




It's hard for me to imagine, but the earliest
issues  of  the  Polyhedron  Newszine didn't
come with a free module.

The RPGA Network was  founded in  1980 “to
promote  role-playing  in  all  its  forms  and
provide  activity  centers  for  its  members  to
engage in this terrific hobby.” It helped players
keep  in  touch  and  find  new  groups  (an
especially  useful  feature  before  the  Internet),
ran tournaments, and generally advocated the
spread of the hobby. It also – starting in 1981 –
offered  its  own  newsletter  –  the  Polyhedron
Newszine  –  which  featured  reviews,  articles,
playing tips,  and – most memorably – a free
adventure in every issue.

But  it  is  the  modules  that  I  remember  most
fondly,  and  what  I  most  associate  with  the
publication;  a  Polyhedron without  an
adventure  seems  as  incomplete  as  peanut
butter  without  jelly  or  a  beholder  with  only
nine eyes. The other articles were well written
and  often  useful,  but  receiving  a  “free”
adventure every other month was the reason I
remained a member of the RPGA, even though
I made almost no use of its other benefits.

Not surprisingly – as both the RPGA Network
and Polyhedron were owned by TSR, Inc. - the
bulk of these adventures were written for TSR's
own  game-systems,  the  most  prominent  of
which was the immense Advanced Dungeons
and  Dragons  game.  But    there  was  also  a
smattering of adventures for other systems –
ranging from TSR's own Boot Hill,  Top Secret
and Marvel  Super Heroes games – to games
from  competing  companies,  including
adventures for TORG, Paranoia, and Star Wars
d6.  These  mini-modules  were  great
introductions  to  the  alternatives  available  at
the time. 

The adventures themselves ranged from short
encounters  to  full-blown  campaigns  that
spanned multiple issues. Many of the earliest
adventures were reprints of tournament games
used in RPGA-hosted conventions. A few were
even  given  that  ultimate  honor  of  being  re-
published as stand-alone modules and sold in
bookstores alongside other TSR offerings like
S1 Tomb of Horrors. While a few were written
in-house, the majority were submitted by the
readers, and their settings ranged from generic
fantasy  campaigns,  to  the  Forgotten  Realms,
Greyhawk,  Al  Qadim,  Ravenloft  and even the
Spelljammer setting.

By the mid-80s, however,  Polyhedron's unique
offerings were eclipsed by its sister publication,
Dungeon Magazine, which was offered two to
four new adventures in each issue. By the early
'90s, it was becoming more common for issues
not to include a new module and ultimately,
Polyhedron itself  was  rolled  into  Dungeon
Magazine.  It  was  an  unfortunate  loss  since,
while  Dungeon may  have  bested  in  quantity
and  equaled  it  in  quality,  it  never  quite
matched the Polyhedron adventures in variety.

Lost Adventures Volume III  is the second of
two in the Polyhedron Archives and includes all
the D&D and AD&D adventures first printed in
Polyhedron issues  #59  through  issue  #123.
Earlier adventures were compiled in Volume II,
and Volume IV will round out the set with the
adventures for  systems other  than Dungeons
and Dragons. 

So  enjoy  this  first  round  of  eclectic  and
imaginative  quests  from  the  lost  annals  of
Polyhedron.
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The Jade 
Monkey 

scllw .... m 

An AD&[)® 2nd Edition Game Adventure 

p o L y H E D 

by Carl Buehler 

Thrrain: Ravens BlufT(or a nother city in 
the Forgotten Realms) 
Party Levels: 42 (Average 7th) 
Monster X.P.: Kill: 15,000 Defeat: 
20,000 

Retreat: 7,500 
Adventure goal (restoring MacoD) X.P.: 
5,000 

SetUp 
• The player characters learn that a 

well-known wizard in town-Macon The 
Monkey Mage-sells potions and scrolls 
at very reasonable prices. The charac
ters also know that he will be going 
away soon, so they better get to Macon's 
mansion fast before the bargains leave 
with him. 

• A player character wizard receives a 
letter from Macon stating The Monkey 
Mage is interested in teaching the char
acter new spells in exchange for watch
ing his home while he is away. Macon 
states the PC wizard is welcome ro 
bring friends to help protect the place. 

• The player characters hear a rumor 
that the famed Monkey Mage will be 
attacked by another sorcerer of consid· 
erable power. It is up to them to save 
Macon . 

DM's Background 
This is the saga of how a brave adven
turing band-the player characters
intruded into a friendly contest of wits 
and magic between two wizards: Macon, 
The Monkey Mage, and Serialla, The 
Snake Sage. 

As the action unfolds, the friendly 
rivals have just completed their opening 
gambits in the garden courtyard of 
Macon's residence. Macon's first move 
was to cast a magic jar from a scroll. 
Serialla's first move was to laugh as 
Macon triggered t~e sepia snake sigil 
inscribed at the end of the scroll. The 
result was that Macon's body became 
encased in an amber force field a mere 
instant after his life force shifted into 
the jade monkey worn as a piece of 
jewelry by Na-na (his monkey familiar.) 
Na-na had been watching the proceed
ings. 

Macon next tried- and failed-to pos
sess Serialla. Serialla conti nued to 
laugh. Then, inspiration struck Macon. 
He possessed Na-na and would at least 
be able to move around of his own free 
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will until he could find a way out of his 
predicament. 

He stretched his new simian arms and 
looked about the room. Before he could 
act further, he heard knocking on his 
door--enter the player characters. 

The Monkey Mage, wanting to be 
careful, and not wanting any neighbors 
to see him like this, scoots into one of 
the many monkey-sized passages rid· 
dling his home. Serialla, confident the 
visitors will give up and go away, re
tires to Macon's lab to search for his 
spell books. 

Macon considers the PCs intruders. 
He will try, throughout the scenario, to 
defend his home without destroying it. 

Serialla, absorbed in trying to find 
Macon's spell books so she can put sepia 
snake sigils in them, is unaware of the 
action going on in other areas of the 
house-until the Mordenkainen's faith· 
ful hound guarding the lab barks. 

'lb further complicate the s ituation, 
there is a creature in the basement-an 
angry water elemental who means to do 
in The Monkey Mage and retrieve a 
decanter of endless water Macon has 
been using. 

Statistics for Serial1a, Macon, and 
Wilbur, the main NPC, are listed at the 
end of this adventure. 

Players' Introduction 

You stand outside the front door of 
Macon The Monkey Mage's home. 
The dwelling is a s ingle-story struc· 
ture with smooth gray slone walls 
and a black slate roof. Set into a 
frame is a solid mahogany door with 
shiny brass fittings. The handle is a 
rendition of a brass dragon's head. 
The knocker resembles Death poling 
a boat. It is obvious the boat pole 
swings up and back to strike the side 
or the boat to produce a knocking 
noise. You must find Macon. You 
hope he is at home. 

Entranceway 
If someone uses the knocker or touches 
the door handle, the Death figure 
makes a sound, "that chills you to the 
very marrow of your bones." It is simply 
a magical effect. The door is unlocked. 
No one will answer it no matter how 
many times the PCs knock. When the 
characters eventually open the door, 
continue with the following: 
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As the door swings quietly open, 
you hear a munching sound. In front 
of you is a metal pig. It stands one 
foot tall at the shoulder. It is chewing 
on a metal wine flask . 

It looks up at you and snorts be
tween bites. 

"Slurp, galump, chomp, chomp. 
Uhm, hi there. I'm Wilbur. Who are 
you? Chomp, chomp. Uhm, got any 
rusty scabbards or bent iron spikes? l 
could use a little desert." 

The characters have encountered 
Wilbur, a kind of iron gotem shaped like 
a pig. Wilbur does not know where 
Macon is, but he is concerned about the 
mage. Wilbur saw him earlier today 
and knows he hasn' t left. the residence. 

Storage Room 

The oak door to this room has a little 
swing door, apparently for the pig. 
Inside the room you find wooden 
boxes stacked haphazardly, barrels 
standing on end, and bags laying 
around. 

Wilbur remembers he left. an unfin
ished snack in here. He darts into 
the room and returns a minute later 
with the furless tail of a rat sticking 
out of his mouth. Aft.er swallowing 
the rat, Wilbur commenl8 on its 
taste, texture, and how much he 
likes to eat dead rata. 

Guest RoolD 

The oak door to this room has a little 
swing door, apparently again for the 
pig. As you go inside you see an 
undisturbed bed against the south 
wall. There is a pine table against 
the west wall with two stools sitting 
next to it. 

Wilbur waddles into the room, 
pokes his head under the bed, re
trievCII a shoe, and begins to eat it. 

If the PCs enter the room, continue 
with the following: 

You watch the pig devour the leath· 
ery snack. Then, you catch sight of 
an unusual flowery fragrance. A 
sparkly powder drifts from holes in 
the ceiling, covering you and the 
room's contents. 
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Put on your best concerned look and 
ask the PCs to save vs. poison. Those 
who fail (including elves and half-elves) 
fall into a deep sleep. Make sure that at 
least one PC remains unaffected. fill 
that character he or she recognizes this 
powder as a variety of pixie dust that 
can be neutralized by washing off the 
victim with wine. This should get the 
characters into the kitchen and pantry. 

The pixie dust was triggered by Ma
con, who caught up with the PCs in this 
room and triggered the trap. Because 
Macon does not have a working knowl
edge of the monkey tunnels in his home 
(only the monkey docs), his arrival at 
the rooms the PCs visit is simple coinci
dence. 

Bedroom 

The oak door to this room also has a 
little swinging door for Wilbur. As 
you open tbe door you see an un
made, ornate rour-poster bed with a 
red silk canopy over it. There is a 
teak table artistically carved with 
woodland scenes against the west 
wall. A matching chair sits beside it. 

There is no trick or trap in the room. 
However, if the PCs linger here for a 
moment, Wilbur runs around the room 
looking for something to eat. He encour
ages the PCs to sit on the chair-all of 
them sit on the chair so it will break, be 
considered ruined, and therefore fair 
game for his next meal. If the PCs won't 
break the chair, he encourages them to 
break the table or a poster off the bed. If 
the PCs ask, tell them the furniture 
looks expensive. 

Kitchen And Pantry 

The door to this room has a little 
swinging door for Wilbur, which he 
quickly uses. You look into the room 
and see a firep lace. A large, black 
kettle with a ladle in it hangs inside 
the fireplace. You can tell it has been 
several hours since a cooking fire 
burned here. 

Shelves of wine cover the west 
wall, and shelves of dry and potted 
goods line the east. A chopping block, 
with a cleaver imbedded in it, sits 
halfway between the wine shelves 
and the cooking pot. Bits of meat and 
cheese s it on the block-Wi lbur has 
noticed these. He sits on the floor 
beneath the counter and sniffs up at 
the block. 
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Macon has reached this room, via the 
monkey tunnels. and is upset that the 
characters are blatantly wandering 
through his house. He C8St S unseen 
seruont and directs the servant to 
swing the meat cleaver around, threat
ening the PCs. He especially wants to 
keep them away from his prized wines. 
Macon has researched a special version 
of this spell; the unseen serlJont will 
continue for two houTs unless dis
pelled. It will follow the PCs out of t he 
kitchen. around the wizard's house, 
wherever they go. The unseen seruant, 
cannot be destroyed by physical means. 
However, there is nothing to prevent 
the PCs from physically taking the 
meat cleaver away from it. 

[f the meat cleaver is taken away 
from the unseen servant, it will con
Hnue to harass the PCs. attempting to 
trip them by pulling up rugs, etc. 

Macon triggers another trap as the 
PCs leave the kitchen. The second PC 
out the door hears the thwup of many 
crossbow strings. Ten hand crossbow 
bolts have been fired at this PC. Each 
bolt has a THACO of 12, and the victim 
does not get the benefit of Dexterity or 
a shield. Each bolt that hits does Id3 
points of damage. Plus, each does an 
additional point of damage when it is 
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Sitting Room 

The polished oak door to this room 
has a little swinging door for Wilbur. 
The room reeks of spilled wine and 
spirits. The noor is covered with 
brightly colored pillows that sport a 
great variety of equally colorful 
stains. Wilbur snatches one oHhe 
pillows and begins to gnaw at it, 
sending feathers everywhere. 

As soon as all of the PCs-or most of 
them if there are a few holdouts-enter 
this room, Macon triggers another trap. 

You hear an ominous click and 
hissing sounds as snakes begin pour
ing out of a hole in the wall ncar the 
door. The snakes slither to attack. 

Snakes (4 each round for five rounds): 
Int Animal; AL N; AC 6; MV 12; HD 
2 + 1; hp 10 each; THACO 19; IAT 1; 
Dmg 1-3; SA Poison (save or take 3d4 
damage after Id6 rounds); SZ S; ML 8; 
XP 175 each. 

Macon released the snakes. If the PCs 
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successfully plug up the hole, that will 
limit the number of snakes com ing out. 

Study 

The carved oak door to this room 
docs not have a little swinging door 
for Wilbur. As you peer into this 
room you see a large oak desk on the 
far side of the room. The desk is 
facing the door, and a fine oak chair 
is behind it. Along the southern wall 
is a ecroll rack. The north wall is 
decorated with a painting of a mage 
and a monkey. 

There is an edgeles8 dagger on the 
desk. The PCs might confuse it with a 
letter opener. It is' an intelligent magic 
item that possess the ability to cast 
convincing audio and visual illusions. 
The dagger; named Winston, will put 
the PCs through their paces when they 
explore the room. 

As you enter the room, you see II 
brilliant flash of light from the top of 
the desk. While you sort out the 
spots dancing in front of your eyes. 
you see a long sword hovering above 
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the desk. It has Il gleaming blue 
metallic shl>en and is emitting an 
azure aura in a lO·foot radius. Al
most a8 soon as it appears, it begiru! 
to speak . 

" 1 am Winston, the blade ofpala. 
dins, avenger of the most holy. De
fend yourselves, intruders." 

Winston uses an illusion of a dancing 
holy avenger to fight the party until the 
illusion is disbelieved, he reduces a 
character to less than 10 hit points, or 
until he becomes bored. 
If the PCs believe the illusion is really 

a sword, it does Id12 points of damage 
every time it hits; its THACO is 9, and 
it can attack twice each round. The PCs 
actually suffer the damage because they 
believe the illusion. However, after the 
sword vanishes, Winston-if not already 
found out-will continue with a second 
illusion. 

Winston next creates an image of 
Macon, who talks to the PCs. 

After dealing with the sword, it 
seems you have another problem to 
handle. A stately wizard materializes 
behind the desk. Wait. it's MElcon. He 
looks up and regards you with gray, 
rheumy eyes. 

"Hmmmm. How did you get in 
here? Who are you? What do you 
want? SpeElk up before I decide to 
tum you inLo tree toads." 

Winston does indeed want to know 
who the PCs are, what they are doing 
here, how powerful they are, etc. He 
continues to ask questions until the PCs 
tire of answering them or until they 
start asking questions in return. 

If the PCs mention they heard Macon 
is in danger, Winston immediately 
wants to know why. H the PCs sound 
convincing, Winston drops his illusion. 
explains to the PCs that Macon really is 
not there-that he was just creating an 
image of him. 

Winston is concerned about his owner. 
He tells the PCs he hasn't seen Macon 
for several hours. However, he knows 
something was up, as Macon was busy 
studying spells. Winston also remem
bers hearing a woman's voice. Then he 
heard the woman laughing maniacally. 

Winston does not know what room the 
woman or Macon were in. Because he is 
so concerned about his owner, he asks 
the PCs to take him with them. 
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Winston: The dagger is a cursed arti
fact. Its curse is it has no sharp edge 
and therefore cannot be effectively 
used as a melee weapon. However, 
Winston haa the ability to cast near· 
perfect visual and audio illusions. He 
is also virtually indestructible. Even 
Wilbur can't eat Winston- Winston's 
too tough. Winston has been around for 
ages, and he has many stories to tell 
about the deaths of his previous own
ers. He loves to tell these stores be
cause it gives him a feeling of 
superiority to have survived them. 
Winston's other ability, which can be 
quite annoying, is teleportation without 
error to visit whomever he likes-up to 
five times a day. Winston is Chaotic 
Neutral, has an Intelligence of 15 and 
enough Ego that people can't force him 
to do things against his will. 

Winston should accompany the party 
whether they want him to, preferably 
by attaching himself to the least active 
PC to try to liven up the character. 

