers’,
“eotmparions” (all shadows) :wl ks pets (shadow wolves — ses \m
Maonsters, pl€) oul inio the Oanden 10 dispel reality a bit a1  time by
killing off ‘lbe otber ichshitanis Despite this apparenily ealloas ats
Jeln ete. i8 oot en cvil men, he is just obsessed with brinping
‘warld/iflusion to an end.

Jchn ele.'s polace s well guanded by his shadow ercatures, but if Le PCs
can get past them — and they wanage not 1o kil Jekn when they da meet
him — he will be eourteots and willing 1o be frendly. He will became
positively esthisiastic if and when he discovess st the PCs are trying f
¢seape from the PGEA sndior destroy it, and he will offer ta help them
wilh keawledge hout the Garden and its inhabitants, He knows very lizle
about what is geing o, excepe that “they are all illusions”, especially the
Cultists af Pra'aaaps who have even persuaded sewse of his shadows ko
Join them!

He docs, however, Lnow about [MabutT the part-Quirk (e 28, pax and
New Monsters, pl6). He does not kmow the true pature of UTanbuiT,
soeing il a5 “the source of all lfusica and falsshood”, or how 1o destroy
ke creature. He can give an scoumte deseription of the part-Quirk,
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althowgh whether this will help or hindes the POs i5 opes to debate. ..

Tohn also pessesses a contmdiciory object, which can be used to desmoy
1ifanbuiT =nd the PGEA 1L is a shadow simdind dal produces 3 “solid”
{rather than a shadow) 1o indicale the lime.

John Smith, The Grey Magichn: AT 3 MuS § hp ; MV 120080
#AT 1 weapon of spells; I by wezpan; Save as MuS(eZ): ML 9; AL N(C);
AP 1750; THACO 13; § 10, 1 18, W 8, € 13, D 17, Ch 15; amned with
shaduw  dapgersd  (Dl-4434special); woan  ring of  protectivnsd
22 shuilow elosk.

John's shadow day
rolls, and has an
(see New Monsters, plf). His shadow closk allows its wearer io hide
ix shadows 25 though be cr she §5 n Thiel of tbe equivalent bevel (385 in
Joha's case) and also gives ACe2. Thess ilems, the shadow sundial and
his spell hook are the caly treasar: that Joha cle. possosses.

a +3 bomus 1o hit z=d damage

Spell Book:
Firs Level: Charm Person®, Hold Portal, Light*t, Shield®,
Slecp
Secund Level: (_w."un ||gnl-r Invisihitity*, Mirror Image,
antasmal F
Dispel Magic**, lnlra\i.dnn
Polymorph Others®, Remove Curse*

* Spells wsnally rememshered. 1 Reversed form wiaily used.

3444 Shadows: AC HD 2+2; bp 14 each; MV Wrﬂ]. #AT 1; D 1-
4+ spociil; Save as F2; ML 12; AL C; XP 35 exch; THACO 17; dmin 1
poinl of srength, immupe 1o sleep, charm e, mpeise 1-5, need
mgieal weapan 1 hil; B35,

14643 Shadmw Wolves: AC 3; HD 4+1°% bp 20 esch; MV 15[y,
T L b D 1 specal Sive 33 MuS; ML 135 AL C; XP 275 eachy
THACD 15; bite causes lhpround “fading’, need magical or silver
weapors ta bt see New Monsters.

Oblivious the Spirit Dragon — 18

Despile appearances, Oblivious me Spirit Dragon does not have a drink
problem. He cowld siop at any time; and aften he does stop drinking —
ustally when his flagon is empty.

Chilivions was omee 3 white drgon, but years of fine brandy have reduced

Eitt o an of-hrown coiour and meliowed him izfo quite 3 friendly

minicas (2 small tribe af miber pathetic orcs) spend their

ng in the vinery (se¢ 18) moking wine for Oblivioas, wha in

mm profecte Them against hosile elements within the Garden. Ohlivious

and the ores aren's 100 sure Who the hastiles ate — but they have yet to
Siack 30 Oblvicus st be doing 3 good jobl

It might be the drisk e o peculior property of Uhe POFA, but Oblivious
his an imlerestizg memery. For some measca he ean remember people
before he has met them, and you should make full use of this when
Oblivious meets the PCs for the fint time. He will greet hem as long lost
fiisnds and commdss-in-cups, and insist thal they "come and finith the
bottle, hie™. If the PCs refise, Oblivious will be hut, but nel loo upsel
a3 13 will mean more dinkies for him!

In comversation Obliviows will happily promiss 1o tell the PCs anything
they wanl to koo, but only after the next bowle, Comversations with the
dragan ame, quite simply, exlesded boozing sessions. Each PC who spends
2 reund talking Lo e=d drinking with Oblivicus should wake 3 coositzion

¥ check or fail ino a dranken stupor for 4-15 nims. The dée mill is
also modified by +1 per rou=d spent drinking. When 3 PC awakes, he or
ghe will also suffer from a massive hangover wilh similer effects 10 the
dragen's hreath (sex below).

Oblivious, the “Spirt” Drngon: AC 3; HD &*% hp 40 MV &0
() Alying 240 (80%; #AT 2 claws'L bite or | breath; D 1014216 or
special (see below); Save as Fe; ML 10 AL N: XP 725 THACO 15; spelis
— charm persa {2), magle misslle; of. Dragons, BIS

Oblivious finds landing-a bat difficuls when he has had 2 few, and
(sometimes) inadvertastly lands oo top of people. If be spois the party
while he is flying he will swoop down to say hello, as ke will
“remember” them (ste above). All the PCs shoold make 2 dexterity ability
check or be undemesth Oblivicus when be lands taking 348 points of
darage. He s always lemibly apologetic 10 the survivors (f amy) of his
landings.

The dmgoo is nol too keen on fighing and similar suff, but he will
defend himeell il he is pushed His breath weapon is a cloud of alccholic
fumes. All caught wilkin the eloed should Save ve. Poison s -1, or be at -
210 hil, AC &nd Saves ustil they sober up in 204 howrs.

\FPull-Out Sheet If

Ohsliviows has no tressure 35 such, ban his orcs do bave {and use) sguire
wheels al roll smeetly co their grpe carls Thess ars one of the
contradic chjects thal ¢an be used o confroot IManbulT. Chlivious
will be unwilling to with somcthing connected with his beloved
vinery. 1f the PCs can persuade Toudshfax (Oblivious' younger hmcr\ cr
whom he often speaks) to abandon the Cult of Pra‘aaaps Oblivion
them ke & square wheel from a broken prpe A..cr-.auvr\v.
Oblivicus will par 3 spmre wheel if the PCs present him w
interesting new diink — pethaps soeneshing they have brought
POFA with them, or from the Lonely Wanderer Inn (23).

The Enceepeh — Areas 1, 9, 11 & 29

The Enccepch inbe aro gmolls and phins babatians — cr, mom
accurately, car park basharians — ko ceczsionally sl over i he
rest of the Garden to pillage and attack everything that meoves. After all,
they are barbarians, and bartasians are sappased 1o attack thisgs, OF all
the gromps within the PGFA, the Enceepeh are the mwast stmighsforward,
and their philasopy can be summed up very simply: the tribe and the
clans are all; everybody else is a civilised womm.

The Enceepeh have a largely zomadic calture, livig in clan groups that
wander the Bamen Plains (Area 1) with their hends of piant Ezands. The
vasious clans also send cut hunling and war panics, and it £ thess that
she PCs s mess likely 10 sacountern,

War Pa
206 Encerpch Warriors (Goollsh AC 4; 1D 2; bp 13 each; M
90{A0Y; AT | weapom; D by weapane]; Seve as Fl; ML 15 AL € XP
20; THACD 18; armed with batileaxes (D1-8), two spears each (D1-6) and
lemghows (DL-6) with 20 amows each; each wesss chaimmail armour;
manle is always 10, as the Exceepeh are fazatics; exch rides a lizand (sz2
elow) which Fphts as appressively as its master; B30

Glant War Limrd: AC 4 HD 4 bp 32 r_.c AV L20(400; 24T
D 1-§; Save s Fighier 5 ML 9 for 33 AL N; XP' 75 each; THACD 1
tmrale drops to 5 if the rider is kifled; sach vu,ans chain amour; special

monster — ef Lizard, Giant, B3

Hunting Party
These are the same as abave, emcept that coly 1dd=1 gnolls” will be
encouniersd and thelr amvour class (and shat of thelr moums) will be ACS
There is & 25% chance that ecach Enceepeh will have a hustisg slirge
sidding on his WrisL

1dd+1 Stirges: AC 7; HD 1*; hp 5 cach; MV 30010}, flying 180760
#AT 1 bite; D 1-3; Save as F2; ML 9 AL N; XP 13 each; THACD I
blocd drain l-\_".'m\d BE

The clan groeps, Stge-Cacher's, Bmken-Amoo's, Lizand-Strosk-Dumh's,
Crazy Lizard’s, Whie Gecko's, Sining Limnl's, and Mooo-Shadow-of-
Lizard-Crossing-the-Lake's, ore each mmed for their chiehsin, It is up o
you t decide when the PCs meel a clan preeping as a whale whes
wandeing the bames wastes, deponding upon the exast flow of the
advenrure. Each clan has a Chicltiin and retinge (1d442 16hp individuals),
4d1l Enceepeh warrioes, 5d8 females, 1d12 youths and three or foer herds
of giant lizands (soe the Barmn Wasles — Area T — for statistics).

vy




(Enceepen femates and_jouths: AC & HD 3 h|1 3 eah; MV
30 #AT 1 weapan; D by weapon: Save as & AL C; NP IS
exch; THACD 15; armed with spears (D1-6f; Grell —

The Enceepeh have lisile treasare cther than their lizasds, their asms and
an two or thres pleces of jewellery cach (woah 1d6gp).