Garden 

Through this door is a beautiful 
fountain with a riot of jungle plants 
and trees growing near it. This is the 
most exquisite tropical garden you 
have seen ... even though it seems 
out of place in Ravens Bluff. On the 
far side of the garden you see the 
amber outline of a man. You also see 
another door. 

The man is Macon. IT Winston or 
Wilbur is with the party, they recognize 
him. IT the sepia snoke sigil thai 
trapped Macon is dispelled, his body 
slumps to the ground-apparently in a 
coma. 

This tropical garden is maintained 
through the use of varioll8 spells. It was 
created so Na·na would have a place to 
go when she became homesick . The 
fountain has been stone shaped over a 
decanter of endless water in fountain 
mode. The water flows into a basin in 
the basement, which is drained in turn 
by three bOlJs of devouring. 

Laboratory 
Wilbur eventually leads the characters 
here. When a PC touches the lab door 
that is concealed by an illusionary wall. 
read the following; 
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Your hand passes ihrough the wall 
in front of you, as if the stone is noth
ing but air. As your fingers probe and 
find a bound wooden door hidden 
from your sight, an eerie barking 
comes from behind you . Something is 
biting your leg. What do you do? 

The character touching the door has 
just been attacked by a Mordenkainen's 
faithful hound. The hound continues to 
attack the character until the character 
loses consciousness, shrinks to the size 
of a cat or smaller, or moves around the 
corner on either end of the hallway. 

Faithful hound:; Int Semi; AL N; AC 
Nil ; MY 12; HD Nil; hp Nil; THACO 11; 
tAT 1; Dmg 3-18 (can only attack from 
behind); SA Attacks are equal to a +3 
weapon; SD Takes no damage, must be 
dispelled to be eliminated; SZ M. 

The hound is automatically dispelled 
after 12 rounds of activity. 

When the characters get through the 
iron·bound door to the Jab, read: 

You have passed ihrough an illu
sionary wall and the door it was 
hiding into a stone cage 12 feet 
square. Through the bars in front 
you see a stone statue of a warrior. 
Through the bars to your left you see 
a shimmering sphere 10' in diameter 
covering a dark·haired woman with 
pale skin and crimson lips. What do 
you do? 

Serialla has formed a crude 12 ' by 12 ' 
stone cage around the door using her 
wall of stone spell. She just cast her 
minor globe of invulnerability, and her 
polymorph self spell (which allowed her 
to get past the faithful hounclJ just 
ended. In addition, her protection from 
normal missiles spell is running and 
will remain in effect for nine rounds. 

As the PCs stand in the cage, she 
introduces herself as Serialla the Snake 
Sage. She wants to know who the PCs 
are and what they are doing here. If the 
PCs ask about her, she says she is a 
friend of Macon's and she is working on 
a surprise for him (true). After she has 
talked with the PCs for several 
minutes- and refuses to take down the 
cage because she isn't sure of them
read the following: 
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There is a loud rumbling and you 
feel the floor move beneath your feet. 
It is followed by an eerie growl. Se
rialla screams. Then, suddenly. 
everything becomes quiet. 

She looks at yOll, "I believe your 
intentions are good, so I will dispel 
my wall of stone. All I ask in return 
is that you help me investigate what 
lurks below in the basement. I think 
that the secret entrance is in this 
room, but I have not been able to find 
it. I just hope that we can stop what.
ever is down there before it does too 
much damage. 

"I'm don't know if I can fully trust 
you. But I must (sniffle). Please say 
you will help me. The thing in the 
basement sounds frightfully nasty." 

If, for some reason, the PCs attack 
SerialIs. she casts a few damaging 
spells at them and then casts teleport to 
take herself home. She figures the PCs 
are Macon's problem, and she doesn't 
have the time to deal with them. 

After several minutes of searching, 
the PCa cannot find a way into the 
basement, and Wilbur and Winston 
have no clues how to get down there. 

However, about this time Macon has 
found a way to join the group. By now 
Macon realizes the PCs are there to 
help him. 

While you continue to look about, 
you spot a small monkey with a 
neckchain dart into the room. The 
monkey is jabbering animatedly, 
although you can't understand it. 
The monkey keeps pointing to him
self, then the surroundings, then 
jumps up and down and points at 
himself some more. 

The monkey can understand the PCs, 
so if they ask him questions he can nod, 
shake his head, or make other gestures. 
He can even write if the PCs provide 
paper and a quill. When the PCs realize 
that the monkey is Macon, the monkey 
brings them a scroll with a levitate spell 
on it. The monkey points to the scroll, 
then to a block of stone in the floor. If 
necessary, the monkey uses ha nd ges
tures to indicate the block rises. This is 
the way down into the basement. 
If t he characters opt not to use the 

levitate scroll, allow other reasonable 
ideas for lifting the slab to work. 

The monkeylMacon wants the thing 

p o L 

in the basement checked out before the 
PCs help him regain his true body. 
Serialla, if she is still present, will not 
admit to being the cause of Macon's 
predicament. However, Macon the mon
key will not be reluctant to blame her. 

The Basement 

Walking down the mildewy stairs 
from the laboratory, you hear falling 
water and breaking waves. The air is 
thick with humidity as you proceed 
down a corridor toward the sounds of 
the deadly surf. As you near the 
water basin, which you suspect is 
beneath the fountain in the garden 
above, the hairs on the backs of your 
necks act like little wires, standing 
straight up. 

Give the PCs a few rounds to cast 
spells for the coming battle-if they 
think to do so. Then, as they move for
ward, read the following: 

You move closer until you see wa
ter falling from the fountain basin 
above. The water is flowing into a 
broken collection basin and through 
a hole in the ground. A bag lies open 
on the floor. It is similar to two bags 
attached to the collection basin. 
Reaching up toward an object lodged 
in the center of the fountain's base is 
the arm of a deep green water ele· 
mental. You hear the whooshing 
sound white water rapids make, as 
the elemental turns to fight you. 

The water elemental was appointed 
by its community to rescue the decanter 
of endless water embedded in the bottom 
of Macon's fountain. 

Serialla, if she is around, will only 
help in the fight if it looks the PCs can't 
handle the elemental. 

Water Elemental (1): Int Low; AL N; 
AC 2; MY 6, Sw 18; HD 16; hp 128; 
THACO 7; IAT 1; Dmg 5-30; SA -1 
point from each die of damage if out of 
water; SO + 2 weapon or better to hit; 
SZ H; ML 9; XP 10,000. 

After the battIe, the PCs would do 
well to leave the bag laying on the floor 
alone, as it is a bag of devouring. 

A Happy Ending 

Macon the monkey tries to get the PCs 
to put him back into his comatose hu
man form. The real monkey probably 
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would like this, too, as it would free 
him. If necessary, Macon the monkey 
will fetch a few scrolls of dispel magic. 

Aft.er Macon and Na-na are their 
rightful selves, the mage makes 
some quick repairs to his fountain's 
drainage system. A quick wall of 
stone spell patches the basement 
floor. 

Soaking wet, Macon meets you up 
in his study. He shakes each of your 
hands. Serialla giggles at the sop
ping mess he is making of the rug. 
He explains Serialla won this go 
round of their friendly contest, as 
putting a sepia snake sigii on his 
scroll of magic jar, was very 
successful-unfortunately. 

"Serialla and I have been having 
these magical contests for quite some 
time. However, it will be quite some 
more time before the next one. r will 
win the next competition. 

"Thank you very much for all of 
your help. I don't know what I would 
have done without you. Well, I prom
ise to see each of you later this week 
and return the favor. Now you must 
excuse me. I need to talk to Serialla 
to see just how she effected her victo
ry, and I want to find out where that 
water elemental came from. Oh, yes 
. . . and I must get back and study 
my spell bookB." 

As you leave, you see a playful grin 
spread across Serialla's face. 

Macon The Monkey Mage 
12th Level Male Human Wizard 

STH: 13 
[NT: 17 
WIS: 10 
DEX: 16 
CON: 15 
CRA: 15 

AC Normal: 3 
AC Rear: 5 
Hit Points: 40 
Alignment! Chaotic Good 
Languages: Common, Elvish, Dwarv· 
ish, Gnoll, Orcish, Gnomish, Halfling, 
and Sylph 

Age: 42 
Height: 5' 11 ff 
Weight: 143 
HairlEyes: BlackIBlack 
Weapon Proficiencies: Dagger, staff 
Nonweapon Proficiencies: Ancient 
history (16), astrology (17), ancient 
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languages (17), reading/writing (20) 

Magic Items: Dagger +2, boots of strid
ing and springing, gauntlets of swim
ming and climbing, bracers of defense 
AC5 
Spells/day: 4 4 4 4 4 1 

Spell Books 

Level One 

Cantrip 
Detect Magic 
Magic Missile 
Spider Climb 

Level Two 

Blur 
ESP 
Levitate 
ImpfY)l)ed Unseen 

Seruant 

Level Three 

Blink 
Dispel Magic 
lnfravision 
Secret Page 

Level Four 

Confusion 
Evard's 

Black Tentacles 
Fire Shield 
Polymorph Self 

Level Five 

Auoidance 
Cone of Cold 
Passwall 
Wall of 1 ron 

Level Six 

Comprehend 
Languages 

Identify 
Mending 
Thunt 

Detect Evil 
Fog Cloud 
Magic Mouth 
W,b 

Delude 
Hold Person 
Item 
Thngues 

Dig 
Fear 
Fumble 
Remove Curse 

Chaos 
Feeblemind 
Wall of Force 
Wall of Stone 

ConJure Animals Geas 
Glassee Legend Lore 

Na-na, spider monkey familia r: Int Low; 
AL N; AC 5; MY 12, 9 in trees; HD 3; 
hp 20; THACO 18; IAT 3; Dmg 1-211-2/1-
4; SZ Sj XP none. 

Macon is known as the Monkey Mage 
because of his unusual familiar, Na·na. 
Macon makes his living dealing with 
cursed items. He has a penchant for 
pranks, which usually go wrong, but his 
rugged good looks, sharp wits, and win· 
ning smile have always pulled him 
through trouble. Macon cannot stand 
eating bananas because he once ate three 
dozen of them in one sitting as a kid. 

When he occupies the form of Na-na, 
he is only able to cast his version of 
unseen seruant because he is so familiar 
with that spell. Na-na's unfamiliar body 
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makes other spells too difficult. 

Serialia The Snake Sage 
10th Level Female Human Wizard 

5TH: 10 
INT: 16 
WIS: 11 
DEX: 12 
CON: 16 
CRA: 16 

AC Normal: 3 
AC Hear: 5 
Hit Points: 35 
Alignment: Chaotic Good 
Languages: Common, Elvish, Dwarv
ish, Gnomish, HaUling, Stone Giant, 
Storm Giant 

Age: 35 
Height: 5' 3" 
Weight: 110 
HairlEyes: Black/Green 
Weapon Proficiencies: Dagger, staff 
Nonweapon Proficiencies: Reading! 
writing (17), animal handling (snakes) 
(12), spellcraft (14) 

Magic Items: Bracers of defense AC 5, 
slippers of spider climbing, ring of 
warmth, ring of sustenance, brooch of 
shielding (67 charges) 
Spellsfday: 4 4 3 2 2 

Spell Books 

Level One 

Cantrip Charm Person 
Comprehend 

Languages Detect Magic 
Magic Missile· Shield· 
Spook Unseen Servant 

Level Two 

Knock· Levitate 
Locate Object Mirror Image· 
ShaJter· Spectral Hand 
Strength Web· 

Level Three 

Dispel Magic Feign Death · 
Non-Detection Secret Page 
Sepia Snake Sigil Slow· 

Level Four 

Emotion Extension I 
Plant Growth Polymorph Self 
Polymorph other· Vacancy 

Level Five 

Animal Growth Dream 
Sending Thlekinesis-
Teleport - Wall of Iron 
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• Indicates spells in her memory when 
the PCs begin the adventure. 

Serialla is known as the Snake Sage 
because of her expertise with snakes. 
She has been Macon's friend since child
hood, and she is the one who first pro
posed the secret yearly contests. She is 
a sweet woman who appears sinister 
because of her gruff voice, dark hair, 
penetrating eyes, and pale skin. 

She can be overly competitive, as she 
wants to prove her worth as a prankster 
to Macon. This is why she resorted to 
the sepia snake sigil trick when she 
learned Macon had a purchased a scroll 
with a magicjar spell on it. 

Wilbur the pig-iron pig golem 
Int Low; AL N; AC 3; MV 9; HD 5; hp 40; 
THACO 15; I AT 1; Omg 1~; SA see be
low; SD see below; SZ S; ML 20; XP 750. 

Wilbur was presented to Macon as a 
gag gift. He is the household trash dis
posal with legs. his original weight was 
833 pounds, but it has been reduced 
through enchantment to 83 pounds. 
This keeps him from crushing people's 
feet if he accidently steps on them. 

In addition, Wilbur can talk. 
Special Attack: Wilbur counts as a 

+5 magic weapon for purposes of hit
ting things. This allows Wilbur to eat 
almost anything. 

Special Defenses: Wilbur is only 
affected by + 3 or better weapons. Magi
cal electrical attacks slow him for three 
rounds. Magical fire attacks repair 1 hit 
point of damage for each die of damage 
they would normally do. Wilbur is af
fected by rust monsters, and they scare 
the ... out of him. 

Wilbur is an easy-going golem who 
has a limitless capacity for eating trash 
(which he does with relish when he can 
get it). He is not very bright, but he can 
carry on conversations even if what he 
says does not always make sense. Some 
favorite topics are: 

• Why he can talk. He claims he can 
talk so he can ask people to move out of 
the way while he is cleaning. 

• What it would be like to be a flying 
pig. Wilbur really wants to learn how to 
fly. 

• Why are people so squeamish about 
what they eat. Wilbur likes to eat 
cverything and anything. 

Wilbur knows where all the rooms are 
on the ground floor (except the secret 
ones). However, he will have trouble 
finding the lab until the PCs have ex-
plored the rest of the house. 0 
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Terrain: Swamp/M:oor 
Party Levels: 42 (Average 7th) 
Monster X.P.: 

Kill: 9,000 Defeat: 11,000 
Retreat: 4,500 

Adventure goal X.P. (rescuing captive): 
2,000 

SetUp 
• While the PCs were celebrating their 
most recent mission, a sorceress they 
know was captured by a giant troll. He 
grabbed her and ran toward the Crag. 
moors, killing one watchman and 
wounding another who came to her 
rescue. 
• While on an extended wilderness 
adventure, the PCs have reason to con-
8u1t a local sorceress (perhaps to get a 
magical item identified). When they 
arrive in her home village, however, 
they discover she has been kidnapped 
by a giant creature. 
• The PCs stop at an inn for the night 
and are awakened when a marauding 
giant creature slays a watchmen snd 
carries away the local sorceress. The 
townspeople arp- quick to enlist the PCs' 
aid in bringing her back to safety. 

DM's Background 
The PCs begin this adventure tracking 
the creature to its lair. 

You can use this as a timed adventure 
to add suspense and excitement to your 
gaming session. If you do so, allow the 
players four hours of game time to find 
the sorceress. If they do not reach her 
within the time limit, the giant troll 
eats her for dinner (as that's what giant 
trolls do). 

The numbered sections of text refer to 
places on the map where the PCs will 
have encounters, 

I . The Tracks Begin 

It i:-. II "h"rt walk to t ill' luwn's front 
r(uLt" The !!Hr" hu" ht..'<.'!1 Le)!"D \lIT it;; 
IUllg ... .'!>_ p!-nlmhl) hy the g-ianl who 
/':\rlll' fin' a \J~jt lao.,l IlIg-hL l.'II'gc' 
rrae!. ... aI',' rie'lrly \"ii<ihlc, 

If a PC with tracking ability examines 
the tracks, he or she can tell they head 
west and then gradually move to the 
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north. Be aware of the PCs' marching 
order, and consult the map as they 
travel. 

2. The Crag moor Swamp 

The party has entered the Cragmoor 
Swamp. The characters must switch to 
a single·file marching order. Because of 
the dense foliage and boggy conditions, 
any character moving off the trail 
suffers the following penalties: -2 to 
hit, -I on damage, and a movement 
rate of one·third normal. Any charac
ter spending more than three turns ofT 
the trail becomes stuck in the thick 
mud and begins to sink; The PC hss 
four to five rounds to devise a way to 
get out of the mud. Otherwise, the PC 
drowns. Workable methods for getting 
free might include: Struggling out by 
sheer power <check vs. Ih Strength 
score) using a convenient vine or tree 
branch or perhaps a staff, military 
pick, or other weapon to get a purchase 
on firmer ground. The trapped charac
ter might wiggle free by shedding his 
heavy equipment (Dexterity check) and 
squirming/swimming out of trouble (112 
Dexterity check.). The wisest course, 
however, is getting a fellow PC to pull 
the trapped character free. 