Esceepeh war paities will 800 necessarily try 10 kill the PCs until ece or
more of their own nusber have been killed. They will atempt 1o
imtimidate the into sumendering, so thl they can be taken to e
Amna, to fight ia the Enceepeh Rimal Games (see 29, The Arena).
Survivoes of the Games are ua\nl'-'l? affercd ewmbership in oo of the
Encespeh clams,

If, bawever, the Escecpeh encounter ke PCs in their busial grounds (see
1. The CIiffs) they will attack without th the comsequences
(ML will be mised 1o 12). The Eaceepeh believe tat nobody else is
entilled 1o tread ca soch sacred ground where the spirits of their aneesions
can walch Lbe waler in the hies (which are tegarded as “heaven™ by 3
group that never see open water on the Bames Plains).

The Cult of Pra’aaaps — 32

The Cultists of Pra'aaaps represent the grestest polentiad threat 1o the FCs
and their slemps o escapeidestoy the PGFA. While the Round-Eanthers.
and the Enceepeh ane dangerous if crossed, they are only incidental hazards
of the Garden.

The Cultists have a better idea than most in the Gamlen tha their wedd
isn"t quite narmal. They are a mwilitam sect of meligions fanatics, who
belicve thal only through their fith will asyone be saved on the day of
the Coming af Pra"zaaps — The Day The Gardes Ends.

The cult was staited by Rister Stimupeup, a cesteur who was unforiuzate
encugh to =umble into the Compass (28) durizg cne of [FanuT's mare
coherent phases. After Uyiog W allack the par-Chore, Ritter lisizred 1o
the IMankianT *s ramblings and then did his best 1o interpret whas he had
heznl A5 usual in the PGEA, he menaged 1o pet it dighely wrang...
Ritter wrote down his experience and what he thought of [k in what
becamne the Book of Pra'aazps. That IffanktT was o (miher penty) god, or
rwo gods (somelimes) who hzd besn cast o of the Celestial Realms (or
someabiere) far seme crime (or other) was obviows, That 3 “P'raps” was
another god who would cne day come and release the ether 1w was also
abvious. This memt that the =Tif* and “Boout* were trapped iz the
‘Garden, their prison, awziting the coming of “Pra‘asps™ (o release them.
Azd, when this release comes, what will bappen 1o tho Ganden? Surely it
will be the End of Everyshing?

Tigh Magister Rister (35 he now sivles himsell) kad lile difficciy in
persuzding mazy crestures in the Ganbes hat The End Was Migh and tha
caly the Chosen would be saved. The Cult of Pra’azps was bom, and the
Cultists established themselves in the Temple (32), which had sbulsusly
been provided for them by Fra“maps.

Ritter's beliefs have miured somewhsl since the early days, thanks 1o

constant debate with bis (d]awrrs The Cultists still believe tha the

Garden will end when — nof if — Pra‘azzps comes 10 free his brother

gods, Tif and Bevur Thcy Eve in a kind of asticipwory temor of this

time, the Coming of Pra’azaps, as Riller’s theclogy dees not [nclade an

afierlife 25 such. Thase in good sizndizg in the Cult will survive, if only
cause Pra'saaps will rowand loyal senvice.

They have also come to the conclusion thal some crealures in the Garden
might be Servitars of Pra‘aaaps (mostly those whe do not agree with their
wviews). These Seniors are chwicusly up fo no goed, because they will
bring aboul the Coming before f1s appodnted Lime (whenever that might
be). The Cultists are thenefore very apgressive 1o anybody they eee as
Seqvitors, besause the End might amive before they are Tesdy fo il

The Cul's inherenl confusien regerding Pra'maps 08 somelking 1o be
weeshipped — placated might be a betler temn — and swsited in semi-
teror makes them very sensiive o critiism asd clwer “herssies”, The
Culists will actively woek against the PCs if they discover Lhas they are
Lrying 1o escape from andioe sesway the POFA. If Laey do find out and
hey gel the charee, the Caliisis will love nathing beter than 3 (nealy
impantial) show-izial before High Magister Ritler 224 the Lesser Magisters
of e Cult, followed by a quick execution.

The Cult ipow where all the commdicory ohjests (s The
Contradictions, p 3&4) in the Cosden are loca
manifestatioes of the power of Pra'asips The PCs
e contradictions if the Cuttims do nct kpew their fro molive ia
sollecting such informaticn. Aoy infarmation that they do give 1o ke
TCs will be in the fonm of il (znd mther crpptic) Wiemsees: “Fra'azaps
walches over the dead with that which was dead”, for example, 2 referazce
b the roses at the CIHE (11).

e

The Cult of Pra’aazps also has a comradictory object in ils posscssion 2t
durifleme — s unfine which “bums® astes back it their orgiml
form. The darkflame is kept at the centre of the tesmple and is fed ashes
freen fizepils day and night by the Cuht acolytes.

The Cult maw includes at lesst cae of two of most creatares within the
Garden They their time holding services in the Templs,
mnl:mpl:lu\g Runu*s Book of Fra'aaaps, wesdering the Ganden fn seach

nher comverts and witchizg for the Coming of Pr'saaps from
Ma,-pdg Hill (1) and the High Waeh (20).

The Ruling Couneil

High Magister Ritber (Slirrupcup), the cemtaur: AC 1; Qleric 7;
hp 24 MV 1E0ET; AT 2 hooves/lweapan; D 1-6/1-6%y wespan; Save
23 £7; ML 12; AL N; XP 275; THACD 14; spells — 3 x Ist, 2 x 2nd, 2
% 3rd; has ceremanial platemall+2 and mace +3 (D1-6+3); Ex47.

Ritter alsa has two podions of human coabrol 2=d 3 st of four
horseshioes  of  levitation  (identicsl  effects  t0 boots  of
levitstion). His borwshoos moy be fitted to any borse oe centaur, but
‘his platesail 2 s useless Lo any cresture cther than #sother ceztaur,

His gpells am commelly of a helpful eatire (he never misses an
apparunity o impress and infleence followers and potential followers)
such as cure light wounds, but you sheuld alter his list of awailable
spells 1o fit the cicumstances. otme alveniure.

High Magister Rizsier is miter sensitive sbout the name “Stimipap™ and
will nct take kindly to anyane who uses it

Leswr Magister Shade (Shadow): AC 7 i o Dac 5 b 25 MY
SNy FAT I D 1 + special; Save a5 C5 ML 13 AL C: XP 400;
THACD 17; druin 1 peint of strength, inuvene " Jun. charm ete, gain
suprise 1-5, need magical wespon to hit; spells — 2 x st 2 x 2nd;
B36.

Shade is ibe selfappointed Inquishior-Oencrl of the Tem
should mssign him (U7 s\m of an approprisie
wounds znd the Tike, He i3, i
than Ritter.

and you
e cause light
ylhing, more fanatical in his beliefs

Lesser Magister ‘Toudabfax (White Dragon): AC 3 HD 6
hp 30 MV S03E0ying 28080, #AT 2 cliww] bite oo brewth; D 1-
A1 ar special; Save as C4 ML 13 AL N: XP 725; THACD 14;
spells — 2 x 1st. I x 2nd; B25.

Toudahfux it Oblivious' younger brother, a comvert to the CuX o of
barzdam. He has, however, beceeno o tnee believer afler boing given the
job of Temple Treasurer. You should feel free in assigning elerical spells
bl his spells also tend 10 be aggmessive rather than cursive or defensive.