3. The River 

If the PCslook, they can find a suitable 
place to ford the river. While the game 
trail does indeed continue on the oppo· 
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site bank, the giant's tracks do not. (See 
the map for his true course.) 

If the PCs follow the game trail, they 
accomplish nothing. After they have 
traveled for awhile point out they do not 
see the giant's tracks. 'Ib find the giant's 
tracks they have to return to the river 
and search along the banks until they 
find the trail (encounter 7). 

4. The Bullywug Ambush 

A small tribe of bullywugs attacks the 
party. If the PCs blindly followed the 
game trail and had to return to the 
river to search for tracks, the bullywugs 
get a free ambush attack, and have a 
normal chance to surprise the party and 
get a second free attack. If a PC was 
watching the river, the party still gets 
ambushed, but the PCs get a + 2 bonus 
to the surprise roll (see PHS, page Ill). 
A bullywug scout noticed the PCs some 
distance back, and the bullywugs are 
ready. IT the PCs were smart enough to 
search for tracks immediately after 
crossing the river, the bullywugs still 
attack, but the ambush fails. Roll nor
mally for surprise, but the PCs still get 
a + 2 bonus if somebody was watching 
the reeds. 

On their first attack round, the bully
wugs rise from the reeds and throw 
their spears. In the next round they 
close to melee. The party can flee at any 
time, as the bullywugs move slowly out 
of water and cannot keep up. 

Bullywugs (20): Int Average; AL CE; AC 
6; MV 3, Sw 15; HO 1; hp 5 each; 
THACO 19; IAT 3 or 1 (weapon); Dmg 1-
211·2/2-5 or 1.6 (spear); SA Hop; SO 
Camouflage; SZ M; ML 10; XP 65 each. 

Bullywug Leader (1): Int Average; AL 
CE; AC 3 (thick leather armor); MV 3, 
Sw9; HD l;hp S; THACO 19; IAT30r 1 
(weapon); Omg 1-211-2/2·5 or 1-6 + 1 
(spear + 1); SA Hop; SO Camouflage; SZ 
M; ML 12; XP 65. 
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The leader carries a pouch with 15 gp, 
and three gems worth 25 gp, 50 gp, and 
S5gp. 

s. Dropped Dagger 

" 
\. 

,. 

" 
eli 

The sorceress dropped her dagger here, 
hoping any rescuers would find it, and 
that is the metal gleaming in the sun. 
Originally, she pointed the blade to 
indicate the direction of the giant's 
travel. However, the dagger has been 
discovered by a pair oCriver otters, who 
are taking turns moving t he dagger to 
see which one of them can produce the 
most sparkles on the water. They also 
like the sparkling jewels in its hilt. The 
dagger is worth 1,200 gpo 

The otters are friendly, curious, and 
hold their ground when the PCs ap· 
proach. They have no intention of giv
ing up the dagger. If the PCs take it, the 
otters pursue them, nipping at their 
heels, undoing their boot laces, and 
generally being annoying. The otters 
will settle for unusual food items or 
another shiny object in exchange for the 
dagger. 

If a PC can speak with animals, the 
otters explain that a tall man with 
reddish-brown skin waded through the 
river and continued north. The man was 
carrying a club and a girl. The man 
wouldn't stop and play with them, but 
the girl was kind and dropped this nice, 
shiny object for them. 

Otters (2): Int Semi-; AL N; AC 5; MV 
12, Sw 18: HD I-I; hp 4 each; THACO 
20; IAT 1; Dmg 1-2; SZ T; ML 8; XP niL 

6. Crayfish Attack 
The otters from encounter five have 
disturbed a pair of giant crayfish, which 
are waiting for the otters to come back 
in the river and provide dinner. How
ever, when the PCs arrive the crayfish 
forget the otters. The giant crayfish are 
hungry and see the PCs as a meal. They 
lie in wait in the reeds along the bank 
and attack as the PCs come close. If one 
crayfish is killed, the other attempts to 
retreat into the river. 
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Giant Crayfish (2): tnt Non; AL N; AC 
4; MV 6, Sw 12; HD 4 +4; bp 32 each: 
THA~O 15; ,AT 2; Dmg 2.1212.12; SD 
Surprise; SZ Lj ML 13; XP 125 cacho 

7. The Tracks Continue 
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The PCs have found the correct tracks. 
The ancient road was used by traders 
before the swamp lands became too 
dangerous to travel. It is now used by 
the giant troll and many wild animals. 

8. The Bridge 
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Normally. the bridge would be safe. 
However, Gruck, the giant, has turned 
the bridge into a trap. He weakened the 
center supports with an axe, while the 
mudmen living in the mire futilely 
attacked him. 

When 200 pounds of weight are on t he 
bridge, it will collapse, sending party 
members into the mud. Those standing 
at the edge of the bridge can make 
checks vs. Dexterity - 2 to avoid falling 
into t he mud. PCs do not suITer damage 
from the fall, however PCs in the mud 
have to deal with the mudmen. 

The mudmen begin their assault by 
hurling blobs of mud. The mud is three
feet deep, and characters in the mud 
suffer the following: lose one-third their 
movement rate and -Ion all to hit, 
and damage rolls . 

Mud-man (8): Int Non; AL N; AC 10; 
MV 3; HD 2; hp 12 each; THACO 19; 
IAT 1; Dmg Special; SA Mud-throwing, 
suffocation; SD immune to mind
affecting spells, transmute rock to mud 
slays (no save), dispel magic and dig act 
as fireball; SZ S; ML Special; XP 175 
each. 

Mudmen hurl blobs of mud at their 
opponents, who are considered AC 10 
(modified by Dexterity). The mud 
hardens on impact and slows the tar
get's movement rate by 1 for each hit. A 
mudman,. if within 10 feet of a target, 
can hurl Itself at the target. A success
ful hit means the death of a mudman, 
but slows the victim's movement by 4. 
Once a victim has a movement rate of 0, 
he becomes immobilized and suffocates 
in five rounds unless the mud is re
moved from around his nose. 

On the other side of the bridge, the 
giant's trail splits, one set of tracks 
(which is older) lead to the east and to 
Encounter 10. The other set continues 
to the north and likely will lead the PCs 
to Encounter 9. 

9. lizardmen No Matter What 
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A pair of lizardmen spotted the PCs 
moving through The Cragmoors, noted 
they were following large footprints, 
and set up a false trail that leads to the 
northwest. Lizardmen like to take hu
man captives for slaves, and have deter· 
mined that this bunch would make a 
good group of laborers. 

Farther along their falsified trail the 
lizardmen have placed moss, branches, 
and small blobs of mud over a deep pit. 
H the PCs follow the false trail, they faU 
into the pit. The 15·foot deep pit is set 
up so that the top will not collapse until 
several characters walk on it. 

Once the PCs are in the pit, the lizard· 
men point spears at them and throw 
large blobs of mud to keep them from 
climbing out. 

If the PCs do not follow the false trail 
the lizardmen group together, follow th~ 
PCs, and attack tQ subdue . Dead hu
mans make bad slaves, so they want to 
keep the PCs alive. 

In either case, when the lizardmen 
have the advantage over t he PCs, con
tinue with the following: 

" !--IuIlWl1C;. Drop you ,· w\~n p\)l1<; lI rH! 
.~ ll rn'nd{'r I n II~: , Wp "alll I'P\[ a ~ 
~ I ; l l"~ , Jl0! d('Hd hllrrm n,;:' 

Also in the lizardmen band is a lizard 
king who was wounded in a one-on-one 
fight with a warrior. The king won, but 
was seriously hurt in the process. 

The only way the PCs can get out of 
this encounter with their necks intact is 
to bargain for their release. For exam
ple, ifthe PCs offer to heal the lizard 
king, they will be allowed tQ leave. The 
PCs might also win their freedom by 
concocting a plausible story about a 
vast treasure, a village full of potential 
slaves, or something else that might 
induce the lizard men to take the PCs 
away from the village with something 
less than 50 guards. 

Lizard Men (50): Int Low; AL N; AC 5; 
MV 6, Sw 12; HD 2 + 1; hI? 11 each; 
THACO 19; IAT 3; Dmg 1~/1-211 -6; SZ 
M; ML 14; XP 65 each. 

Lizard king (1): Int Average; AL N; AC 
3; MY 9, Sw 12; HD 8; hp 50 (8 current· 
ly); THACO 13; IAT 1; D 5-20; SA Skew· 
er; SO Nil; SZ L; ML 16; XP 975. 

lfthe PCs help the lizard king, the 
lizardmen ask what they were doing 
following the giant's tracks. The lizard
men tell the PCs they saw a giant tak-
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ing a female capti ve to the nor th. They 
point out the trail. The lizardmen had 
no deaire to fi ght the giant for one 
woman. 

10. The Trail Ends 
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Imillu]l;uI1lP,~ hll,'du('ll) 1',)110" , anrl 
l'\cutllull) ,1i); :!PI)[ HI', •. 

There is nothing of interest here. The 
PCs will have to double back to the 
bridge and pick up the trail to continue. 

I I. Snagged 

Shvrlly anl:r ) oulcllv, ' tIl" lil.u ... 11l1\' 1l 
;uul pkk up till! l{iHIll'" lr'llil, .~utL 
,;()IlIC UpOIl ;II IIJU1"r .. ltl).;);!. ,h ri'y()l', 
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Starting with the first character in the 
marching order, have each PC make a 
Dexterity check. The first one to fail the 
check is caught in a snare. A snared PC 
is held about four feet off the ground, 
one foot firmly caught in a web loop. If 
a ll PCs successfully avoid the s nares, 
they likewise avoid this encounter. 
If a PC is caught, two giant spiders 

climb down webs to attack the party. At 
the same time, an ettercap hiding above 
in a tree drops a net on a PC; treat this 
net as a web spell s ince it is made of 
spider webs. The net can only catch one 
character. If successful, the ettercap 
reels in the snared victim, taking two 
rounds to reel, and a third round to bind 
the character in sticky webs high in a 
tree. Snared characters can attack the 
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ettercap once before becoming immobi
lized, at -2 to hit. 

Ettercap (1): lnt Low; AL NE; AC 6; MV 
12; HD 5; hp 25; THACO 15; IAT 3; 
Dmg 1-311·3/1-8; SA Poison; SO 'fraps; 
SZ M; ML 13; XP 975. 

Ettercaps have a poisonous bite. The 
poison is highly toxic. If the victim does 
not successfully save against poison, he 
dies in 1-4 rounds. 

Giant Spiders (2): lnt Low; AL CE; AC 
4; MV 3, Wb 12; HD 4 +4; hp 22 each; 
THACO 17; IAT 1; Dmg 1-8; SA bite has 
type F poison; SZ L; ML 13; 650 each. 

II. Watch Lizards 

As yon coutinue 10 prl"S J\llI'lh, (1) t 
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This indeed is Gruck'slair. He built it 
himself and is quite proud of it. The 
clearing is roughly 60 feet across. No 
unusual sounds can be heard in the 
area. However. if the PCs make noise, 
the sound will certainly carry. 

Gruck has a crude, but effective alarm 
system. He captured two giant lizards 
while they were young and keeps them 
for pets. They live on the hill and are 
hiding up there now. Each has a 15-fool 
rope tied about its neck. This is secured 
to the hill itself, near t he opening. The 
rope prevents them from wandering off. 

Gruck doesn't feed the lizards as often 
as he should, so when a PC enters with· 
in range of the ropes, the lizards leap to 
attack, alerting Gruck in the process. 

Giant Lizards (2): Int Non; AL N; AC 5; 
MV 15; HD3+1 ; hp 18, 15; THACO 17; 
NAT 1; Dmg 1.8; SA Special (double 
damage is scored on a natural 20); SZ H; 
ML 8; XP 270 each. 
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The buckets contain drinking water, 
and the furs smell bad (Gruck's bed). 
Characters watching the furs should 
attempt a Wisdom check. Success re
veals movement. Gruck is hiding there. 
Gruck, if unnoticed, attacks with sur· 
prise any character who comes clO8e to 
the table or the chest. He will fIrst 
reach out with claws, then melees with 
his club. 

Giant Two.headed 'frol1 (1): Int Average; 
AL CE; AC 2; MV 12; HD 10; hp 68; 
THACO 11; IAT 3; Dmg 5.aJ5.aJ1.12; SA 
Special; SO Regeneration; SZ L; ML 16; 
XP 3,000. 

Gruck regenerates 3 hit points per 
round beginning in the third round 
after he is damaged. He wears thick, 
crude skins, which improve his armor 
class, and he carries a pet rock the size 
of a grapefruit (a luckstone). 

Gruck lost one of his heads several 
years ago, and it never grew back 

When Gruck is dealt with, the sorceress 
can be found in a shallow alcove
gagged, bruised, but otherwise unhurt 
(unless the adventure took longer than 
four hours of game time, in which case 
she's been eaten). 

The troll's chest is unlocked and con
tains his treasure: 2,576 gp, 941 sp, two 
necklaces (one gold, one silver) worth 
4,880 gp and 1,950 gp respectively, a 
dagger +3, a short sword +2, and a 
potion bottle of green liquid. This is 
swamp water, if tasted t he imbiber must 
save vs. poison or be ill for 2-5 days. 0 
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Short 
People 

with thanks to Robert Jones and Jim Lowder 

An AD&D Game 2nd Edition scenario 
for six diminutive adventurers 

o L y H E D 

by Tom and Matt Prusa 

Adventure Background 
Following this scenario are characters 
that can be used with the adventure. 
The characters are member! of II well 
known adventuri.ng group, "Short Peo
ple." The company is vacationing in 
Burrowville when they are summoned 
to the town council by Malakii Farseer. 
It seems that the fields which produce 
Burrowville's main cash crop, Burrow
ville Blueleaf'Thbacco, were mortgaged 
last spring. Malakii had assured the 
council that, after three years of bad 
crops, the harvest this year would be 
enough to cover the cost of the mort· 
gage. He was right. However, Burrow
ville is located in northern Amn, and 
the Zhentarim, a noted evil organiza· 
t ion, is attempting to get a foothold 
t here. The valley of Burrowville would 
be an excellent start. And in Amn, the 
golden rule prevails: "He who has the 
gold, makes the rules." 

Hence, the Zhentarim purchased the 
mortgage. If it is not paid off within two 
weeks. the town of Burrowville will be 
ruined. 'Ib save the town and payoff the 
mortgage, 12,000 danters (gold pieces) 
must be raised in that time. The town 
has been able to harvest and cure 2,000 
pounds (one full wagon) of Burrowville 
Blueleaf, the best and rarest tobacco in 
thi8 part of the world. It only can be 
grown in Burrowville, and to have some 
Blueleaf is a status symbol among the 
wealthy of Amn. 

Ordinarily, traders offer 5 to 10 dan· 
ters a pound for it, but this year only 
one trader came, and he offered the 
ridiculous price of 1 danter a pound. 
The Zhentarim scared the other traders 
away. 

A brave party must take the wagon 
south across the Ridge to Ke«ulla to 
sell the tobacco, snd return to pay the 
mortgage. In a major city like KeczulJa, 
it would be easy to get 10 danters a 
pound, possibly more. 

The party has a wagon, pwned by 
Badger Thistledown. He is the youngest 
wagon-owner in town, and the only one 
willing to risk his wagon. The wagon is 
pulled by four mules: AC 7, HD 3, HP 
20. If one of the mules is lost during the 
adventure. it can be replaced by a pony. 
adding one extra day to the trip for each 
mule lost. 

Each of the four members of the 
"Short People" company h as a pony: AC 
7, HD 2, HP 13. 

R o N 
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It has been a quiet vacation here in 
Burrowville. You are members of the 
famous adventuring company "Short 
People." 

Adventuring is a risky business, 
but you are quite good at it. Ally, the 
bold halfling fighter; Murphy of 
Moradin, the priest ; Shirl Jeweljan, 
the illusion specialist; and Verna 
Burrtocs, the hard.l iving thief. But 
today the vacation may be over. You 
have been summoned to the town 
council meeting. 