Toudihfar alio knows the MU spells delect magic, magie misile
and shicd.

Lesser Maglster Fineas Phogg: AC -4 (-5 HD Cleric 3 bp 12 MY
LI{4Y; $AT 1 wespon; D by weapen=3; Save as C302): ML 13; AL N
XP 100 THADD 14; § 18 (+3043), [ 8, W 14, © 140:1), b 18{+3), Ch &
wrars plabemail+2, o ring of protectlons2? spd uses a shieldsl ‘u
expecting trukle); amed Wik 2 mace 43 (DI-6) spells — cure fight
wounds, prolection  from  evl; physcal atcks cuse only 12
points of damape.

A former Captain-Explerer for the Round Earth Socicly (ses pall-out sheet
1. Fineas Phogg came o restise that travelling amound the woeld was a b
flaile if Pra'aaaps was Coming and everything was dos fo end anyway, le
is now commitied 1o the idex of spreadizg the Cult, by foree if nocessary,
but be 5 canlent 1o be the Captain of the Temple Guard (see bel
Because Fineas whitls himself iato 3 semifrenzy in combal, all g sl
atizcks against him cause aaly 12 points of damags.

The Oéhar Cumsrs
4l4+4 Coltists: AC & Cleric 1 ¢ 2 ; hp 4 ar & each
BAT | weapan; D by weapon; Save as C1(C2); ML 12; AL xp u nrzs
sach; THACD 19; gells — none, or 15 1a; amed with maces (D16
e::h ri-as ldgp in mised coins (dosations froem ether erestures iy he

There are alwsys §20 Cultists 21 the Temgle, while cther groups can be
feund wandering about the Ganten.

The 244 Temgle Guards ase drawn from the ondinary members of the Cal,
Who are given shields and chainmailel (AC z: and (l;lr_ppeﬂ with
Thaces+1, Bnng selected a5 3 Temple Cuard ie 3 m. :M
Cultists who e chesen become particularly hnxml coce ca duiy, The:

like Fineas Phogg, can whitl themselves into & send-Frenzy in combal nu
st all phiysical aitacks cause only 1-2 paints of dsmage.

Pu].r-ﬂuf Sheet Ui}
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The Wandering Inmates
Table

Roll eveey hour for an encounter in the POFA. A mll of 1| (ca a d&4)
indicates thal an encounter tikes place. You should use the appropeiate
“Day* or “Night” column of the table, but feel free to alter any results snd
add exira cmes 10wl your players

e =\
Die Roll
GL&SR
Day Night Passenger Creature
1 - - Bees, Giant — see below
2 - 1 Centaurs — see below
3 1 e Enceepeh Hunting Party — see Pull-Out Sheet IT
- 2 21 Encecpeh War Party — see Pull-Out Sheet 1T
4 - 34 Gnomes — see below
5 - st Griffons — see below
& - - Oblivious the “Spinit" Dragon — see Pull-Out Sheet 11
1 a) & Orcs — see below
- z 7.9 Pra’aaaps Cultists (clerics) — see below
- 4 - Rats, Giant — sez below
9-10 5 - Round-Eurthers Explocation Party — see below
- 67 10 Shadows — see below
1 39 - Shadow Walves — see below
12 10-11 - Skeletons — se= below
13 - 11-12 Sprites — see below
- 12-14 - Stirges — see below
14 - - Treant — see below
15 15-16 13 Trolls — see below
16 17-18 14-13 Zombies — see below
17-18 19 16 Roll again using a different column
19-20 20 17-20 DM’s choice
\t Indicates the creatures are attacking the Trmin (or GL&SR Swation) rather than peacefully using them. )

Wandering Inmate Statistics

Mazy of the creasures which will be escomstersd 25 wasdering moostens
ame smply members of goups described elewher in e modsle, and
iheir amiosds 10 the party will be the mme 25 that of ®e main group As
for the olbers, il is up to the DM whether 1 make them friendly,
belligarant cr just strmnge.

When the panty fir arrives, there will be very few skeloloss or zombies
iz the POFA (uie the mmllest mapes for sumber appearisg). If the PCs
il off the ishabitaaty with reckiess abandon, bowever, e sumbers of
undead will rise (for cbvicos reasoes) snd you should seadily incresse the
numbers of skeletons and zoembies thet they encounter, mbsituting undesd
versicms of some of creatares they have killed (wilh the approprisie
numbers af hit dice).

= 1d10 Glant Boes: AC 7; HD 12% bp 3 eack; MV IS0(S0); #AT
1 si=g D 1-3 + poison (1-10bpk Save a3 F1; ML 9; AL N XP & ench;
THACD 19; BD26,

+ 2d4 Centaurs: AC 5; HD & hp 23 each; MV 180YS0); #AT 2
boaves'l swond; D 1-60-6/1-8; Save as B ML B; AL N; XP 75; THACD
16; ExdT. The centaurs of the POFA have oo fived home, asd small
groups of them wander a1 random around the gandes Alhough Hiph
Mugigter River (of the cult of Pra‘sasps) was onoe ooe of them, the
cemtzrs bave o aympadhy with the cukims (who ave always tryisg fo
cogvest them).

* 1d4 Gnomes: AC 5 HD 1; bp 6 each; MV 60007 #AT I shon
sword er 1 crosibaw; D 146 Save as Dwl; ML 8; AL N; XP 10; THACD
19; BD31. Thess will be employees of the Gnomish Shord & Light
Hallway Company (sce p4£5) out for a siroll between shifts,

* 1-2 Griffone: AC 5; HD 7; bp 37 cack; MV 120740), flying
3607I20%; $AT 2 claww] bite; D J-41-42-16; Save a5 g ML B AL K,
XP 450 exch; Ex31. From the Rocky Valley (27).

+ 2d11 Ores: AC & HD 1; hp 3 cach; MV 120040% SAT 1 knife or 1
agricultural implizent; D 14 of 1-46; Save as FI; ML 7; AL C; XP 10
each; THACO 19; BD35. These will be dif-duty members of the group
which serves Oblivious te Drgon (see Pullout Sheet I and
encounier Arca 15).

Pull-0ut Sheet IV

+ 1d6 Ordinary Pra‘assps Cultlsts (Cledck AC 9 Cl o
bp 4 or 6 cach; MV 1207400 #AT | mace; D 146 Save a3 Cl or 2= ML
1 AL N; XP 13 or 25; THACD 19, spells — nome or | x Ist These
cherics will be oot in samh of converss for the cule There is a 10%
chance that they will be accompanied by one of the semior cull members,
+ 3d6 Giant Rats: AC T HD 12; hp 3 each; MV 1207407 #AT 1
bile; I 1-3; Save as NM; ML §; AL N; XP'S cach; THACO 19; DD0G.
* Roand-Earther Exploration Party (see Pull-out Sheet 1;

1 Capialn Explorer- AC & F5; hp 3k MV 120(a0); #AT 1
wwoedi]; D 29, Save as FS; ML 12; AL N; XP 175; THACD 14

186 Round-Eurtbers: AC 9 NM; bp & MV 120040%; #AT 1 spear;
D 16 Save as NM; ML 12; AL N; XP §; THACU 20.
+ 1d6 Shadows: AC 7; HD 242 hp 14 each; MV SO0 AT 1
touch; D 14 4 songth drin; Save m F2; ML 12 AL C; XI' 35 caehy
THACD 17; BDIA. Some friends of Joha Smith (see Pull-cut Sheet T1.
+ 1d4+1 Shadow Wolves: AC % HD £:0; bp 20 exchy MV
IBT50); AT 1 bite; D 14 + sjecisl (see New Mongen) Swve as Mu3;
ML 12; AL C; XP 275 cack; THACD 15; New Monsters — plé.
+ 188, 248, 3d8 or 448 Skeletons: AC T; HD I bp § e MV
SUR0Y; AT 1 weapon; T by wespon; Save a5 Fi; ML 12 AL C; XP 10
each; THACD 19; D37, See above.
+ 1d6+6 Sprites: AC 5 HD 1 hp 3 each; MV 60Q0), flying
1B0YEY; #AT 1| curse per 5 speites; Save as Ei; ML 7; AL N; XP 6 each;
BDIE Thess are from the sprile villige (ares 19) If the puny hemt
bk e impecclesricagle  srulpbwre, ®e  gprbm  owaEl b
friesadly, but if they bave
= 3d4 Stirges: AC 7; HD I; bp § each; MV 300100, flying 1S076T);
#AT 1 bitg; D 13 (eoninuous); Save as FZ; ML 9% AL N XP 13 exch;
THACO 1T; BDA4
= 1 Treant: AC 2; HD & hp 43; MV 6020); #AT 2 braaches; D I-
12212, Save as FE; ML 9; AL L; XP 1200; THACD 12; Exse
A chosz friend of Abcrisexoatdumeous from the Saacomry ().
* 12 Troll: AC D 6+3; bp 41 eacl; MV 12000 2AT 2
clawwl bite; D 1-6/1-6/1-10; Save as F6; ML 10; AL C: XP 630; THACD
13; ExSé.
* 2d4, 3dd, ddd4 or Fd4 Zombles AC & HD % bp 510 MY
SDQDY; #AT | claw of 1 woapom; D 16 or by weapon: Save as FI; ML
12; AL C; XP 20 esch THACD 15; DD 3%, See sheve.