Malakii Farseer, a member of the 
council, asked you to attend the 
meeting on a matter of grave impor' 
tance. Farseer also asked "Badger" 
Thistledown , AHy 's younger brother 
to come. 

You report to the town hail , where 
the mayor is waiting. He ushers you 
in, and you are seated at the end of 
the long table. 

"Welcome adventurers:' greets Ned 
Burrower, the mayor of Burrowville. 
"1 have some bad news. As you all 
know, Burrowville's main cash crop 
and chief export is the fine tobacco 
we grow. Of all the varieties grown, 
the most va luable and sought after is 
Burrowville Blueleaf. It can be 
grown only in our valley. 

"The past three years the weather 
has played heck with the crop, yield
ing almost nothing. It put the town 
in a real financial bind . So, this 
spring, we had to borrow money- and 
we had to mortgage the Blueleaf 
fields to do it. Malakii assured us the 
crop this year would be enough to 
payoff the mortgage. He was right
as usual. 

"But what he didn't foresee was 
that the Zhentarim would be out to 
steal our land! They purchased the 
mortgage, and they have scared off 
the traders who usually come. So far, 
only one trader has reached Burrow
ville, and he offers only 1 danter a 
pound- a tenth orthe true value. His 
offer was met with the scorn it de
served, but it leaves the town in a 
tight spot.. 

" We have two weeks to come up 
with 12,000 dante rs, or we must 
forfeit the best lands in the valley. 
The normal trade routes would take 
almost a month to get a load of 
Bluoleaf anywhere. So t hat is not an 
option. Our on ly hope lies with you. 
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Your brave party must take a wagon· 
load of Blueleaf over the trail 
through the Ridge. In Keczulla you 
will be able to sell a full wagonload 
for 20,000 danlers or more. 12,000 
must go to pay the mortgage, half of 
anything over that you may keep. 

Will you do it?" 

The mayor answers any questions put 
to him, as far as his knowledge goes: 

• There is a wagon trail leading south 
to a main road, which in turn leads to 
Keczulla. It has not been usod in recent 
years. Most traders take a much longer 
route east and then south (a 25-day trip 
at least). 

• The territory to the south is rumored 
to be overrun with trolls, bugbears, and 
giants. Especially trolls. . 

• Malakii will accompany you as official 
representative of the council. 

• Theodore is here because he is t he 
only one in town who was willing to 
risk his wagon in the Ridge. 

If pressed, the mayor can sweeten the 
offer in the following ways: 

1. Add another 25% of the profits over 
and above the mortgage. 

2. Allow Murphy to build a shrine to 
Moradin in the village. 

3. Offer Shirl a fine set of silk clothes. 

4. Offer Verna and Ally places on the 
town council. 

5. Offer Badger a lucrative long term 
hauling contract. 

r l 
Use these wandering monsters in the 
hills of the Ridge, either on the PCs' 
way to Keczulla, or if time permits, on 
their way back. 

1. Bugbear (7): Int Low; AL CE; AC 5 
(10); MV 9; HD 3 + 1; hp 16 each; 
THACO 17; I AT 1; Dmg 2·8 (2d4) or by 
weapon; SA Surprise, +2 to damage; 
SZL. 

The bugbears believe they have found 
easy pickings. They will attempt to 
ambush the party, fleeing if more than 
three of them are slain. 

2. Leprechauns (3): Int Very; AL CO; AC 
8; MV 15; HD 112; hp 4 each; THACO 
20; IATO; Dmg Nil; SA Spells; SD 
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Spells, never surprised; MR 80%; SZ S. 

Abilities: Invisible at will, ventrilo
quism at will, polymorph inanimate 
objects, create illusion (as improved 
phantasmal force ) may snatch objects on 
a 75% chance. 

The leprechauns want some Burrow· 
ville Blueleaf. They use ventriwquism 
to sound like ogres, and demand that a 
big handful of Blueleaf be left on the 
trail for them. 

3. Giant-kin-Cyclops (4): Int Low; AL 
C(E); AC 3; MY 12; HD 5; hp 25 each; 
THACO 15; IAT 1; Dmg 2-8 (weapon) 
+4 (Str bonus); SZ L. 

Little guys. This should be easy pick. 
ings. 

4. Wolf (9): Int Semi; AL N; AC 7; MV 
18; HD 2+2; hp 12 each; THACO 19; 
IAT 1; Dmg 2-5; SZ S. 

This pack of wolves is after the ponies 
and mules. They can be driven off if 
flashy magic (fireball, lightning bolt or 
pyrotechnics) is used. 

£ fl' tJuntt·r 0']1> But. Mothe-rl 

The PCs are shown to Badger's wagon, 
which is already loaded and hitched. 
There are four mules pulling it. It is a 
normal trader's wagon, loaded with four 
5OD·pound bales of cured Burrowvi\le 
Blueleaf. Supplies and three tents are 
stored in a space under the seats. The 
PCs are reminded that they must be 
back in two weeks with at least 12,000 
danters, or the tobacco fields and the 
town will be gone. 

The trip will take at least a week-if 
good time is made. The PCs will be 
advised to sell the wagon and buy p0-
nies to make the trip back faster. 

As your group nears the edge of 
town, a shrill feminine voice cuts 
through the cool air. "THEODORE! 
T-H·E·Q·D·Q·R·E! Theodore Thistle· 
down! Just where do you think you 
are going?" 

It is Elenor Thistledown, Ally's and 
Badger's mother. She is upset with 
Badger and wants him to come home
immediately. After all, he just turned 31 
and is still a baby. He could be injured. 

Elenor is a frightened mother. She 
will not listen to reason, at least not at 
first. She must be calmed down and 
convinced no harm will come to Badger. 
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She insists that he take his raincoat, 
umbrella. and a fresh handkerchief. She 
also brought a fresh handkerchief for 
Ally and Murphy. Finished passing out 
the items, she begins to weep, kissing 
all the characters and telling them she 
hopes they save the city. If the other 
characters let Badger be hustled ofT for 
~ome, he sneaks out and joins the party 
In an hour. 

Encounter Two: Toll Road 

You have been traveling for two days 
and are well into the ridge. For the 
past IS hoUJ'9 there has been a 
steady drizzle. You are wet, cranky, 
and miserable (Except Badger, if he's 
wearing his raincoat). As you crest a 
hill, you see the path leads through a 
nBlTOW passage between two huge 
boulders. There is a tree trunk acr088 
the road, and three dwarvea stand 
behind it. The trunk haa ropea at
tached, to move it. if nece88arY. The 
dwarves wave to you 8S you 
approach. 

As you near the pass, you can see a 
sign on the left boulder. It reads: 
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The dwarves offer to move the tree 
trunk-if the party will pay up. They 
canno~ be talked down from their prices, 
and will not budge from behind the tree. 
AB soon 8S it is apparent that the party 
will not pay, the dwarves shout: 
"Thieves!, Bandits!" and attack. 

This is not a toll road. It is hardly 
even a path. A Zhentarim cleric hidden 
on wp of the right boulder is in charge 
of this aS88ult. The Zhentarim are 
aware of the attempt to raise the gold 
for the mortgage, and have sent several 
agents w stop the party. The cleric also 
wouldn't mind having the Blueleaf, 
since it is quite valuable. 

Combat is inevitable, and once it 
breaks out, the PCs find themselves 
confronted by the following: 

Doppleganger (3): Int Very; AL N; AC 5; 
MV 9; HD 4; hp 30, 2S, 20; THACO 15; 
fAT 1; Dmg 1·12; SA Surprise; SO Spe· 
cial; MR Special; SZ M. 
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Until they are killed, they appear as 
dwarves, swinging battleaxes. 

Troll (2): Int Low; AL CEo AC 4; MV 12; 
HD 6 +6; hp 36 each; THACO 13; IAT 3' 
Dmg 5/8·5/8-6.12; SA Special; SD ' 
Regeneration; SZ L. 

While the trol~s and dopplegangers keep 
the PCs occupied, the Zhentarim cleric 
begins casting spells from the top of the 
right boulder. 

Zhentarim Cleric, Priest of Cyric: AC 2 
(Plate and shield); MV 6; HD 6; hp 23; 
THACO 16; Dmg 2-S + 2; SA Spells; SD 
Spells; SZ M. 

He carries a /1ail + 1. Spells in mem
ory: cause light wounds, curse cure 
light wounds x2, sanctuary, h~ld person 
x2, silence 15' radius, heat'metal cause 
disease, onimate chad. ' 

The cleric will have his sanctuary cast 
before the battle begins, and anyone 
trying w attack him must make a sav
ing throw versus spells to do 80. 

All of the creatures except the cleric 
fight to the death. Note that the trolls 
have a -4 w hit any of the characters. 
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Encounter Three: 
Amnish Outpost 

If the party mentions trading, the 
guards invite them to camp in the cara
van area. Business rules in Amn, and 
no one knows who might be the next 
millionaire. If Burrowville Blueteaf is 
mentioned, eyebrows will be raised. 
There hasn't been Blueleafin Amn for 
three years. 

The party will be invited to set up 
their wagons in between a caravan of 
leather goods and a mule train belong
ing to a gem merchant. The leader of 
the leather goods' caravan, a human 
named Hulsef Micadot, is friendly and 
talkative. The gem merchant is sullen 
and silent. The mule train has 20 
guards-half of them are alert and 
watchful at all times. 

Hulsef invites the characters to eat 
with him, and all the while he talks 
animatedly of leather working and the 
joys of cowhide. He is friendly, but in
credibly dull. Just remember, on any 
comment made or question asked, 
Hulsef immediately thinks of how it 
relates to leather. For example, if asked 
about the road to Keczulla, Hulsef will 
recall the fine leather he purchased in 
Keczulla three years ago. 

The halflings introduce themselves as 
Murrey Undervale and Horace WilIow
wood. They lie that they serve with a 
sling company in the garrison and are 
out looking for someone to drink with. 
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Upon hearing about the Burrowville 
Blueleaf, they become excited, crying 
out "Drinks are on us." They dig for 
corncob pipes and sit looking expectant
ly. They produce a wineskin full of fine 
ale, and another of fine dandelion wine. 
They both drink plenty of each, and 
even if no Blueleaf is forthcoming, will 
share the a le and wine with everyone. 
They have stories of the gem mines to 
the northeast, the trolls to the east, and 
the road to the south, which is said to be 
clear and in fine condition. If the char
acters have lost any mules, Murrey and 
Horace offer to sell replacements for 
just a few pounds of the Blueleaf. The 
party should be prepared to enjoy an 
evening of fine drinking, smoking, and 
companionship. 

Murrey and Horace are 6th level 
neutral halOing thieves, who have been 
geased by a Zhentarim wizard to deliver 
a wagonload of Blueleaf to Zhentarim 
headquarters. The thieves do not wish 
to kill anyone, so they have laced the 
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wine and ale with a very strong paralyt
ic poison. Anyone drinking it will fall 
into a deep sleep for 2-8 hours. If a sav
ing throw versus poison is made, paraly· 
sis is only 2·12 turns. Murrey and 
Horace have built up a tolerance to this 
poison over a number of years, and will 
suffer no effects from it. 

What to do if one of the characters 
won't drink.: As the characters begin to 
fall asleep, Horace attempts to use a sap 
on any characters not poisoned. Murrey 
uses poisoned darts. As a last resort, the 
wizard. who is lurking inuisibly nearby, 
can U8e a power word stun from a scroll 
to subdue the fighting character. Addi
tional spells on the scroll are hold mono 
ster and hold person. 

Horace Willowwood: Int Average; AL 
Neutral; AC 5; MV 6; HD 6 (T6); hp 23; 
THACO 16; IAT 1; Dmg D 1·6 (short 
sword), 1-4 (dagger), 1-3 (sling); SZ S. 

Horace carries 20 sling bullets and a 
heavily-weighted sap. 

Murrey Undervale: Int Average; AL 
Neutral; AC 4; MV 6; HD 6 (TS); hp 30; 
THACO 16; IAT 1; Dmg 1-6 (short 
sword); SZ S. 
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Murrey carries a short sWQrd + I and 
10 darts coated with sleep poison. 

Zemensr, Zhentarim wizard: Int Excep
tional; AL Lawful Evil; AC 2; MV 12; 
HD 11 (Mll); hp 19; THACO 17; IAT 1; 
D 1-4 (dagger); S M. 

Zemensr wears bracers o{defense AC 
2 and carries a wand of paralyzation 
(11 charges), and a scroll with: two 
power word stun, and one each of hold 
monster and hold person. 

Spells: Magic missile (x3), detect mag
ic, spook, blindness. blur, invisibility 
(x2), web, hold person (x2), lightning bolt 
(x2), wall of fire, polymorph other, fire 
charm, hold TTWnster (x2), wall of force. 

Zemenar does not want to kill anyone 
this close to the outpost. A murder 
might start a bigger uproar than the 
Zhentarim want. He will use disabling 
spells as needed, and will try to escape 
if his life seems in danger. 

frKountpr 4: 
rhe MOrrllnq After 

You awake with splitting headaches. 
All of the ponies, the mules, the 
wagon, and the blueleaf are gone. 
You have been robbed! Halfling 
thieves! 

If they ask Hulsef about the incident, he 
says that the wagon pulled out some 
hours ago. He was asleep in his wagon 
and only heard it leave. 

Inquiries of the guards reveals only 
that the wagon left early this morning, 
driven by two "short guys." It headed 
east. 

If Ally uses his tracking ability he can 
find the wagon's trail; it is heading east 
toward the Troll Mountains. The party 
will not be able to buy ponies at this 
outpost, although they are told that 
Keczulla is sure to have some, just five 
days walk to the south. 

En(ounter 5: 
Smoke Gets In Your Eye~ 

As you head east in pursuit of your 
stolen wagon, you see an ominous 
sight. A pillar of blue smoke reaches 
into the sky ahead of you. You hurry 
forward the next few miles and come 
upon a horrid sight. Badger's wagon 
is tipped over on its side, with the 
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mules laying dead and burnt. The 
blueleafis still in the wagon, but it is 
charred and useless, too. Several 
bodies appear to be strewn about the 
wagon. 

Investigation reveals that Horace WiI· 
lowwind is desd, as is Zemenar (possibly 
unknown to the players, until now). The 
wizard is lying torn and broken about 
fifty feet away from the wagon. There 
are several large red scales laying in 
the area, and holes where some sort of 
acidic substance has burned into the 
rock. 
If the characters search the wagon 

they find the wounded, but conscious, 
MUlTey Undervale. He pleads with the 
characters not to kill him, as the wizard 
made him steal the Blueleaf. With the 
wizard dead, MUlTey is free ofilie geas, 
and he can tell the whole story. 

The wagon was accosted by a young 
and rather fooli sh copper dragon. The 
dragon attempted to talk to Zemenar, 
wanting to share riddles. Zemenar pan· 
icked and hit the dragon with a light
ning boll at point blank range. The 
dragon fell and broke his wing, but his 
claws and teeth were still more than a 
match for the wizard. After the wizard 
was dead, the dragon breathed acid on 
the wagon, killing Horace. MUlTCY 
rolled under the wagon at the last min· 
ute. Wounded severely, the dragon head· 
ed for his lair on foot. 

Murrey tells the PCs the truth about 
last night, the poison, the wizard, and 
the Zhentarim involvement. He is not a 
member of the Zhentarim, and neither 
was Horace. 

If no one thinks of it, Murrey will 
suggest the PCs follow the dragon, and 
he offers to go along and help. He wants 
revenge for Horace, who was his cousin. 
(He also wants an equal share of the 
dragon's treasure.) 

Encounter 6: The Climb In 

You have been following the dragon 
for an hour now, and have found a lot 
of bloodstains. Suddenly the blood
stains end, and so docs the trail. You 
come to a clifT face, 200 feet tall. The 
bloodstains stop 50 feet from the cliff 
face. 

The rock face is unbroken, although 
the bloodstains stop at the base of the 
clifT. If the party looks around they 
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notice that about 60 or 70 feet straight 
up, the rock is scratched, and there are 
bloodstains. Investigation reveals an 
illuBwnary wall spell that is hiding the 
entrance to a tunnel. The scratches 
indicate the place where the dragon 
scrambled into the lair. The rock face 
can be climbed normally by the thieves. 
Several of the party members have 
ropes, and the party should be able to 
ascend without serious mishaps. 

The tunnel you finally reach is about 
30 feet wide and 40 feet high. It has 
numerous branches, but the blood
stains continue to lead you, this time 
down. 

Encounter 7: Tricks and Traps 

After about 150' of winding tunnel, the 
party encounters a deadfall trap. There 
is a section of the floor which appears to 
be a buried boulder. If more than 20 and 
less than 400 pounds is placed on this 
boulder, a huge rock drops from the 
ceiling, doing 4-40 points of damage to 
anyone in a 10' radius below. Allow 
affected characters to roll under their 
Dexterity for half damage. 

IT the thieves or the dwarf are actively 
searching, they will have normal 
chances to detect this trap. It can be 
easily negated by having a ll the charac
ters step on it at once, t hereby exceed· 
ing the 400 pounds. 

The party next reaches a very deadly 
trap-for humans. 

You continue along the tunnel when 
you here a voice shout, "Now!" and a 
large scythe whips through the air 
above you. 

Murphy feels the blade pass just above 
him, and then the scythe hits the wall 
with a "thunk?' Anyone taller than five 
feet would now be a head shorter. 

, 
Encounter 8: 8ullseye 

You continue down, pausing only 
when you hear a loud "kahoom!" It is 
followed by resonant, rough laughter. 
Deep voices are speak ing in an un· 
known language. As you proceed 
forward, the tunnel opens into a 
large cave. There are four gray and 
tan-skinned giants here, two on each 
side of the cave. As you peek into the 
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chamber, you see one of the giants 
wind up and throw a boulder at an
other giant. The target ducks, but is 
hit. The giant who threw the rock 
cheers loudly, while another giant 
next to him slaps him on the back. 
The giants have not noticed you. 
Across the cave the tunnel continues, 
sloping sharply down. 

These stone giants are the dragon's 
friends. and they help guard his cave. 
The giants. despite their game, are very 
alert and will certainly spot the party if 
they try to sneak across the cave. 

When the giants spot the party. they 
will not attack immediately. Instead 
they yeU in very crude Common, "Little 
guys. Hey, guys, watcha want in a drag· 
on's cave? Can you guys throw rocks?" 

Since the halflings can certainly 
throw rocks, they are challenged to a 
rock tossing contest. At first the giants 
suggest hurling rocks at each other, but 
the characters probably won't go for 
t hat. If they do, go ahead and let them. 
It could hurt, though. 

Then the giants suggest throwing 
rocks at a bullseye. If the party can win, 
they won't get eaten. 
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The Throwing Contest 

One of the giants scratches a pair of 
crude circles on a wall of the cave. The 
bullseye is a fu ll foot across, and the 
outer ring is four feet wide. The t hrow
er's line is 150 feet away from the t ar
get. Each participant gets three throws. 
Bullseyes count 2 points, and a hit any
where else in the target is worth 1 
point. The team with the highest total 
will be the winner. 

The party must choose four team 
members. The size of the target means 
that a bullseye is equivalent to AC 6, 
and the target itself is AC 10. The dis
tance is considered long range ( - 5), but 
the PCs can find plenty of small stones 
perfect for throwing. All of the halnings 
receive a + 1 bonus to their "to hit" 
rolls. 

For the giants, the bullseye is much 
smaller, figuratively speaking, and will 
be harder to hit. The bullseye is AC 0, 
and the target is AC 4. The giants arc 
at short range. 

Giant, Stone (4): Int Average; AL Neu
tral; AC 0; MV 12; HD 14 + 1-3 hit 
points; hp 78, 70, 70, 66; THACO 7; IAT 
1; Dmg 1-8 or by weapon (2·12 +8); SA 
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Hurling rocks for 3·30 (3dlO); SO Spe· 
cial; SZ H. 

If the party wins, the giants immedi
ately begin blaming each other, and 
soon begin throwing stones at each 
other. The party may slip out unnoticed 
now. 

if the party loses, the giants begin 
clapping each other on the back and 
congratulating each other. They will 
take huge drinks from wineskins. If the 
party sets quickly they may slip out 
while the gisnts are occupied. 

When the giants notice the little guys 
are gone, they assume the party went 
back outside. 

Encounter 9. Dragon At la'it 

You continue to descend. You have 
detected and bypassed two more of 
the deadfall traps. You must be get· 
ting close. Then you hear breathing. 
It is the rasping of something large 
gasping for air. You hear a voice, 
speaking Common. "Oh no, now it's 
little adventurers! This is turning 
out to be a really bad day." You round 
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the corner and see a coppery-hued 
dragon laying on a bed of iold and 
silver pieces. 

Dragon, Copper (Florizzilikar)(1): Int 
Very; AL Chaotic Good; AC -2; MV 
(currently 9); HD 14; hp 98 (currently 
12); THACO 4; IAT 3 + special; Dmg 
1·6 +5/1-6 +5/5·20 +5; SA Special; SD 
Immune to acid; MR 10%; SZ G. 

Florizzilikar can breathe every three 
rounds. The breath weapon can be ei
ther a 30' by 20' by 20' cloud of slow 
gas, or a 70' long by 5' wide spurt of 
acid for lOd6 +5. 

Spells: Spider climb, neutralize poison 
(x3l, stone shape (x2), magic missile (4 
missiles), charm person 

The dragon knows that ordinarily the 
party is no match for him, but in his 
wounded, flightless state, he will be 
careful. 

Allow the players time to react. De
pending on their actions. there are 
several possibilities: 

• If the PCs attack, the dragon will 
not be surprised and immediately 
breathes on the largest number of PCs 
possible. He then uses magic missile on 
a spell caster, while closing with any 
fighter types. He attempts to finish off 
the toughest fighter quickly (probably 
the dwarO, and then uses his claws and 
his bite on the remaining spell casters. 

• If the PCs try to talk to the dragon, 
he will use clairvoyance on them. Play 
the dragon as arrogant, very sure of 
himself, and amused at an adventuring 
party of short people. He is also hurting 
and cranky. But he has lost a lot of his 
foolishness today, and will put up with 
comments that ordinarily would dare 
him to use his breath weapon. If the 
PCs tell him of their plight, he offers a 
contest. If they can win the riddling 
game, he will lend them enough gold to 
pay ofT the mortgage. The party must 
swear to return in a year with three 
times that amount. If they lose, he gets 
to keep their magic. The dragon realizes 
he is very hurt a nd won't willingly 
fight. He is sure he could take the party, 
but ifhe missed just one, a lueky spell 
could finish him off. He is wearing an 
amulet with a dimension door on it. If 
seriously threatened, the dragon uses 
the amulet to reach the stone giants for 
help. 
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Encounter J 0: 
The Riddling Game 
The riddling game is an old and hon
ored custom, especially among copper 
dragons. 'Thll the players their charac
ters are familiar with it. Both sides will 
come up with a riddle. The party must 
answer the dragon's riddle correctly, 
and then stump the dragon with their 
riddle. Five minutes is all the time 
allowed to come up with the answer. 

Riddle 1: In your eyes causes blindness, 
In your nose, 
just a sneeze, 
Yet some suck this down 
As they please. 

Answer: Smoke 

Riddle 2: What is there, full and lively, 
but not there at all. 
Can't be touched, felt , or handled, 
but can do all of those to you. 

Answer: Illusion 

Riddle 3: This stands alone. 
with no bones or solid form. 
Adamant, it prospers, never wrong, 
though it may hurt. 
Twistable, malleable, 
but always straight and true. 

Answer: Truth 

If the party wins, the dragon will be 
delighted, because he will have learned 
a new riddle. He demands a strict ac· 
counting of a ny monies being taken. If 
one of the thieves attempts to filch 
something extra, you may roll a normal 
pickpocket roll. If it succeeds, the thief 
may leave with the treasure. However, 
in three days the dragon will notice 
something missing and will show up on 
the PCs' trail. He will ask for it back
now. 

The Dragon's Treasure 
20,000 silver pieces (5,000 of them 
Tarans); 10,000 gold pieces (6,000 of 
them Danters); 1,500 platinum Roldons 
(in 3 large sacks); 10 trade bars marked 
500 danters each from a well·known 
trading house; 12 matched turquoise 
studded drinking cups worth 150 gp 
each; 27 various gems (turquoise, ag
ates, catseyes) worth an average of 72 
gp each; two wagonloads of silk worth 
2,000 gold pieces; short sword +2; scroll 
of protection from cold; elixir of health; 
eursed scroll , save vs. magic or be poly-

y H E D 

nwrphed into a dragonfly; 15 arrows 
+ 1,- and a ring of shocking grasp. 

When the characters have successful· 
ly defeated the dragon, they make their 
way back to Burrowville. 

If time permits, one of the monsters 
from the random list may attack the 
characters on the way back. 

Home As Heroes 
The party is welcomed back as heroes. 
The feast of the year is thrown, and all 
of the characters are made Honorary 
Thwn Council members and Knights of 
Burrowville. 

Malakii returns to civilian life, happy 
to have adventured one more time. He 
serves on the town council for many 
more years, and eventua lly is elected 
mayor. 

Badger begins to realize there is a 
time and a place for pranks, and is then 
invited to join the adventuring campa· 
ny, rising to become a valuable member 
of the group. 

Shirl finally forgives Badger for the 
gooseberry incident and the two become 
great friends. 

Verna never does learn to control her 
"sticky fingers;' but continues to im· 
prove as a thief. She, Shirl, and Badger 
get into more trouble than ever. 

Murphy is awarded a lifetime supply 
of Burrowville Blueleaf, although this 
does not quite make up for having an
other thief and troublemaker in the 
party. Still, they are basically good kids 
at heart. 

Ally goes on to become one of the 
most famous halfling fighters on the 
Sword Coast. But his mother still brings 
him fresh handkerchiefs. 

And then there's the matter of 36,000 
gold danters they owe to a copper 
dragon. 0 
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Murphy Irontist 
7th Level Mak Dwarf Priest of Moradin 

STR: 18 
[NT: 11 
WIS: 17 
DEX: 11 
CON: 16 
CHR: 10 

AC Normal: 0 
AC Rear: 2 
Hit Points: 53 
Alignment: Lawful Neutral 
Languages: Common, Dwarvish, Half· 
ling, Gnomish, read/write Dwarvish, 
Halfling 
THACO: 16 

Age: 167 
Height: 4'1" 
Weight: 165 Ibs. 
Hair/Eyes: BrownIBrown 

Weapon Proficiencies: Warhammer, 
mace, flail, hammer (thrown) 
NonWeapon Pro6ciencies: Weapon
smith (7), stonemasonry (15), blind
fighting, religion (17), cooking (11) 

Magic Items: Plate mail +l.shield + 1, 
warhammer + 2, scroll with the follow
ing spells at 12th level: cure disease, 
barkskin, cure critical wounds, bless, 
detect evil 
Spells/day: 5 5 3 1 
Equipment: Backpack, two bars of 
soap, two sets of clean clothes, small 
silver hammer (holy symbol), three 
flasks of oil, tinderbox, two vials holy 
water, ivory pipe in the shape of a ham· 
mer, wineskin, two bottles of rum, 
pouch of Burrowville Blueleaf. 
Wealth Carried: 65 silver tarans, 33 
gold danters, 16 platinum roldons. 

As a priest of Moradin, you have major 
access to the spheres of Combat, Guard· 
ian, Healing, Necromancy, and Elemen· 
tal (stone and fIre related only) and 
minor access to Protection, Divination. 

Additional Daily Spells: bless, detect 
evil, purify food & drink, light, detect lie 

Altered Spell: The 2nd level spell 
flame blcuk becomes a /lame hammer 
for priests of Moradin 

Restriction: May not turn undead 
Weapon Specialization Bonus: 

Because priests of Moradin concentrate 
on the warhammer, a priest receives the 
effect of weapon specialization with a 
warhammer only. Bonuses are + 1 to 
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Malakii Farseer 
7th Level Male Halfling Diviner 

STR: 16 
INT: 18 
WIS: 16 
DEX: 12 
CON: 15 
CHR: 10 

AC Normal: 8 
AC Rear: 8 
Hit Points: 20 
Alignment: Lawful Neutral 
Languages: Common, Haifling, 
Thorass (Amn trade language), Gnome, 
ReadlWrite Common, Halfling, Thorass 
THACO: 16 

Age: 96 
Height: 2'7U 

Weight: 70 Ibs. 
HairlEyes: GraylBrown 

Weapon Proficiencies: Dagger, staff, 
sling 
NonWeapon Proficiencies: Astrology 
(18), spellcraft (19), appraising (18), 
herbal ism (19), weather sense (16), gam· 
ing (10) 

Magic Items: Ring of protection +2, 
wand of lightning (10 charges), scroll 
with the following spells at 11th level: 
fireball. vampiric touch, enchanted 
weapon, spectral hand, telekinesis 
Spells/day: 4 3 2 1 (plus one extra divi· 
nation spell of each level) 
Equipment: Cloak, beltpouch, wine
skin, soap, washcloth, towel, spare as
trology charts, tarot deck, set of 
knucklebones, corncob pipe, pouch of 
Burrowville Green, five days' rations, 
leather backpack, spell components, 
traveling spellbooks, paper and ink, 
quill pen, tinderbox. 
Wealth Carried: 15 silver tarans, 12 
gold danters, two pearls worth 100 gp 
each. 

Traveling SpeUbooks 

Level One 
detect magic 
feather fall 
ichntify 
read magic 

Level Two 

continual light 
detect invisibility 
magic mouth 
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audible glamer 
light 
hypnotism 
Thnsor's floating 
disc 

ESP 
leuitate 
detect evil 
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Shirl JeweUan 
7th Level Female Gnome Illusionist 

STR: 10 
INT: 18 
WIS: 12 
DEX: 17 
CON: 16 
CHR: 14 

ACNorma1: 1 
AC Rear: 4 
Hit Points: 19 
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Alignment: Neutral Good 
Languages: Common, Gnome, Half
ling, Dwarf, Elvish, read/write Gnome, 
Halfling, Elvish 
THACO: 19 

Age: 86 
Height: 3'1 ff 
Weight: 80 lbs. 
HairlEyes: BrownIBlue 

Weapon Proficiencies: Dagger, staff, 
dart 
NonWeapon Proficiencies: Seam
stress (18), appra isa l (17), ventriloquism 
(19), gem cutting (19), spellcraft (19), 
sculpture (12) 

Magic Items: Bracers of chfense AC 4, 
wand of paralyzation (9 charges remain
ing), Nolzur's marvelous pigments (two 
jars). bag of holding (weight limit 500 
pounds, 70 cubic feet), scroll of five 
spells at 13th level: seeming, burning 
hands, glitterdust, improved invisibility, 
disintegrate 
Spe1l8lday:4 3 2 1 (plus one per level 
from the school of illusion) 
Equipment: Cloak, beltpouch, wine· 
skin, perfumed soap, washcloth, towel, 
traveling spell books, two sets of fine 
clothes, spare cloak (stained purple), 
needle and thread, five days' rations, 20 
darts (in a case), leather backpack, 
silver jeweled dagger, spell components, 
hammer and chisel. 
Wealtb Carried: 52 gold danters, 14 plat
inum roldons, two agates worth 120 gp 
each. 

Traveling SpeUbooks 

Level One 

detect magic 
phantasmal force 
read magic 
taunt 
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feather fall 
hypnotism 
sleep 
spook 
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Level Two 

alter self 
blur 
levitate 

Level Three 

flame arrow 
hold person 
Sepia snake sigil 

Level Foul' 

dimension door 

Evard's black 
tentacles 

blindness 
invisibility 
su mmon swarm 

invisibility 
phantom steed 
spectral force 

improved 
invisibility 

rainbow pattern 

¥ou are a happy-go-lucky gnome. After 
all, life should be fun , but neat. If it 
can't be done without getting messy, it 
shouldn't be done at all. That's why you 
took up illusions . It allowed you to ad
venture without getting all messy. And 
your illusions are so pretty. 

As a member of the "Short People" 
company, you a re the resident mage. 
The others all depend on you, and you 
always know just what to do. You four 
have been together for fi ve years now, 
and have been very successfuL Right 
now you are on a vacation in Burrow
ville. the home town of Ally and Verna. 
It's been fun , but with the summons to 
the council meeting, it sounds as if your 
vacation is over. 