Continsed frum page 6
The waler from the spring, hawever, Is wnwafer, which catsses Lol
thirst in anyone who drinks 2. Anyose who does s sl ttake 4 wisdem
ability check or imstionally fiee in search of some real drinking waler 1o
quench their now-rapisg thist The uswaler is, of coumse, cae of the
contradicticas which £3n be e o confront ITakuT (25).

A shon distnce wway down the slope is a musky pocl of water that is
nearest source of nonral water. Unfodinately, it is the the bame of & gray
oaze, which will take the opperumily 1o allack any thirst-crazed character
wha drinks from s pood, Umil a thirsty character bas had & dink (a0
actica oa the Tound spesk drinking), the gray ooz will be at +2 to hit

1 Gray Ooze; AC B; HD 3% hp 24; MV 10(3); #AT 1; D 216 Save 25
F2; ML 123 AL N; XF 50; THACD 17; immuse to cold and fire; B31.

4. Ancient Ruins

These ruics have an air of age about them, but they have never been
camglete buildings. They are inbabiled by a group of skelelons who 2t
cut & parody of villsge life: wending the (bamen) gandens, hengizg out
{winding sheet) washing and the lite. The eleletons are harmless asd will
caly become spgressive if aitacked Uslibe normal skeletons, however,
they cannat be tumed within the boandary of e nsins.

24 skelotans: AC T; HD I; bp & each: MV 60(0; #AT | weapon; D
by weapon; Save as FI; ML 12 AL ©; XP 10; THACD 15; canat be
timsd; B37.

Altbough the skeletcos are harmless, the six gargoyks who hive in the
coly [relalively) complete buildizg in the mains ars not. Two of the
gargayles will atiack the PCs a5 soon as they enter the ruiss, but will fy
off the instznt ane of them is wounded.

Their lair is 2 place of darimess (a5 Though produced by 2 contlnuab
darkness spell) with a temrible camion stench. The darkness is due to the
candle of darkness tha the garpeyles ook from 2 previous vicim
This is one of the commd objects wilkin the PGFA, and acts just
like 2 nommal candle, excopt tha it de- i
wreasur ks 8 suit of human-gred chalomallel, a quiver of 14 nomml
amows and 3 arrows+l, 2 short swordel, 43 vs fire creatures
and 3 pemns werth 200gp each,

6 Gargoyles: AC 5; HD 4%+ hp 31(x1}, 27 each; MV 5031, fying
150(507; #AT 2 clawsl bite']l hom; D 1-¥1-¥1-6'1-4; Save as TB; ML
10; AL C; XP 125 THACO 16 immune to slecp and charm; need
magical weapoms 1o Bit; the lugest (31hp) gapesle uses the short
sword+1, +3 in combet mather than his claws; B30

5. Wishing Well

This structure looks like the classic, quaint wishing well (with a Jow brick
wall, buckel, winch and siled waf). [t even has a small sign =ying “Ye
Olie Wishingie Wellis", and goMd coins clesrly visble at the botiom
benzath & few feet of waser. The difference is that PCs cacnat maks wishes
3t the well — tho wel ilself does Lat!

No mamer what PEs do 1o the well, nathing witl bappen. As they walk
away, hewever, those who have affected & s amy way will hear a
milieting from (he depths =, moments laler, something happens ta
tem. The kizd of “somelhing” will depend on what the individas! did ta
th2 well. These wha, for example, put maney down the well {or prevessed
clhers taking it ouat) will bave a nics surprise, while those who did the
well harm o¢ sale money from it will be unpleasantly sumaised. The
exact natuge of the well’s wish in either case is up to the ut hould
‘be unexpected and, pothips, mare amusisy thas amazing!

6. Harbour Village

The harbour willage (it b48 0 other pame) is the setlement of the

members of the Round-Bath Scciely (st Pullout Sheet I The

sppearance of the villige mabches ils inbabitants It comsists of plessiat

halfsimbered Bousss (neally painted black end white), amanped uloog

namow, bustling streets. Thess streets lead down 1o the quay whers there
a3, bouthouses, bout-building yans and 5o on.

There ate no inns in the village, but theme s a large, very molicable gap
in the row of buildizgs everlooking the quay. This was the sile origimally
occupied by the Lonely Wanderer [nn, but the villagers (who did pal
approve of frivolities such as simong drink) moved i, piece by pirce, to
ks present localion (see Area 23).

7. The Rainbow

The minbaw has twa functions in the POFA It is the support for the

Clock (se2 p4) and & magical iransperd system acmass the Ganden, Anyenc
stepping into the bands of coloared light where it touches the ground (e
poirts marked 7 ca the main map) i gemly wafted skywands scross the
arch of ihe rinbow 10 land with 3 very gentle bump al the ciber exd
Travelling aloog the mishow lakes caly 3 roends, bt durisg that time o
ather acivitica can b performed.

The journey gives a superh view of the whole POFA, and loaking dawn

from the top of the raisbow’s arch will clesrly show thet the Coempass

{28} s & central mexus point. Locking down oo either the Sprite's Spiml

(19) o¢ the Labyrinh (24) vill be a confusing experience, os the paths in
cages will soem fo change and mave...,

Finally, digging al either end of the minbow will roveal a largs crock of
o cuins (LS00} some 3 feet beneath B suface.

8. Stone Circle

The stone circle is as cerie place, atways shrouded in a faint mist that bas
mysterious man-like shapes moving in it Asyone standing in the middle
of the eclrele will hear faint meanings and wailings, aleag with a
fublermanean groaning. AL sight, the sones and the grss glaw with 3
faint blue-greenish light, and the PCs should be 163 that, from the comer
of their eyes, ey can see the gones move..,

The circle is actually harmless, although you shodld meke the players roll
a 420 whenever they ezier the ting, of sones. The die ol i mesningless,
bt the players o't geing to kmaw thatl

8. Fort

ith is tattered bansers, bind-lime stained walls, and heavy undergrowih
infesting the {pow-dry) moat and fawer pallisade, the fart has the air of 3
place long-shandeaed by s owners, Oddly, the walls, main gateway and
eourtyard are sudded with amows,

In fact, the fort has never acsually been permanently cccupled by anybody
in the PGFA, alihough the Round-Fadther Captain-Explorers use it ms 2
resting place somstimes.

The fact that the fort exists ot all is seen by the Enceepeh s a permanent
isalt to them. They Bave chosen to believe thal one doy their bamen
plaizs will be coverd in similar fors, whish will take =way iheir
oen! Despite the facl thet the fart i pearly on e olber side of the
Garden, and uncccapied, the Fxceepels attack it early (T0%) every night.

10. Camera Obscura

This is u Lall, windowless Sione fower with o forbiddieg aspect and 1
tnystericus xir. Tnside, the tawer i3 4 single chamber, reaching all the way
up into the roof space, with 3 tiny hale that lels in 4 single beam of
light. The chamber is completely empty, except for & pesfectly cimutar,
white marble table, some 10 feet in diameter, st in the cestre of the
fioar.

Once the dooe is closed, images of the PGFA are prajected onia the tible
Thiess images ca3 be campletely randoen, or you can use them o give the
players elies sboul tbe locations and natures of the cosimdiciory chjcels
(48 The Contradictions, 73] to be found in the PGFA.