The others summoned to the meeting 
are: Ally Thistledown, the leader of 
your group; Verna Burrtoes, your best 
friend in the whole world; Murphy, the 
straitlaced dwarf; Malakii Farseer, the 
old halfling mage; and Theodore " Badg
er" Thistledown, Ally's kid brother and 
a real brat. The li t tle creep once ruined 
one of your outfits by dumping a bucket 
of gooseberries on your head. 
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Level Three 

clairvoyance 
dispel magic 
tongues 

Level Four 

magic mirror 
wizard eye 

clairaudience 
hold person 
Melfs minute 

meteors 

detect scrying 
fumble 

You are unique. A halfling mage. And a 
divination specialist at that. Of course, 
you didn't start out that way. You were 
once a human mage. But then you de
cided you were knowledgeable enough 
to start making your own potions. 
Someth ing must have gotten switched 
in the mixing process, because when 
you tried out one of the potions you 
ended up like t his. You thought that you 
would just have to wait until it wore ofT, 
but that was 40 years ago. For a while 
you tried to dispel the magic every day, 
but always unsuccessfully. Now you 
wouldn't know how to be a human any· 
more. And you get more respect as a 
"haUling" seer than you ever did as a 
human. In fact, the whole town comes to 
you fo r advice. 

Fortunately, your experiences have 
taught you much about life. You never 
hesitate to share your wisdom with 
anyone who asks. Or who doesn't ask. 
Looking at both sides of the story is 
your strong suit. Many of the younger 
halflings look up to you as a rather 
figure, and you enjoy the attention. 

As the smartest person in town, you 
have been a member of t he town council 
almost since you first settled in Burrow
ville (40 years ago). Now, the town is in 
trouble. 
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hit, +2 to damage, 3 attacks every 2 
rounds. 

You Bre a priest of Moradin, aDd you 
serve the Soul·Bringer above all things. 
But when you can, you like to he lp your 
friends. The halflings of Burrowville 
have been good to you. Two of the mem
bers of your adventuring company were 
born here. They have families here. You 
don't know what a ll the excitement is 
about but you are will ing to check it 
out. As a servant of the great Moradin, 
you place your faith in the law above 
a ll . The Soul-bringer does not allow 
stray ing, in either word or deed. 

You were a young dwarf, h eaded for a 
career as a fighter. Then you got into a 
drunken fight with anothe r dwarf over 
a gold cup. You punched him and broke 
his neck! That experience changed you. 
You swore you would never lin a hand 
against another member of your own 
race. You took up the worship of the 
Soulforger, and began adventuring for 
the greater glory of Moradin . You have 
not returned to your home in more than 
100 years. Now that you have found a 
friend like Ally, you may never need to. 

As an adventurer in the "Short Per
sons" adventuring group, you find your
self in a uni4ue situation. You arc the 
tallest one in the party. This is great! 
And as often as you hear it, you'll never 
get tired of "How's the weather up 
there?" The group consists of yourself, 
AJly (the leader), Shirl Jeweljan (a 
gnome), and Verna, the thief in the 
party. At first you were uneasy about 
traveling with a thief. Verna has been 
an honorable thief, never stealing from 
the poor, but instead using her skills to 
help you thwart lawlessness. 
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Verna Burrtoes 
7th Level Female Halfling Thief 

5TH: 11 
INT: 12 
WIS: 12 
DEX: 17 
CON: 15 
eRR: 14 

AC Normal: 3 
AC Rear: 6 
Hit Points: 28 
Alignment: Neutral Good 
Languages: Common, Thieves' Cant, 
HaUling, Dwarvish, Gnomish, read! 
write Halfl ing 
THACO: 17 

Age: 62 
Height: 3'4" 
Weight: 62 Ibs. 
Hair/Eyes: BrownIBlue 

Weapon Proficiencies: Dagger, Sling, 
Short sword 
Non Weapon Proficiencies: Appraisal 
(12), riding (pony) (15), drinking (15), 
gaming (14), forgery (16) 
Magic Items: Dagger +2 wngtooth, 
bracers of defense AC 6, ring o(spider 
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Ally Thistledown 
7th Lewl Male Hal{1ing Fighter 

5TH: 17 
lNT: 14 
WIS: 12 
DEX: 16 
CON: 15 
CHR: 15 

AC Normal: ·1 
AC Rear: 3 
Hit Points: 63 
Alignment: Neutra l Good 
Languages: Common, Halll ing, Dwarv
ish, Gnomish, read/write Holfling 
THACO: 14 

Age: 49 
Height! 3'4" 
Weight: 165 Ibs. 
Hair/Eyes: BlackJBrown 

Weapon Proficiencies: Short sword 
(specialized), short bow, sling, dagger, 
throwing knife 
Non Weapon Proficiencies! Blind
figh ting, fir e.fi ght ing (13), tr acking (12) 
Magic Items: Chain mail + 2, short 
sword +1, buckler +1, sling of seeking 
+2, potion of in vulnerability 
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Theodore " Badger" 
Thistledown 
MaLe Halfling Fighter/Thief 4th/5th 

STH: 18 
INT: 10 
WIS: 10 
DEX: 18 
CON: 16 
CHR: 14 

AC Normal: 4 
AC Rear: 8 
Hit Point6: 40 
Alignment: Chaotic Good 
Languages: Common, Thieves' Cant, 
Haifling, Thorsss (trade lang uage of 
Amn) 
THACO: 17 

Age: 30 
Height: 3'5" 
Weight: 71 Ibs. 
Hair/Eyes: BrownIBlue 

Weapon Proficiencies: Dagger, kn ife , 
hand axe, short bow, short sword, sling, 
hand axe, throwing knife 
NonWeapon Proficiencies : Riding 
(pony) (10), tightrope walking (18), wag
on driving (16), appraisal (11), animal 
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handling (mules) (9). 
Magic Items: Dagger +1, +2 us. larger 
than man-sized creatures, potion of 
extra-healing, potion of polymorph self 
(You are saving this for a really higjoke 
on someone) 
Equipment: Short sword, throwing 
knife, handaxe. sling, 20 sling bullets . 
50' rope, two flasks of oil, leather back
pack, five small sacks, tinderbox, wa
terskin, thieves' picks. leather armor, 
two overripe tomatoes, jar of huckleber
ry jelly, two ]oavesjourney bread, small 
live garter snake (your friend . Larry), 
spare set of trouscrs. 
Wealth Carried: 37 copper (andara, 12 
silver tarans, (you also count your wag
on and four mules among your riches). 

Thief AbiJities 
PP OL MS 
30 45 35 

HN HS CW RL 
60 50 60 

Note: On your caravan travels, you 
picked up enough Thorass to be under
stood. It's a very tough language for you 
to learn, and you are told you speak it 
with a terrible accent. 

Golly, a summons to the town council 
meeting. This could be exciting. Maybe 
you'll Ii.nally get a chance to show your 
brother and his friends just how great 
you are. You've been trying to get them 
to let you join the "Short People" ad· 
venturing group for a while now. 
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Normal Equipment: Backpack, belt
pouch, waterskin, two throwing knives 
(one in back of collar, one on belt), two 
sets of spare clothes, live days' rations, 
two flasks of elderberry wine, dagger 
(on belt), 20 s ilver sling bullets, "Short 
People" company charter, tinderbox 
Wealth Carried: 25 silver tarans, 12 
gold danters, 3 platinum roldons. 

As the leader ofthe "Short People" 
adventuring company, you have a lot of 
responsibility. And you take it seriously. 
Your adventuring group consists of 
Verna, a haltling thief, Shirl, a gnome 
mage, and Murphy, a priest of Moradin . 
Because of their skills, and your leader· 
ship, you have done well. You are al· 
most as well known as Halfling Inc., the 
most famous adventuring group of your 
race. 

You enjoy being the leader, but once in 
a while it is nice to kick back and have 
fun . This vacation has been excellent, 
but now it may be over. Your group has 
been summoned to the town council 
meeting this morning. The mayor re
quested that you bring your pesky kid 
brother "Badger" along. Geez Louise, 
it's bad enough to have to cut your vaca
tion short, but to have a guy's kid broth
er along just isn't fair. You left a note 
for your mom. She may have something 
to say about this. 
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climbing (35 charges), pouch of accessi
bility, potion of healing 
Normal Equipment: 50' rope, two 
flasks of oil, leather backpack, five 
small sacks, tinderbox, waterskin, two 
sets of thieves picks (one hidden in 
bair), 20 sling bullets, sling, two bottles 
of cheap wine. bottle of brandy, quill 
pen, two bottles of ink, two sets of dark 
clothes. set of partying clothes (bright 
blue), set of knucklebones, set of loaded 
knucklebones (roll 7's 75% of the time). 
Wealth Carried: 17 gold danters. small 
opal (48 gp), ruby (1 ,000 gp), jeweled 
silver hairpin (32 gp). 

Thief Abilities 
PP OL MS HN HS CW RL 
75 55 65 70 45 55 5 

You are a working thief. When you 
work. you work hard. When you party, 
you party harder. You can outdrink 
anyone in town except maybe the dwarf. 
And he's so stuffy, he probably couldn't 
get drunk if he tried. 

You are a natural con artist. Ifit 
wasn't for that straitlaced dwarf, you 
could be extremely rich by now. He's 
a lways spoiling your cons, ins isting on 
truth above all. You keep in practice by 
pickpocketing stuff and then putting it 
back! It's gotten you in trouble a few 
times, but you don't care. 
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by James M. Ward 

Adventure Background 
The characters are on their way to Rav
ens Bluff, t he Living City. 'Ib get there, 
t hey have joined a caravan, believing it 
safer than making t he tr ip alone across 
unfamiliar terri tory. 

Severa l encounters in this adventure 
a re staged events designed strictly to 
provide color and tens ion; their out
comes are predetermined, but the DM 
should not revea l this. It is the DM's 
responsibility to present these events to 
~he players in a dramatic and entertain
Ing manner. 

Players' Introduction 

Ravens Bluff, the Living City, that is 
where you are going. It should take 
less than a week to get there, espe
cially in the company of this cara
van. The grou p of wagons likely will 
go by way of Tantras on The Dragon 
Reach, which is just nor th of Ravens 
Bluff. 

The caravan is lead by Kantal 
Kantinole, a brave paladin who is 
going to the Living City to start a 
new temple. He is a veteran of many 
combats, so you feel safe with him. 
He has cautioned yOll, however, that 
someone may be after him. "So keep 
your head down and stay out of the 
way if too much trouble starts;' he 
advises. Kantal also intends to make 
a short side trip to an isolated shrine, 
probably to secure a blessing for his 
temple. 

Kantal is a tall, proud man of mid
dle age. He has a very commanding 
presence and has attracted several 
other adventurers to the caravan. 
You are very glad to travel in Kan
tal's company, especially since hear
ing rumors about the death of D'war 
Ghee, a mysterious spellcaster from 
the east who reputedly was torn to 
bits by wandering tanar'ri. Since 
then, so the rumor goes, certain 
travelers on the road south have 
been plagued with D'war Ghee's 
curse-vague premonitions about the 
future. Worse than that, the tanar'ri, 
if they exist at all, still are at large. 

Also with the caravan are: 
• Steniua, a mysterious merchant 

who apparently adventured for many 
years. Stenius usually keeps to him-

p o L y H 

a8°t'L
An AD&D® Game Adventure 

for 5-8 characters of levels 1- 2 

E D R o 

15 

N 



by James M. Ward 

Adventure Background 
The characters are on their way to Rav
ens Bluff, t he Living City. 'Ib get there, 
t hey have joined a caravan, believing it 
safer than making t he tr ip alone across 
unfamiliar terri tory. 

Severa l encounters in this adventure 
a re staged events designed strictly to 
provide color and tens ion; their out
comes are predetermined, but the DM 
should not revea l this. It is the DM's 
responsibility to present these events to 
~he players in a dramatic and entertain
Ing manner. 

Players' Introduction 

Ravens Bluff, the Living City, that is 
where you are going. It should take 
less than a week to get there, espe
cially in the company of this cara
van. The grou p of wagons likely will 
go by way of Tantras on The Dragon 
Reach, which is just nor th of Ravens 
Bluff. 

The caravan is lead by Kantal 
Kantinole, a brave paladin who is 
going to the Living City to start a 
new temple. He is a veteran of many 
combats, so you feel safe with him. 
He has cautioned yOll, however, that 
someone may be after him. "So keep 
your head down and stay out of the 
way if too much trouble starts;' he 
advises. Kantal also intends to make 
a short side trip to an isolated shrine, 
probably to secure a blessing for his 
temple. 

Kantal is a tall, proud man of mid
dle age. He has a very commanding 
presence and has attracted several 
other adventurers to the caravan. 
You are very glad to travel in Kan
tal's company, especially since hear
ing rumors about the death of D'war 
Ghee, a mysterious spellcaster from 
the east who reputedly was torn to 
bits by wandering tanar'ri. Since 
then, so the rumor goes, certain 
travelers on the road south have 
been plagued with D'war Ghee's 
curse-vague premonitions about the 
future. Worse than that, the tanar'ri, 
if they exist at all, still are at large. 

Also with the caravan are: 
• Steniua, a mysterious merchant 

who apparently adventured for many 
years. Stenius usually keeps to him-

p o L y H 

a8°t'L
An AD&D® Game Adventure 

for 5-8 characters of levels 1- 2 

E D R o 

15 

N 



16 

- - Trail 

self, but seems will ing to talk if 
approached. He is very business
minded. 

• Anton, the wizard. You have not 
seen his power demonstrated. But if 
he is half as mighty as he claims, he 
surely must be a force to fear. 

• Tarten, the fighter, is a bit of a 
rogue. He never dresses well, but his 
blades are always clean and polished. 
He doesn't go out of his way to be 
friendly, hut he has never refused a 
good conversation or a handshake. 

• Del Sonora and Adominus, the 
female and male clerics, respect ively, 
are perhaps the friendliest of the 
crew. They conduct regular services 
and seek out the companionship of 
your group and others in the cara
van. Unfortunately, you've heard 
they charge for healing spells. 

• Lance and Thorin arc fighters 
with a few years' experience under 
their sword belts. They are quick to 
start up a game of chance, are frie nd
ly, and often share their ale. 

.. Hoarthgar, the barbarian, keeps 
with the fighters. He avoids Anton 
whenever possible. You get along with 
him all r ight. As a matter of fact, he 
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is heading your direction now. 
"Watch it. Stenius is upset. I'd stay 

away from him if I were you. He's 
ranting again. But ifhe rants too 
much he isn't going to have a head to 
rant with: ' Hoarthgar says as he 
puts his hand on his battle axe and 
stomps away. 

Before you have time to react, you 
see Stenius approach. He is red-faced 
and is waving his fist in the air. 
"Robbed! I tell you I've been robbed. 
I insist we search every wagon, every 
saddlebag, every person in this cara· 
van until I find my gold. I will not 
tolerate thievery. I joined up with 
t his caravan to be safe. I would have 
been better off to go alone. Then 
there wouldn't have been anyone 
around to swipe anything. 

"Hey you," he shouts, indicating 
your group. "Check your stuff now. 
Make sure it's all there. Maybe I 
should check it for you in case you 
have more t han you came into t his 
caravan with." 

Stenius proceeds to examine the PCs' 
belongings-if they let him. Otherwise, 
he storms off to inspect the NPCs' pos· 
sessions. 
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The Robbery 
During the entire first day, Stenius 
continues to rant, rave, and shout that 
someone in the party has stolen almost 
all of his gold. 

Stenius is lying about the theft and is 
attempting to make others believe there 
is a thief about so he will appear blame· 
less when others notice items missing. 
Stenius is the real thief. 

The Dream 
The first night the PCs all have the 
same dream. They see a vision of Anton 
dying horribly with 30 arrows sticking 
out of his body. They also dream that 
Tarten has his head chopped off in a 
bloody battle. D'war Ghee's curse is 
real, and it is affecting them. The curse 
will continue to plague tra velers on the 
road until the tanar'ri who slew him are 
slain or banished back the Abyss. The 
PCs will have a chance to do this in the 
Night of the Fiends encounter (see 
below) . 

If the PCs attempt to tell the NPCs 
about any dream, they a re laughed at . 
No one believes the dreams have any 
significance. 
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Bandit Attack 

Late in the morning after your 
dream dust rises from the terrain 
east of the caravan. There is no wind, 
so whatever is causing the dust is a 
myst ery. 

The caravan members slow the 
wagons, circle them, and ready the,ir 
weapons. Kaotsl suggests you get In 

the center of the circle and " keep 
your heads down." 

Within a few moments you note 
what is causing the dust storm. It is 
many men on horseback. They are 
riding forward, weapons drawn. They 
appear to be bandit s. 

If the party goes to t he center of the 
circle they will not take any damage, 
and the tough NPCs will quickly dis· 
patch the bandits. If the party tries to 
help with the fight, fun combat nor· 
mally. 

Bandits (50): Int Average; AL NE; AC 
8; MY 12; HD 1; hp 5 each; THACO 20; 
NAT 1; Dmg 1-8 or 1·6; SZ M; ML 13; XP 
35 each. 

Bandit Leader (1): lnt Average; AL 
NE; AC 6; MV 12; HD 4; hp 38; THACO 
17; IAT 1; Dmg 1·8 or 1-6; SZ M; ML 15; 
XP 120. 

All the bandits are armed with long 
swords and short composite bows. 

All of the NPCs fight in the battle, but 
the caravan guards do most of the work. 
Make the battle sound perilous, with 
bandits everywhere and large flights of 
arrows raining down on the party. In 
the end, however, all of the bandits are 
killed. 

During the course of the battle, the 
wizard Anton dies bravely. He takes 
many arrows in the chest aRe! suc~ess. 
fully blasting a group of bandits With a 
fireball. The wizard's magic items are 
divided among the caravan. The player 
characters get Anton's scarab ofprotec
tio/!; Kantal tells them it has three or 
four charges left_ 

Also toward the end of the battle a 
wagoneer dies of a heart attack in Del 
Senora's arms. With his last breath he 
prays the young a~v~ntur?rs will ta~e 
his wagon to the Llvmg City and dehv
er it to a certain address. He offers all 
its contents to the group if they will 
only deliver the wagon. 

If the party agrees, they find six long 
boxes in the wagon; each box is made of 
a rare wood: 
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Box one: Black Oak, 4' long by 3' 
wide. The box is half-filled with black 
earth and there are five potions of heal
ing i~ delicate glass bottles hidden in 
the earth. 

Box two: Teak , 5' long by 2' wide_ 
The box is half-filled with an earth/sand 
mixture. There are 11 small oil paint
ings of lovely undead females. The 
paintings look pretty good, but they are 
worth only IdlO sp each . 

Box three: Purple Sandalwood, 6' 
long by 4' wide. This box is half-filled 
with black earth, and there are 19 well· 
made cha lices imbeded in it. Each chal· 
ice has a different castle scene etched on 
the side. Each chalice is worth 200 gpo 

Box four: Natural ironwood, 4' long 
by 3' wide. This box's lid is a piece of 
carved plaster showing a series of an .. 
cient pictograms. The story they tell IS 

of a brave prince who died at an early 
age of a blood sickness. A successful 
recu1languages roll by a t hief or a com
prehend lang uages spell reveals t he 
story. The box contains a large collec· 
tion of ancient toys, worth 15-20 gp each 
to a collector. 

Box five: Black oak, 4' long by 5' 
wide. The box is half filled with black 
dirt, and in the dirt is a collection of 500 
copper coins. If the coins are scratched, 
the copper rubs off to reveal platinum 
coins . 

Box six: Natural sandalwood, 6' feet 
long by 3' wide. When this box is 
opened, an unearthly spectral mist rises 
from the interior, accompanied by an 
eerie moaning sound. The bottom of the 
box is covered by a layer of foul
smelling dust. The mist, moaning, and 
dust all are harmless magical effects. 

The wagon itself is made of strange, 
ebony wood and is extremely light for 
its size. The wood cannot be cut, but the 
full force of a mace blow can create a 
small dent. When magical detections of 
any type are used on the wagon each 
one detects a void where the wagon 
should be. 

On the first day the group searches 
the wagon they do not find any type of 
secret compartments, but if they search 
on any other day they find a hidden 
panel that covers an extra·dimensional 
space the same size as a portable hole (a 
cylinder 6' in diameter and 10' deep). 
This space is the lair of a vampire, who, 
like the PCs, is traveling to the Living 
City. The extra·dimensional space can· 
not be removed from the wagon without 
destroying both it and the wagon. 

Vampire (1): Int Exceptional; AL CE; 
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AC 1; MV 12, FI18 (C); HD 8+3; hp 37; 
THACO 13; NAT 1; Dmg 5-10; SA En
ergy drain, gaze causes charm save at 
- 2, can shapecha I.'ge to ba t , wolf, or 
gaseous form a t will, summon rats, 
wolves, or bats; SO + 1 or better magi
cal weapon to hit, immune to sleep, 
charm, hold, poison, and paralysis, half 
damage from cold or electricity, regener
ates 3 points per melee round; SZ M; 
ML 16; XP 3,000. 

When found, the vampire will try to 
charm his attackers starting with the 
most powerful characters; he commands 
charmed vict ims to attack (or at least 
restrain) the others. 

If the PCs find the vampire during the 
day, they can destroy him just by open
ing the wagon to the light of the sun. 

Until found, t he vampire appears each 
night to drink blood, but he tries not 
kill anyone or drain levels, as he wants 
a safe, steady supply of blood until he 
reaches the city. If detected, the vam
pire uses his charm and sh ape changi ng 
abilities to evade pursuit. 

The Robbery Part" 

The night after t he bandit attack, 
Kantal says your group has guard 
duty. You're responsible for one sec
t ion of t he caravan. 

Answer the players' questions, and get 
them to set up a watch schedule. During 
the night one or more PCs who were on 
guard fall asleep, and one of them has 
all his gold stolen. Stenius has used a 
sleep spell on the PCs and randomly 
·picked one to steal from. In t he ~orn
ing, Stenius just as loudly proclaims . 
again t hat everyone should have their 
things looked at. However, if the PCs do 
not announce t he t heft, Stenius will 
claim to have been robbed of a few sil· 
ver chains. The NPCs will vote against 
any search. Stenius tries this trick 
twice more during the trip . 

Hoarthgar And The Sting 
The next day, Hoarthgar shows the PCs 
some land grants for pieces of Ravens 
Bluff that he will happily sell for 100 gp 
each . He talks to the PCs a ll day and 
tries to get them to buy these grants. 
Each grant is special in its own way and 
sounds attractive-land next to the 
mayor's pa lace , land next to the arena , 
land on the beach, etc. 

All of these grants are fake and use-
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less, but look quite real. If snd when the 
PCs search Hoarthgar'a things they 
discover many more fake deeds. 

That night the PCs dream of an NPC 
dying horribly at the fangs of 8 huge 
black dragon. If the PCs try to convince 
the NPCs, no one believes the dreams 
are important. 

Dreams of Death 
During the third night all of the PCs 
dream that the caravan members die in 
attacks from the sky. 

On the next day, when the party has 
stopped for the midday meal and Kanlal 
is visiting his shrine, the characters are 
surprised when fire beetles spring from 
the ground. 

Naturally, the NPCs will pay no at
tention to the warnings that the PCs 
might want to give. In fact , after t he 
battle several of the NPCs will quite 
rightly point out that the PCs' dreams 
were wrong and the caravan members 
didn't get threatened from the sky, but 
from the ground. 

Hoarthgar becomes particularly upset 
if the PCs have been spouting off about 
their dreams; he will begin to accuse a 
few of the player characters of being 
witches, since no one else seems to have 
these drealll8 of death. He suggests 
abandoning the characters or tying 
them up so the dreams can get them. 
None of the other caravan members, 
however, will go along with this. 
Hoarthgar will have nothing to do with 
the characters after this. 

Fire Beetles (3): Int Low; AL N; AC 4; 
MY 12; HD 1 +2; hp 7, 5, 4; THACO 19; 
IAT 1; Dmg 2-8; SZ S; ML 12; XP 35 
each. 

When the fire beetles appear, only the 
PCs are close enough to attack them, 
and it will take the NPCs two rounds to 
join the melee. 

The night after the fire beetle attack, all 
the PCs dream of Kanlal getting ripped 
apart from some type of dragon creature 
that comes out of the sky. If any of them 
tell the NPCs, most of them scoff at the 
idea. However, Hoarthgar will believe 
them and leave the caravan. 

The Night of the Fiends 

When you awake from your terrible 
dreams, the morning sun is shrouded 
in dark clouds, and there is an odd 
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green lightning flashing in the sky. 
The cleric Del Senora becomes agi
tated and begins throwing several 
spells. She announces that everyone 
will be in terrible danger when the 
sun sets. Adominus begins working 
fever ishly on the ground tracing out 
huge star patterns on the road. He 
says that all who stay in the patterns 
will be safe for the night. These pat..
terns are easily large enough to han· 
die all the horses and your wagon. 

Throughout the day Adominus works on 
his patterns. If the PCs think of run· 
ning, the cleric tells them there is no 
escape. All during this time Del Senora 
refuses to come close to the patterns. 
She maintains she will not go inside, 
and because of this Kantal the paladin 
decides to remain outside the protec
tions as well. Kantal will now approach 
the party: 

"I am sought by an evil priest who 
seeks to destroy me because I have 
thwarted his plans for the past many 
years. I did not believe he would 
attack in this manner, sending his 
fiendish minions. He is powerful, and 
he may destroy us aiL 

"I believe Adominus's patterns will 
protect everyone here. And 1 trust 
you will stay within the patterns. I 
must remain out here to protect Del 
Senora. Do not leave the patterns. 

"If I fall , wait until morning to 
head to Ravens BlufT. Take my body, 
and the body of Del Senora if she, 
too, fall s. We will be raised by 
friends. You have acted bravely ror 
adventurers 80 young." 

With this he leaves and begins to talk 
to Del Senora. 

The green lightning fl ashes brighter 
and brighter all day long. As the sun 
sets a new, dark line appears on the 
horizon and all too !lOOn you can 
recognize a horde of fiends flying 
down on the group. There must be 
hundreds of the ev il creatures, and 
the sizes range from man-sized to one 
that must be 40 feet tall. 

It is not necessary to detail the evil 
priest involved, as he does not appear in 
this adventure. Nor is it necessary to 
detail the fiends (assorted tanar 'ri), as 
the NPCs will deal with them. The PCs 
playa secondary, but important role in 
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this encounter. 
Del Sonora will not retreat to the 

patterns, as she believes evil should be 
met head·on, even ir her own lire is in 
jeopardy. The patterns keep out the 
tanar'ri, as they generate a protection 
from evil effect; however, t his does not 
keep out undead. 

The tanar'ri are here to scare the 
stuffings out of the party. The scene 
should go something like this: 

1. The monsters fly down from the 
skies, and Adominus's patterns begin to 
give ofT blood red sparks. The creatures 
initially ignore Del, Kantal , and any 
PCs who might have stayed with them. 
For the first few minutes the tanar'ri 
try to blast their way into the patterns 
with magic and physical force-all to no 
avail. Then they turn to attack Del and 
KanlaL 

2. Some of the smaller monsters notice 
the outside group, while the other mono 
sters batter away at the magical pat. 
t erns. The patterns begin to show some 
slrain. Green lightning bolts flash from 
the patterns at the tanar'ri, and cracks 
in the pattern lines appear and start 
gTowing. The lesser tanar'ri begin fight..
ing everyone on the outside. If there are 
PCs out there, they should be hard 
pressed but take only slight damage 
(Id8 each), because most of the monsters 
are more interested in getting pieces of 
Del and Kantal. The two NPCs outside 
melee the tanar'ri and drive a few away. 
The NPCs inside attack the horde 
fiends with spells and missile weapons, 
except for Lance and Thorin , who rush 
out to melee the retreating Tanar'ri. 
Unfortunately, Lance and Thorin are 
promptly torn to shreds. 

3. Skeletons and zombies march into the 
area. Adominus asks the PCs to take 
care of these minor undead, while he 
concentrates on the patterns. The skele
tons and zombies can step through the 
patterns. 

Skeletons (7): Int Non; AI. N; AC 7; 
MY 12; HD 1; hp 4 each; THACO 19; 
IAT 1; Dmg 1·6 (weapon); SO half dam· 
age from type P or S weapons, immune 
to fear, cold. sleep, charm, hold, and 
death spells; SZ M; ML Special; XP 65 
each. 

Zombies (8): Int Non; AL N; AC 8; MY 
6; HD 2; hp 7 each ; THACO 19; t AT 1; 
Dmg 1·8; SA Always lose initiative; SO 
fear, cold, sleep, charm, hold, and death 
spells; SZ M; ML Special; XP 65 each. 
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4. Del begins casting spells and slays 
several t anar'ri, but she is knocked 
unconscious by a large tanar'ri. Any 
PCs outside the pattern are likewise 
knocked unconscious. 

5. The PCs inside the protective pattern 
should be encouraged to rescue Del and 
the rest of the characters outside the 
pattern. They should know that Del has 
fallen near the pattern, and if some 
diversion could be arranged maybe 
there is a chance Del can be pulled in. 

If the group isn't buying this and 
doesn't want to go out, Adominus tells 
them that if something isn't done soon 
the tanar'ri will shatter the patterns. If 
the group still isn't interested, eventu
ally the tanar'ri break in. If t his hap· 
pens, some PCs might escape by hiding 
in the extra·dimensional space in the 
wagon. Adominus is too busy maintain
ing the patterns to do anything else, 
and the other NPCs aren' t about to risk 
their necks "for that fool Del Sonora." 
If Del is saved, the protective magics 

she casts help fortify the magic of the 
pattern, preventing the tanar' ri from 
getting in. The monsters try several 
tactics to get characters outside the 
pattern, but the fiends are finally forced 
to leave. 

The Challenge 

The next morning, your fifth day on 
the trail, what's left of your party 
continues along the road and into t he 
path of t hree huge men who are 
dressed like thieves. They challenge 
Kanta l to a life and death ba ttle. He 
talks terms with them and then 
comes back and offers the rest of the 
party great rewards if any of them 
will fight with him. 

All of the remaining NPCs refuse-after 
seeing the hordes of tanar'ri they have 
no stomach for taking on any more of 
Kantal's enemies. If any of the PCs go 
for the deal, Kantal gives each one a 
scroll tube. Each tube's contents is up to 
the DM, but here are some suggestions: 
• A letter of introduction which will gain 
the bearer recognition (and perhaps 
assistance from an important Ravens 
Bluff resident or official, such as Lord 
Mayor Charles Oliver O'Kane, Chief 
Prelate Sirrus Melandor, or Lady Lauren 
DeVillars, a powerful noblewoman. 
• A map showing the location of a large 
treasure which is hidden in Sarbreen, 
the ruined underground city that lies 
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below Ravens Bluff. 
• A scroll with a valuable spell. 

When the battle begins the PCs dis
cover the enemy is using poisoned weap· 
ons. The PCs are free to withdraw from 
the fight , but most likely will succumb 
to the poison anyway. If this happens, 
Del Sonora drags them to safety and 
neutralizes the poison- for free this 
time. 

Once again, the foes in this encounter 
a re just window dressing- the real test 
for the PCs here is whether they have 
the courage to stand by Kanta!. For 
game purposes, the thieves have a 
THACO of 15 when fighting the PCs, 
they are armed with short swords coat
ed with a paralytic venom that causes a 
save vs. poison at -3. U the save fails, 
the victim loses Idl0 hit points each 
round until he is reduced to one hit 
point-the venom does not kill and 
cannot reduce a victim to zero hit pOints 
or less. Victims reduced to one hit point 
are paralyzed for Id4 + 1 days. 

Kantal slays two of the thieves, and 
kills the last one as he is slain himself. 

Del doesn't have the power to resur
rect Kantal or any slain PC. However, 
she vows to take Kantal's body to 
friends in Ravens Bluffwho will raise 
him and "his gallant comrades." She 
comforts the PCs: 

"The road to Ravens Bluff really 
isn't dangerous, but Kantal attracted 
trouble on t his trip because of his 
last go·round with an evil priest. I 
don't know the priest 's name, but 1 
think we'll not hear from him again 
this trip, since both t he tanar'ri and 
t he thieves have been defeated. The 
priest might not even know Kanta l 
has fa llen. 

" I realize now that you would have 
been much safer traveling alone, but 
what is past, is past. Some great good 
force must have been watching over 
you for you to have survived when 
seasoned warriors fell . Come, let me 
heal your wounds- no charge- and 
please stay on guard so I can sleep, 
pray, and regain fresh spells?' 

If the PCs agree to stand guard while 
she sleeps, Dol heals t hem completely. 