11. The Cliff

These mugged cliffs are ised a3 a cemstary by the Enceepeh barharians (see
Pullout Sheets LEID) who lay ol the bodies of Leir deceasod
ribesmen on the many ledges overlooking the lakes (14), There are clear
ouies Jeading from the ground up fo these ledges, marked by Enceepen
symbels, carvings etc. Each tribe has ils cwn particular ledge,

The carpses ae all shrouded with Silken threads. 1 the shroud is remaved,
st af the bodies will be found to be well-prescved, if scemewhan
shrunken and Gessicated. The Enceepeh think that the cliffs bave some
mgical propeny which cares for their dead in this way, since they simply
leave the corpses and find them shmoaded when they el In fact, the
bodies are feasted on by gianl cocoon wasps (sinlar to giant robber fliss)
which presseve them inside 3 cocoon so thal they can mick us the visal
juices at lesure,

The wasps lve in holss in ihe eliff-foce high abowe the ledges and
reachable only by climbing. They are seerclive creatares which neemally
come ool cely o might and thes 39 net mnge beyond the €. Given the
ample supply of food provided by the Enceepeh, the wasps da not
vormally aliack crestures passing by or visitisg the ladges. If their food
supply seems ihreatesed, however, (e if PCs imerfere with any of the
cocoaned corpses), they will amagk, be it day or night.
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58 Ghnt Cocoon Wasps: AC 6 HD % bp 1D ech; MV wlm,
fying 160(50%; $AT 1 bl siing; D 1-lepamipsis (Save v

o be panilysed Tor 1dS+4 rounds); Save as F23 ML 10; AL N; XP 23 ad\.
THACD 18; New manster (cf. robber fly — B34).

Jawrted Roses grow ca lhe ledges whers he corpses ame hid Thse
roses are contmdictions (see () since they nol anly grow very guickly
but also beckwarde. Each bloom stars as @ seed-pod. This pod shrinks and
pathers up brows, withersd petals which ly appear on the

ground, Mexe, the petals become brightercoloured until the flower is in
full blooen, Finally, e flower closes up delicately 1o form 2 bud, ond the
busd finally shrisks until it vanishes back into the stalk. This process is
5o mpid (laking only an hoar in all) tat anyone examining the' mses will
netice il

12. & 13. Railway Stations

Thess are standand GL&SR stations as descrided in The Gnomih Light
& Short Raflway Company.

14. Lakes

These Jarge lakes preseat no danger to the PCs (apant from coes who are
beth stupid and urable 1o seiml) and appear = fist sight 10 be perfa:lly
ecdinary. In fact, they are home to flocks of water Meds (AC B HD 1
hp Save 38 MM Altbough these brightly-coloursd avizms have ?

aks 52 on, and are shaped like ondinary binds, they are achally
conlradiclions (gce p3) due to the fact that they live and “My” underaater
251 as ordinary binds live in the sir.

PCs standing on the shores of the lakes Wil be able to clearly ses flocks
of water birds "flyizg" trough the weed-beds; Lhe problem (sheuld the
PCs recognise them as comtradictions) will be how 1o catch one. Since
there are 80 many ways in which this could be successfully accomplished
{plos many mees in which the PCs can fail =— most with moist
comseguentes]), the guecess or faitare of any atempt is up to the DM, One
poizt ko note i3 that the birds flost 10 the surface unless they are “fying
of helding ome 3 plant (e.g. if affected by a sleep spell).

15. The Shadow Palace of John Smith

Although 1 looks very imsubstaniial — linle more lwn a thee
dimensicnal shadaw of 3 building Bamging co lbe air — Lo Shadow
Palace s a (Fairy) solid struclure, 11 i just possible o sce lhough the
walls during daylight hours; at night it &5 just passible to walk through
the walls, slhough anyone doing so will tike 14 points of damage.
Regardless of other cossiderations, 3 PC entering the Shadow Palace will
Lose 2 points of srengeh amil ke or e retims ta the Garden,

The exact floor plan of the Shadow Palice can be as slabomts a5 you wan
it 1o be, with a floor plan hat consianily changes (rmoms swap position,
rotale of are transposed) &5 the PCs move through it The palsce i grarded
by John Smih's shadew and shadow wolves (see .Tmm “1 alln'l really
Tere” Senfth and Frionds Pull-oui Shects 1 & 10, In ooe of e larpsr
rocms, Jebn is conterglating his “Dispd Everyihing” spell inbeiwsen
beuts of depression. IU s here tbat Jobn has bés contradicioey skadow
sundial.

16. Railway Station

Anciher Sandand GL&SR saton 35 described in The Gnombdh Light
& Short Railway Company.

17. Railway Shed (Dimensional Portal)

This iz where the FCs emerge into the PGFA as the anly passengers, ather
than the irages of K.1. and the Doc, o the Tris

Froen ke oculside, the Railway Shed appears to be 2 perfecily noemal
buitding. Through the windows the POS will be able 10 e poomss
polishizg engines, mpaisting carieges a=d camying cur enginering
wark. However, if the doors are opened, the building will be found to be
I'Iltd with & grey, formless Void, identical to that which surmounds the

A (see Outside, pd). If the PCs break a window 1o get in, ey will
m anly the Veid though the breaks while the enginecring gnames will
ill be visible through what glass remaizs

18. The Vinery

The vinery looks positively ussafe. For a sanm, it is made mosly of
glass, even the larpe doors ame glass! And who in his right mind builds
something Lhis big from semething so Mismsy? However, 18 lage snd
rether elegi=l preenheuse i3 complesely safe — it just books very odd to
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an}r_me {likz the PCs) from a medieval cultare. Between the grosnhouse
and the lakes are rows of carefully tended vines, 211 heavy with frait.

‘This is the home of Oblivicus e Spirit Dragon (sce Pullout Sheet IT)
and bis wribe of ors. He enjoys the heat tapped in the greeshouse — and
il also speeds he fermentation af his beloved wine!

The greeshouse itself is full of wine-presses, fermenting vats, casks, wine
boltle racks, plant pots with delicate vines in them and the sl of new
grapes. The entire place is spotless, kept thet way by the tribe of ors
who keep Chlivious in good spirits in renm for the peotection thal he
offers them. The ancs have guarters behind the lage vats whene they spead
mest of their time when mot pickizg the grpes — which prow very
quickly (2 new harvest is meady every foar days, which is just as well
&iven the quantities of wine tha Oblivious can pour dovwn his threat).

It is hero thal the grape carls {aciually grape wheel-barmows), exch with a
square wheel, can be fousd The orcs will oot let the POS take 2 squae
wheel without Oblivious' penmissicn (see Pull-out Sheet 1)

ma Ores: AC & HD 13 hp § u(h MV 1EIADY; SAT | weapos; D

vezpon; Save as T‘l ML 8 ar & AL N{ ; XP 10 each; THACO 19; .ﬂnn_
i b (D14), 12 agriculral implemants (D1-6); Oblivious cousts
as the group lesder, and, if he is defeated, the crcs’ merale will drop 1o &
B35,

19. The Sprites' Spiral

This strange copse is home 10 a ke of sprites, but the POs will oaly
find this cul sbeuld They manage 1o trach the 1ibe's camp at e conize.

This is nel as simighiferward as il sounds Te begin wilk, anyene
alerpling Lo move tough Lhe copse witkoul following the ]
amomaticelly become lost (no matter what clever trick they Ihm!: pl),
finding themselves back whero they started afier 1-6 tums If the PCs
Begin o fallow ke spiml peth it will lesd them o the camp evestually,
no matter which way round (clockwise o ami-clockwise) they go. They
cannot get cut of the copse even if they tum back, and leaving the path
Jost gets you Jast for 2 while, Omce chameters bave been 10 the camp (see
below) the only way out of the copse & &0 follow the spirl path again
(which makes it easy for the flying sprites 10 caleh up wilh them should
they 30 Wish). On the retarm 1rip, 1o palh takes the PCs out of the copse
o0 malter which way they go, and afler tkat, sheuld any charctens by o
re-ezler xe eepse, Lbe palh will just lesd them moend and round st they
et fod up.

Tn the middle of the spiml is the speite vitlage, wnwmu of tiny, mousd,
wooden ks amenged around 3 centmal apen space. In the middle of this
ama i 2 lage, flattopped mock ca u‘mm M‘! an impossible-friangle
sculpture like ther shown below. This, in cise you havat guessed, is &
coctradiction (see pl):

The sprites valus 1his objest more than anythizg else and will oot give 3
up willingly. If the PCs lake it away anyway, they will be victims of the
spriles’ curses. The exact forms af these are tp [ yoo — have fim!

20-30 Spritesc AC 5; HD 1/2%
1ROV AT | curse per § sprits
BO3E.

bp 3 exch; MV &I fiing
Save 35 Bl ML 9; AL N; KF 6 cacty;




20. The High Watch
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the sky from a sano seat hurts your neck and bickside.

Nelson knows quite a bit about the garden and the PCs may be able o
obiin some weful jnformatice freen him (DM choice) Uf ey ask
«:-Mﬂnam}»n,ummm Urrmatcsiag 1 harmn

e PGFA, bowever, will comvisce Nel

Fra'mps (e Pall-oa Shect 1) and escmics of e cultiste la this Lo
case, Nelson will afiack (he PC, breaking off the auack only if they
lesve the ares (slnce he cannce leave his post as look-om),

21. Small Lake
nmm.mm“mhunﬂmwumm
Ther= {5 & rowing bost Ged up of & femll jorty mext to the path, and the

[
PCs may eves be lempied (perhaps by suitsble, veiled hists from the
DMY) to visit the isdand. If so, this encounter could be very inlerestiag.

The island is actually a sperm whale whose back often protrudes abave the
surface: of the waler sisce: the lake it q\dlamlg;.unmu:d‘m s ealled Woody,

incoavesicacing. if not dowssight termifying!

Woody the Whale: AC 6 HD 3 1BIEDY; RAT 1 nlle. D 360,
SAFi%; ML 7 AL N; XP 12.mcr11mm: Size 0 [oeg; CON

The fact that there is no way that & massive creature such as Woody could
live in such & small volume of waler (panicularly whea be ia too placid
amack asything for food) could be tkea a3 & good reasom for classifying
mm-a:w«mwlﬂmﬁxamlmnum
Hm as mxh  Oeing Woody to the Compats sleg with the ofber
contradictions could presenl one of two problems, however....

22. Abandened Market

This larpe, abusdoned building fs o sad, lonely piace. Set up inside i
nhhﬂmmdmmnnmmmmmm
emty, mve ost which bears 3 pibe of thin books in dusty med covess,
-ﬂind'\ludﬂchl—-L‘pthm Path™. The PCs would, m
doubt, find the conlents of the these books wvery inloresting
Unfortuzately, they are writlen in & 2ge w)ud| s completely
izcoonprehensible 8 the PCs, and which will o all attempls (magical
or atherwise) 10 (ranslate L

23. The Lonely Wanderer Inn

This soiiuey fs wes once in the hasboor

sraags, green hmfhr
—aa.—:huerwnmmmmusmnuu
would willingly mwap 3 spuarewheried baow for a boik of B (s
Pullcut Shoat 1T, Uslike any other landiord

he will go oo and on sbout bis gacden whers, If any cootradiction-sekisg
PCs oke e time 1o look, they will be dissppointed w God Sat all he
flowen grow iz the sormal way (wifte those oa e clilf — zea 11}
Those mers with less interest in gErdening and

Drisking from an upside-down glass can be very tricky, so Jack will
provida U-shzped straws Lo those who are having difficulty, He will
willingly sell boitles and/or glasses (1t 245gp each) o any who ask.

24. Labyrinth

The bibyrinlh is ocaly &8 confusing 1o those om the izside 25 the Speite’s
Spiml (19). I does have scveral ways in and ouf, bul in keeping wilh the

of the POFA these aro far from strightforwand Also, of courss, the
labyrinth is home fo a ferocious minotaur.., Once in the labyrinth, the
players will be able to hear his beavy footsteps and Joud bellowings, and
every coce in 2 while & set of homs will be vigble rising above(T) the
leval of the 10-foct-high walls.

I e PCs ester the present them with 2 sedies of lefuright
choices, and note dows their r:mns. Afier six (or =), you can fell
them thid they are in an ope area at the cestre of the bbyrinth. When
they wanl 1o gel out agals, give them wilh the same saties of kflright
cholces. If they give Ibe (logical) opposile responses (3 right for a
previous lefl and vice versa) or just guess, they will loss their way and
e up back in the middle of the libyrinth, The caly way cut is 1o maks
precisely the same sot of Rerms 235 on the Way 2.

Exsctly when (and if) the PCs encoustor Thesoos the SExcter @ wp ko
you, bul be is not pesly as lage 35 be likes to protend He is accally
only sbout 3 feet tall (given the benefit of his oversize boot), which
may lead the PCy inle underestimating his fighting abikities! The boots
thump very loudly when Theseus walks aboul, and be camics a lrge
apesking uumpu through which he bellows st imegular intervals, Mis

misolaar is compieted by 3 set of homs om the end of
an il-ru‘l]nlg

Thesens the Minotsur: AC & HD & bp 4 MV IXN80Y SAT 1
goro/lbite or 1 wespan; D 1616 or by weapons2; Save =z F&; ML 13
AL C; XP 275 THADOD 14; uses his boms an a pole a8 2 weagon (D1-E);
-

‘Theseus® caly treasure s 3 pair of emerald ear rings (worth 400gp) (hethy
‘wars in bis left car) and 4 ring of fire reslstance that he wears ia his
phereed sosTrl.

25. Dragon Bedding Display

Here, on o sunny bank Jeading up to the labyrinth (24), is 2 mapnificent
bed of wild Nowers whoae belliam booms ercompass every colour of the
minhow. In the middle of the bed stands an enigmatic stone, ivy-ghrouded
sun-dial in the foem of & drsgon.

The moae dragea (which i of oo pariculir sigaificaace except s 4
posiible mems of haing e PCs imo Be Mowerbed) it sot Be caly
“arapon” mhlm..mnmmuw-,.mmm.
biooms, &nd pecfectly cosceeled by them, grow 10 desdly smp drapon
planis (see New Mossters — plE). Anyooe walking inlo the flowee-bed
will cuse the snap dimgons 1o Telease 3 choud of hallucizogenic polnm
Bveryoae within 20 feel st then make a eaving throw vs. Poison, and
hose who fail will (aa & group) believe themselves 1o be attacked by 10
Fierce “pallen drageas™

10 Sasp Deszoms (s New Monsters — plér
n--m:.\c}mup nw:tn.nrmm Save a FI; ML

Pollen Draguns: AC % HD 2+% bp 10 each; MV 120040 AT 1 bite
or | breath; D 14 or 1-10 (halvesd by save vi. Droath); Save as Fo; ML
12; THACD 17,

hmﬂglplnalhfouallﬂsmhlnd(mulkdbjuulh-‘mn
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ILng! the beart of the garden, the eye of Pra'aaps, and the ot of all cur
destruction” and  “who can doubt that those paradoxical chjects with
which this gamden is blessed can oaly be manifestmions of the awful
destruction which is lo come. Al G'II cosls by sl be kept by the
chases caes from the eye of Pra'aaps.”

26. Amphitheatre

Set in a paneral hollow, the amphitheatre consists of 2 small, bane stage
overlooked by curved tiers of stone seats.

The acoustics here ane very sirange indeed. Not oaly can the safiest sound
made on the slage be heard elearly from any of the seats, but also 2l such
sounds echo and re-echo arouzd the amgpiithealre for weeks and even
mnhs before they fade away entirly. A=yone entering the amphithetre
Il be able to hear the echoing coaversations a2d sounds of those who
visited here recently, all jumbled iogether ito a sall cacophomy.
Although it will be clesr to 1 PCs that whel they are hearing is 3 junble
of wards and nodses, they will be uzable Lo distinguish or identily any
individual words or sounds.

Placed ca one of the seals s a box cootsining seveml husdred eotion-
wool  earplugs. se are coolmdiclions, sines characlers inserting a
pair inte By s willy st e bearing vastly improved mthes than
impairsd, Alhough normal sounds fsuh as the speaking of olber
chamciers) will be paicfully loud o chamclers wearing these ear-pligs,
ihey will be able ta pick cut the faintest sounds arcund them = including
intividusl sounds and voices echaing around the emphitheatze.

Ouee PCs ane able 1o hest and distingnish individual sounds echaing in the
amphilkealre, they may be able to pick up all kinds of usefa bints and

ormaticn from past conversalions. 1L is Up 1o you as DM 1o deside what
Kind of clues (if any) you wish to provide the plavers with 50 35 82 help
them comp the sdventure {or hinder them, pethapsl). Clues could
inchude kinls of the Smportance of the compass, the sigmificasce of
IffanbutT, andioe the localions of conlradiclions.

27. Rocky Valley

This nartaw, tocky valley is home 1o a flock of griffoas who nest oz the
eytie. Al any piven time, mast of the griffoas will be out humtizg (sec
The Wandering Inmates  Table —Pullout  Sheet 1V), leaving
anly s few to guand the mests &nd the valley. These sentinels will oflen
attzck the imin as il passes Lwrouph the porpe (especially, for some
strange teasea, if the PCs are co boand!), and will always #llack crestures
walking through the valley or acrass the slender bridge which ersses i

24 Griffons: AC 5 HD T, bp 4D each; MV 1209403, flying
360’(["0’), #AT 2 claww/lhite; D 1-4/1-42-16; Save 25 F4; ML & AL N;
XP 450 cach; THACD 13; ExS1.

igh up on the meky wall of the gorge and are
fficull Lo reach, requiring a elimh of at least SO feed (thicves caly),
However, anyooe reaching the nesis will be amply rewandad, & they can
avercame “H: mestlings there, sinee ammongst the litter in the pex  are §
poms (value — S00gp each):

3 Griffem mestlings: AC 5; HD 1+2; hp & cach; MV 1201400; #AT 2
daw:w, D 1111-6; Save a5 Fl; ML & AL N; KP 15 each; THACD 18;
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28. Compass

The compass is sitated in 8 clearing in e woods and consisls of 2 low,
circular plafoes with an §-poi star (like a compass-reee) inlaid into
ils surface ns 3 mossic. Beth geogrephically and as the home of 1azkedT,
the ptial quick whe's exigience mkes e POFA possible (sce Closing
the Paradax — p3), i it Te very bearl of the penlen Amyane stepping
up ceio the platform will feel 2 stmsge, indefinable semse of awe — they
will alsy encounler the strange nd infmising aneeT (me New
Maonsters — p16) who cannot leave the area covered by the platfom.

Bye-Bye lffanbutT
In order 10 destroy [ffankanT, the PCs mus bring a sol of cmmdinmw
cbjects  CContradicions” — s p3) 0 the When
conirediciory chject i brought onlo the pletfomn, @ mumber of =iy
happen siclizinoously:

— The ehject vimishes and an image of it appears (fn mesic) insde cae
of the § poinls of the compass mse.
= The ground beneath the PCs feel shakes for a few moments (this eanh
tremar becemes more severs with eech successive ohject bromght o the
compass, bt is never actually dangerous).

—There is 2 loud squeal (whether of jov or anguish it is impessible 1o
telly, from [ifantaT.

Whea the cighth contradiction amives 1 the compass, the PGFA will
cetno 10 &, viry sudden end (se FHUTTT! — plS)

The chjecls do zol have Lo be broughl 1o the corpas & any pertiolr
onder, and any eight from the 12 far 13 if you count Weedy the whale —
arca M) available will seffics to being about [fFantmiTs desnaction (sse
below). Although it is possible for the PCOS to obeain sevenl examples of
some kinds of contmdictory ohject (e earplugs, woeden magnets o
inverted roses), caly the first one of exch ype brought 10 the compass
will be absorbed by Gt and coum towands the process of IffasbaTs
destruction; any mose brought afier the fist will be ignored. [n the
particular case of b upside-down botlles and glasses, one or the other (or
both together if They are beought lo the compass as a pair) will ceunt,
after which both bodlos and glasses will be ignomed.

29, Arena

The arena is a large, flat, moughly-circular ares of grass bounded by 3
roagh, low, log palimde. Overlocking it is a large grandstand, crods!
coastructed from poles and planks lashed togesher with ropes.

Both the palissde and grandsand wer built by the Enceepeh (see Pulle
out Sheet I) and, being the mI\ constructions which these bambasians
'y cnade The reason for the Ercespel

s:uull\‘] goss 10 1he bother of actually
shing (a5 opposed 1o destmying in tnie barbasian
fashice} w;s to give them somewhers 10 stage ty ast social

event; ibe Enceepeh Rinal Games.

The principal atlractions of Iheso games ame caplives Liken priscncr by
Enceepels war pastics (i PCs will ead up Bese if they wene captured), and
the variots Lribes vie with cach olber to provide b ib

athers. Taevisbly, s Leads 1o 3 corain amoust of illfelizg, wilh the
resall thet, mare often than not, the games aro boyeetled By one er mare
of the bt Even S, “competitun® w be seursd of a lage ana
apprecittive audicnce.

As might be expectad of 2 basharian people, the games are based marz on
3 desire for the sight of bloed than on any leve of poed, clean fun, and
usazlly consist of pitting humancid captives (eiiber singly o in groups)
in monal combtat against either groups of Encespeh gnolls or against
ottt caplives (28, 2 tetherod griffon, some zombios of & pack of rals).

IF the PCs are capiured and become invelved in the games, it s up to you
a5 DM 1o determine whal kind of coposition they will face. In general,
characters will be allowed 1o use weapons but will be stripped of amou,
and the gnolls, who are fair judges of fighting prowess, will balance the
odds 50 35 to provide 3 good, even, “eateriaining” fight or fights. Their
attimde to the wse of magic depends oo how viodat is results are:

—Spells with no apparent effecs (ng protection from evil] will be
ignotal

— Spells whish “siep the actica” (e sleep, web) will be hemily
disapproved of. They will drw lod calls of derision from the coowd, and
may rosull in the IprmL, ug" of the cpposition in the hope of geting
same “real” bloodshed.

— Spells which cause clear, immediate injury (e.g. fire ball) or hype up
Lhe octicn (eg haste) will be greesed with an approving cheer from the
crowd.

If the PCs fight well and defeat their op yQ'Au[! (pticalary if_they do
s in 3 faskicn which the Earbarians find entertining), the Bacespeh




will show their apprecisiion by muking the chancton bosorary barbarss
gxmwﬂhﬂmm?qi-ﬁchh-ﬂmludmud
jemging around). As honceary - the e mie l'mu:
sitack #nd will be 2ble 1o call on the help of the poolls m‘
timw (provided such help involves 3 good measure of fighting &
general mmyher).
Atrempts 1o avoid fighting (eg. escape), on (ke clber hand, will grestly
disappoint the erowd, who may well decide to ke a direct imvolment (n
the day's sporting activities!

30. Railway Station

This is 3 standand OL&SR wation as descrised in The Geomish Light
& Short Raliway Company.

31. Arbor 4 Y

The macuary of ")
L‘twnlwﬂﬂ‘mtdﬂd}mbﬂ-m&mmdw
aempiithentre (26).

Undefended m:aqmqbe.m«mpmxmmmm
Arsorizerontiliseous o bis bome  Puphernmors, withiz Lhe grove, even
FOrn caemmies obecrve 3 salema trace. The reason for Bis s in G lisy
spring which wells up in the coatre of G grove. Nommally, this aprisg
brings forth oaly cool, pure water, When called oa by Arbornex-
crubilazeces (and only by him), howeves, the water can be made o have
the effect oz thage who drink direstly from i of any magical potion ke
chooses.  Atborinexorabilaneous mever mefuses belp (in the fomm of an
-ppm;mm dratight) 0 a2y Wwho come 10 his grove in need, bul will sever
&id any creatare to harm anciber. Thus, 2 woundsd eranine would receive 2
besting posen, and one perssed By enemits might be given 3 drisk of &
petion of w:-n».mdhg;r.nmamn,nmibnnxua
vigr who fequested @ pofiom of herchm 1o belp Bim defent 0=
eacany would be refused.

Arborincxorabilaneous (ireant: AC 2 1D & h% 35, MV 6IR0y
#AT 2 branches; D 2-122-12; Save as FE; ML 9] L; THADD 12; ExSa.

32, Temple of Pra'aaaps

The semple wsed by the Coliss of Pr'maps (we Pulloot Sheet LI b
3 bups, Gemal, pey buillisg of cabednlli: bel o
omue #yle which makes Vicomss Gothic ook posiively plain by
comparison. In additicn 10 4 vas, central kall which the coltists use s
theif main shrine, the temple includes a vesitablo mbbit-warmea of smaller
mooms and comridors which serve as living quaners, store-rooms, kitchons

nﬂmmmgmw every s iach of space on
ixezres, Gtisgr aad forsioere @ coversd

i

The main shrine houses the contmadictory darkflawe (sce pd); a bowl of
black, cold, wrilhisg fire standing on & blsk wardle plimh. The flame
consemes athes, and prodaces From them the eeiginal objects which were
bumt (of. halflisg blackflame - see CD22). This melic, greatly revered
:;Ihi cullists, B8 tesded jmunﬂtlll Umes Amnged arund i ca the

their former way of Kfe. The toxal valoe of Bese cbjocts s abom S000gp.

You may, if you wish, dow up a plan for the temple, bl e sheer
mplm(y of the placs mesns. mu it shvouild be possible 1o invent roms

of varyisg sizes and wscs, and Iwisting, brasching comidors va aa ad ke
basts should the PCs go explosing. Any spparest contradictions which
arize as 3 result of plaving it by ear in this way can be explained sway 1
being the result of the PCs (saf the DM!) having become muddied.

PHUTTT!

Comisg 10 tbe esd of 2 lollipop may well result in 3 “Plog” (if the ald
is 10 be belioved), bt the ond of 3 POFA {or rather, the end of [the}
PGEA), coires wilh 8 very defirate “Thuts",

HMar i Wb very much preanblo to the “Phant™. Barcly a second paises
between the [mtroduction. of e sighth and fateful contradiction &0 the
comguss by the PCs, and 15e happy lisle sund which annousces (hat the
whole silly mess i 38 a2 ead.

Even m, 4 lof can happes in . secosd — part the very, very bt
sacond in the whole of 2 universe's existence (however Imr[ thet may
bave been). In this pantcular case, that “lot” includes the following:

— IMasbulT takes on, in very mpid mmmm. the forms of & monkey
typing Sakespeare, a flying pig, and a four pound noos,
— the PCs suddéaly find all sorts of things they thought they had lost,
e Emmediately lovse 1hem agzin,
— 3 very wise sage appeass and begina to explin the seeret of e
msiverse (uafortumtely, the end of G miverss and Ga bood Boie
mum it ot bim off),
— all the PCy become Z3rd leved (i change is reversed immedistely
;ﬂu the "]'1|u|n but it makes the players feel really pood st the tme! ].

— th Merman, Monssignear Asquweos IVEervart (remember him?),
amives 0 stant fowndiag 3 thriving metropolis, but doesat have escugh
sime.

Thiéa, coce e “Fhusa™ ks come and gone, its all over

Postscript

Iaving destroyed coe wniverse and, consequenily, having saved all the

thers, I PCx miy thizk that iheir return 10 ther own universo s  linle
of an anticllmax, They will simply find \hemiclves back at precisaly the
same time and place Bat they were taken from when the advenure began.
There will be po fanfares, 10 pais on the back, o medals and 1o cialices
for bravery, but they will bave e prood knowledze of a job wll dooe
(zviscnced by the 0dd expericacs poist of twe)

They may also have a few soovesine

= Injuris, A=y wounds sestsined in the PGFA will still be with them
azd g be heaked in the msusl way (magical of otheradsz). The sime poes
for any other unfortunste changes (e.g. death).
— Contradicilons. Any comradictory chjects in the possemica of the
PCs will go with them o their universe. Dusing the trassfer, however,
[

Ending i All — p 4), these objects will caly be there when noeded
twa thirds af the timel
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New Monsters

IffanbutT — Partial Quirk erbahrHI'

Elemeanlal}

Armour Class: Variable

Hit Dice: Encugh for anyihing
Move: Quite & bit, it not very far
Attacks:

Save Ax: No problem
Morale: Bows-proof epo
“Trensure Type: Nok 8 thing
: Sirange '[nn!llgv_ncr Runs oo instinct
Fosaibly Alignment: Very elistic
No. Appearing: Just one.

Duspise the somewhat siuzge way on which ils sabigics have been
given, IMankesT the partial qulﬂf. is far from being a joke. The reason for
staling thern in this way s simply 10 emphasise the fact that, Ly ils very
nature, WMackalT caznot be tied down er quamiificd like an ordizacy far
even an exira-cedinary) creanre.

Just like an andinary clemenal is compessd of eath, air, fine or waler,
WfankestT is @ creatare composed entirely of probabilily — a vesy, very
small piece of probsbilily — to be precise, twn Lknds of (o swalies:
pitce of probahility thal i is passible Lo ‘have. Since il docsnl even have
czouph probsbility to make diself possible, fanbuiT's existence B4, in
heary, impossible 2nd # is this which makes it so weind

It is the fact thit, desgite cventhing 1o the contrary, IfasbulT docs exist
thal broughs the POFA inio existesce aml keeps i going [seo l"l:!llu"
Things Started snd Trouble with Liwle Unbversis — 5

the destruetion of HiamtanT (with the a3 of costradiciosy ohjects ynmmd
in te ganden) that will enable the PCs 1o make the PGEA vanish and thas
sawe the mulliverse (e Closing fhe Paradox — g3, azd The Compass
— area 25).

The anly three firm rules elating o fanbeT ame:

— it cannot leave the Compass (25),

— it cannct be destroyed in any way ciber than by bringing 3 pamdones
0 the Compass, and

— it cannct affect 3 coatmdiclery ebjest in any way.

Everything elce is varizble e=d can be changed af the whim of the DI
— IfopbutTs appearnce can daanpe feom moment to mosnent 5 you like,
it can even ook different io differenl PCE & the ame moment.

— IffazkanT's actions and attitodes shewld be unpredictable and strange; &
may, or muy nef, act to atempls fo hamn § v costradictices e
ceherwise) and, even if it doss, may help the PCs rather thas hinder them,
— TffanbutT's abilities are, with the exceplicn of the Limits siased aba
boundless; it can do anything!

As DM, you should use [Manbal T atisibales Iu make the PCS’ e
with it interesting, ammsing and (ofien) il While it will pot
necessarily be easy fur the PCs 10 do awzy wxlh IMfankanT (and the PGFA
with it), you should aveid being overhash on them I you so Wished,
you could quile casily uss 1ffanbutT 1o make 2 impossble for the PCs 1o
degroy the PGFA and 1 Lill them all to bool, so use this Weird creamrs
eapefully — this adveniure i meant to be fan!
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Shadow Wolve:

Armour L‘Inss 3 Snve As: Magic Usen §

Hit Di Morale: 12

Move: 150° [m Treasure Type: Nil
Tnkellizence: &

Damage: 14 + specisl Alignment: Chocsic

Ko |1|1|::l|.l|r 128 XP Value: 275

Stderw Wedves are ercstires of pare smdow, which can be called imo
being by powerful magic wserz (of, shadows — BD36). In appeamance, they
ane much like moneal prey wolves, excepl that, in brght light, they
are slightlly tremslucent. ‘They cam ooy be harmed by magical or silver
WEAJKITE.

In sddition 1o causing damage, the bile of o shadow wolf causss its victim
to fade into shadow. In the process the vietim loses 1 bis polrs per round
and g.rmlu:lly becomes greyer and slighlly tanslicent to onlooicers. l'Ius
np proce =5 until the victim is reduced To Zoro hit pois
which case Iu: or she becomes a shadow wall, or 2 successfal saving C||0\A
anlysstion is mwade. Addilional bites inflicted while a viclim is
fading do not increase the rate of hit point loss.

Vi

You should keep sopasiin toeoeds of bite damage and “fuding” demage

o e the latier is nt to magical methods of
healing, sxh e cure slls and potioss. Two bR poinis wodh of
wagical healing ero reqiired 10 pestoee each it point lost as @ result of
fasfing, Victins wha cheose 16 rest and recover 93 50 al the narmal iz (1
hit paint per day af rest).

Snap Dragon*

Flower Pallen Tiragucn
Armour Cls: 9 3

1 bp* 2%

] 1208 440y

1 bite ar | breath
i}

Ssap drgons ane smatl attrctive fAowers which grow midss of ather
Small plas Despite it appeasnes, and theic in 1o maks ¥
form of physical at: ack, these plants are both camivorous and d-l FLUi N

The shility of snapdrgons to kil creamres for food comws from
jal, mogiml, ballucinopenie palien which they meleass imle the a
ing within 20 feet of & bed of snap-dmgans must make o

o be dnasicated by

dm',m flawers s, in i:u:L 3 small, fier
Tese (eaginary “pollen dragans” w:
inloxicsisd victims and unlibe the produss of o phantasmal force
spell, any damage they seem 1o da has full effect. The pallen dragens can
altack with a bite or (ooce oely each) with a breath weapoa of choking
dust (10%10%107) which inflicls 1410 points of damage (halved by a
successfal saving throw vs. Breath), As each pollen dragon is meduced 1o
zomm Bl peinls o less, @ vazishes and the comesponding smap dmgea
plant withers and dies. Only ones 31l the dragons zre desiroyed will the
fllmsion be broken.

Crestures unaffected by the pollen camnol see or hear the iltasicnary
dragens, and canned aTeet them i any way, Eves i e smap drages
plants will not harm the illusfons (since thess exist in the \iclmls'i

minds).
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The day has been long and hard and, as night fulls,
you gratefully surrender to the soft, silent blackness
of well-cammed sleep.

Then the dream comes.

You are seated on a throne in'a cavern where the sun
has never shone; where no voice has ever spoken.
Yet you arc not alone, Through the darkness, silent
figures are moving. Blacker thun black... formless
yet i dvanci; ds you from every
side. ..

You feel their touch; icy claws plucking at your skin
and hair, lifting the throne and carrying you helpless
on a journey from darkness inlo further darkness,
from silence into deeper silence. You scream, and a
million anguished, reedy voices answer your call.

Suddenly you awake. ..
...and the dream is real.

This adventure is for use with the DUNGEONS
& DRAGONS® Expert imd Basic Rules Sets,
Bath of these are needed to use the information in
Up the Garden Path. Experienced Dunpeon
Masters of the ADVANCED DUNGEONS &
DRAGONS™ game showld have no difficulty in
adapting this adventure to the AD&D™ game
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