The Last Dream 
The curse ofD'war Ghee is fading, but 
it 's still potent enough to give the PCs 
one more vague warning about what is 
in store for them. The night after the 
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challenge, each PC dreams that the 
group has arrived in front of the gates 
of the Living City, but a lovely woman 
in red comes to t hem and stabs each of 
them with a red dagger. Then a kindly 
old man dressed in green bashes each of 
them on the head, forcing them to crawl 
on hands and knees. Next, a giant 
dressed in blue picks them up and 
throws them miles farther from their 
destinat ion. Finally, a black cloud cov· 
ers their bodies, and they are forced into 
the land of the unliving forever. 

The Final Encounter 

Your group comes over a small hill and 
you see a forested plain. Down the 
road about two milos is a pa ir of tow
ers, which obviously defend the road. 
There are several men in front of 
them, presumably gate guards. Sev
eral bright banners fly from the tow
ers. Behind the towers is a h uge forest, 
and the road continues past them. 

There is nothing stopping the PCs from 
entering the forest, going around the 
towers, and finding the road again. If 
they do this tell them the adventure is 
over and they have successfully com
pleted the quest to reach Ravens Bluff, 
as the city lies just beyond the woods. 

However, if the party goes to the tow
er they face a set of fired Ravens Bluff 
watchmen who can easily determine the 
party is a bunch of hicks who have 
never been to the city before: 

"Ho!" shouts an unkempt guard as 
you near the tower. "Stop r ight there 
good fol ks. You've reached the great 
port of Ravens Bluff, which Jies just 
beyond those trees. Of course, entry 
into the city isn't allowed without 
the proper permit , and since I see 
that you have no such perm its, I'm 
afraid the law says I must confiscate 
half of everything you have before I 
a llow you to pass." 

If t he party pays this outrageous toll 
without complaint, another guard steps 
forward and demands half of what they 
have left. If t he PCs pay again, the 
"guards" let them pass. If the PCs look 
to the NPCs for advice, they sarcastical
ly tell the PCs and the guards that they 
are pilgrims and therefore immune to 
tolls and permit requirements, and the 
"guards" will happily comply if they 
wind up with three quarters of the PCs' 
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loot. The guards attack to kill if the PCs 
refuse to pay at any point. 

Each tower holds fi ve archers, and 
these fire from aTrow slits. The doors to 
the towers are barred . The re are fLve 
gate guards outside the towers. 

"Guards" (15): Int Average; AL CE; AC 
7; MV 12; HD 1; hp 3 each; THACO 20; 
I AT 1 or 2; Dmg By weapon ; SO +5 AC 
bonus when using arrow sli ts; SZ M; 
ML 11; XP 35 each. 

The "guards" are armed with long 
swords and short bows. 

Stenius, if he's still with the group, flees 
into the trees if a fight breaks out; he 
intends ro abandon the party. Tarten 
charges after the coward. If the OM is 
feeli ng generous, and the PCs have made 
an elTort to befriend 'Thrten, the ranger 
returns after the fi ght with the guards is 
over and presents the PCs with the loot 
Stenius took from t hem. lfhe doesn't 
have Stenius to chase, TItTlen calmly 
uses his bow to pick off archers, trusting 
the PCs to keep him out of melee. 

Del Sonora and Adominus do not fight 
unless the guards melee them. Del 
heals the PCs as the need arises-no 
charge. 

The towers are messy and hold noth
ing val uable. Each guard, however, has 
a chest filled with a few personal items 
and some copper coins, 1,500 cp in all. 

Major NPC, 
Del Sonora 

9lh Level Female Human Priestess of 
Deneir 

STR: 13 
INT: 18 
WIS: 16 
DEX: 12 
CON: 14 
e HA: 17 

AC Normal: -1 
AC Rear: 0 
Hit Points: 42 
Alignment: Neutral Good 
Languages: Common, Elvish, Dwarv· 
ish, Goblin, Hill Giant 
THACO: 16 

Age: 27 
Height: 5' 4" 
Weight: 110 lbs. 
HairfEyes: Red/Green 

Weapon Proficencies: Mace, hammer, 
club 
Nonweapon Proficencies! Spellcrsft. 
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(I6), read/write Common (19), religion 
(16), etiquette (17), riding,land·based (19) 
Magic Items: Bracers of defense AC 0, 
three potions of extra healing, 
Kheogtom's ointment (four applicat ions), 
boots of striding and springing, foot
man's mace +3 

Spells carried: cure light wounds (x4), 
protection from evil (x2 ), slow poison 
(x2), know alignment (x2), silence 15' 
radius, aid, speak with dead, dispel 
magic, prayer, neutralize poison, protec
tion from evil 10' radius, flame strike 

Del is polite, attractive, and generally a 
delightful traveling companion. Cur
rently, however, her order desperately 
needs money, and she has agreed to 
wander throughout Faerun collecting 
alms and sell ing cler ical services. She 
ha tes the task, but understands why it 
is necessary. Her charges go as follows: 
for every point of healing she requires a 
donation of 10 gpo She can give advice 
about anyth ing for 100 g.p. per ques· 
tion. If she doesn't know the answer to a 
question she doesn't charge. 

Once Del begi ns to look upon t he PCs 
as comrades rather than "customers:' 
she won't charge them anymore- this 
change of heart defin itely will occur if 
the PCs rescue her from the tanar'r i. 

Tarten 
9th Level Male Human Ranger 

STR: 18/01 
INT: 14 
WIS: 16 
DEX: 16 
CON: 16 
CHA: 15 

AC Normal: 3 
AC Rear: 5 
Hit Points: 81 
Alignment: Neutral Good 
Languages: Common, Elvish, Dwarv
ish, Goblin, Ogre 
THACO: 12 

Age: 31 
Height: 5' 10" 
Weight: 187 lbs. 
HairlEyes: BlondlBrown 

Weapon Proficencies: Spear, Long 
sword, broad sword, dagger, long bow, 
hand axe 
NonweapoD Proficencies: Tracking 
(19), read/write Common (15), animal 
lore (15), blind.fighting, mountaineering 
(50%), hunting US), fishing (15) 
Magic Items: Cloak of protection +3, 
bag of holding (l ,500 Ibs.l250 cu. ft . 
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capacity), spear +3, broad sword +2 
giant slayer, 20 arrows + 2 

Spells carried: Entangle, i nvisibility to 
animals 

Ranger Skills 
HS 
56 

MS 
70 

Tarten tends to keep to himself most of 
the time. The only ti me he really be· 
comes assertive or aggressive is during 
encounters or other important events
then he speaks firmly, but politely, and 
even cracks a joke or two. 

Thorin 

Third Level Male Human Fighter 

STR: 17 
INT: 11 
WIS: 13 
DEX: 18 
CON: 18 
CHA: 12 

AC Normal: -2 
AC Rear: 3 
Hit Points: 27 
Alignment: Neutra l Good 
Languages: Common , Dwarvish 
THACO: 18 

Age: 19 
Height: 6' 
Weight: 191 lbs. 
Hair/Eyes: BrownlBrown 

Weapon ProficeDcies: Heavy lance, 
long sword, knife, mace, short bow 
Nonweapon Proficenc ies: Endurance 
(I8), riding, land-based (16), hunting (12) 
Magic Items: Long sword + 2, ring of 
animal friendship, potion of levitation 

Thorin is the third son of a m inor noble 
family in Thntras. Since his fa mily is 
poor, Thorin has already received his 
inheritance, knighthood, a warhorse, 
and a squire (Lance). The young knight, 
who still hasn't gotten used to being 
called "sir," is on his way to Ravens 
Bluff to seek service with Lord Mayor 
O' Kane. Thorin is very eager to perform 
a heroic deed that will build his reputa· 
tion and help land him a good job. 

Stenjus 

Male f1alf-Elf Fighter/Wizard Leuel212 

STR: 17 
INT: 18 
WIS: IS 
DEX: 15 
CON: 15 

R o N 



CHA: 15 

ACNormal:9 
AC Rear: 10 
Hit Points: 16 
Alignment: Chaotic Neutral 
Languages: Common, Elvish, Dwarv· 
ish, Orc, Goblin 
THACO: 19 

Age: 47 
Height: 5' 5" 
Weight: 112 Ibs. 
Hair/Eyes: Ash BlondIBlue 

Weapon Proficencies: Long sword, 
daggers, light crossbow, sap 
Nonweapon Proficencies: Appraising 
(18), reading lips (16), read/write Com· 
mon (19), riding, land·based (18) 
Magic Items: Long sword + 1, dagger 
+ 1, potion of healing 

Spe11s carried: sleep, magic missile 

Stenius is greedy and self·serving. He 
spends all his time during this adven· 
ture playing the role of the paranoid 
and oft·robbed merchant. 

Adominus 

9th Level Male l/uman Priest of Deneir 

STR: 10 
INT: 18 
WI8: 18 
DEX: 10 
CON: 10 
CHA: 16 

AC Normal: 0 
AC Rear: I 
Hit Points: 57 
Alignment: Neutral Good 
Languages: Common, Elvish, Dwarv· 
ish, Goblin, Hill Giant 
THACO:16 

Age: 28 
Height: 5' 7" 
Weight: 122 lbs. 
Hair/Eyes: BlacklBrown 

Weapon Proficencies: Mace, hammer, 
club 
Nonweapon Proficencies: Spellcraft 
(16), read/write Common (19), religion 
(16), heraldry (17), riding, land·based (19) 
Magic Items: Chain mail +4, footman 's 
mace +3, scroll of protection from fiends, 
wings of /lying, boots of elevnkind 

Spel1s carried: cure light wounds (x4), 
protection {rom evil (x2), find traps (x2), 
know alignment (x2), hold person, si
lence J 5' radius, speak with dead, dispel 
magic, prayer, glyph of warding, feign 
death, cure serious wounds, proteclion 
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from evil 10' radius, quest 

Unlike his colleague, Del Sonora, 
Adominus has no trouble charging for 
his services, though even he will relent 
if the PCs swear fealty to Deneir or 
agree to perform a service for the 
church (Adominus regards Kantal as a 
servant of the church, since he's escort· 
ing the two priests). Most of the time, 
Adominus is content to let Del do all the 
talking, since she's so good at it. 

Kantal 

Male Human Paladin/Cleric, Level 719 

STH: 17 
INT: 17 
WIS: 18 
DEX: 16 
CON: 18 
CHA: 18 

AC Normal: -2 
AC Rear: 0 
Hit Points: 84 
Alignment: Lawful Good 
Languages: Common, Elvish, Thorass, 
Gold Dragon 
THACO: 14 

Age: 34 
Height: 6 ' 2" 
Weight: 172 lbs. 
Hair/Eyes: ChestnutlBrown 

Weapon Proficencies: Long sword, 
spear, heavy lance, dagger, short bow, 
bee de corbin, mace 
Nonweapon Proficencies: Dancing 
(16), navigation (15), animal handling 
(17), heraldry (16), riding, land·based (21) 
Magic Items: Plate mail +3, long 
sword +3, dagger +3, heavy lance +3 

Spells carried: cure light wounds (x2), 
command (x2) enthrall (x2), augury, aid, 
hold person, locate object, cure 
blindness/deafness, dispel magic, prayer, 
cure serious wounds, free action, detect 
lie, true seeing 

Kantal is a cleric of Ilmater and has an 
unusually sunny disposition and out· 
going personality for a person dedicated 
to the crying god. He is well aware of 
his enemies' desire to take revenge on 
him and is quite uncomfortable with 
finding himself in charge of this im· 
promptu caravan. It is not the responsi· 
bility he fears, but the very real 
possibility of failure. 

Hoarthgar 

Eighth Level Human Male Fighter 
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8TR: 18/51 
INT: 15 
WIS: 10 
DEX: 18 
CON: 18 
CHA: 9 

AC Normal: 0 
AC Rear: 5 
Hit Points: 90 
Alignment: Chaotic Good 

21 

Languages: Common, Kara·Tur Trade 
THACO: 13 

Age: 35 
Height: 5' 6" 
Weight: 1.''i7 Ibs. 
Hair/Eyes: BlacklBrown 

Weapon Proficencies: Short composite 
bow, light lance, scimitar (specialist), 
hand axe, knife, lasso 
Nonweapon Proficencies: Riding, 
land·based (x2) (14), survival·plains (15), 
running (12) 

Hoarthgar is II steppe warrior from the 
Hordelands turned adventurer. He has 
little understanding of things such as 
legal documents and property ownership, 
and a dishonest merchant in Mulmaster 
recently sold him a huge pile of bogus 
land deeds in Ravens Bluff. 

Lance 

Third Level Male Human Fighter 

STR: 15 
INT: 10 
WIS: 12 
DEX: 10 
CON: 18 
CHA: 14 

AC Normal: 4 
AC Rear: 5 
Hit Points: 27 
Alignment: Neutral Good 
Languages: Common, Dwarvish 
THACO: 18 

Age: 17 
Height: 6' 11" 
Weight: 171 lbs. 
Hair/Eyes: BrownlBrown 

Weapon Proficencies: Heavy lance, 
long sword, knife, mace, short bow 
Nonweapon Proficencies: Endurance 
(18), riding, land·based (16), hunting (12) 
Magic Item: Long sword + J 

Lance has been Thorin's servant almost 
since birth, and the two are accustomed 
to doing everything together. Lance will 
never abandon Thorin or contradict him 
in public. 0 
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By Robert Farnsworth

DM Background
For months, not one drop of rain has
fallen on the steppes. Droughts are
nothing new, but when most of the
water holes also started to dry up, tribes
began fighting over the smallest pud-
dles of water. The only dependable
sources of water left are the deep wells
that provide water for a handful of
permanent cities that dot the steppes.

Nomad tribes without access to deep
wells have been forced to head for the
Iast dwindling source of water, the Toka-
li River, which flows through the Quoya
Desert from an underground source to
empty into Lake Pakarsh.

Some of the wiser tribes headed
straight for Lake Pakarsh. The larger of
two lakes on the Tokali River, Lake
Pakarsh is normally 33 miles long, 16
miles wide and in some places 120 feet
deep. However, the lake's level has
lowered 20 feet, and the river feeding
the lake has shrunk to a stream.

The spring that feeds the Tokali River
is not only the underground source for
the river, but it also feeds the network
of smaller underground streams that
supply most of the water holes on the
steppes.

Jeeng-dai, a powerful wu jen from the
country of Wa set up a gateway of sym-
metry deep inside the spring that feeds
the Tbkali River. This sucks all of the
water from the underground river and
sends it to a matching gateway some-
where in the country of Wa. The river's
current gradually slowed until it stopped
completely, then started flowing back-
wards. This arrangement certainly
makes life easier in drought-stricken Wa,
but makes life pretty hard for the steppe
dwellers and for the river creatures.

The river's guardian, a wise and pow-
erful chiang lung (river dragon), decided
to investigate and swam to the source of
the water to find out what was drawing
the river back. When he reached the
source, Jeeng-dai and his servant, a
gargantu an Iizard, attacked and drove
the dragon back to his lair. Later, the
wu jen attacked the dragon in his pal-
ace and slew the dragon and his nature
spirit servants.

Without a supply of water from the
underground spring, and deprived of
any water from rain, the river quickly
shrank until what little water was left
behind had either drained into the two
lakes or evaporated into the dry sum-

Parc One. River of No Return

An AD&D@ Game Orientaf Adventures Scenario
for 4-6 characters fevef s 7 -9

Illustration' by Stephen S chwartz
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mer alr.
With the river no longer feeding Lake

Pakarsh, what water is left in the lake
will only last a finite amount of time'
At its piesent level, it would take- about
two years for a dozen tribes and their
herds to drink the lake dry. But when
most of the area's 50 tribes reach the
lake they will drain the lake dry in six
months.

The ilkhan (mid-Ievel leader of Khans)
is currently the eldest and most power-
ful of the Khans at the lake. When the
ilkhan learns that the steppes have
caught fire, he will try to enlist t!9 PCs
to find some way to fix the river' If they
don't volunteer, he will volunteer them
while his power lasts.

The PCs in this adventure can be
steppe barbarians who normally are
loyai to the ilkhan, or travelers who
discover the encampment at the lake
and learn of the nomads'predicament'

The adventure begins with the PCs
traveling across countrY.

Adventure Notes

Since the Tbkali River lacks any sources
of water, the party will see the river
slowly dwindle away, until sometime
during the fourth week of their travels
when it dries uP comPletelY.

Since most ofthe steppe's water holes
have already dried uP, wild game has
been driven to the last remaining
sources of water in the area) the Tbkali
River and Lake Pakarsh, making it
easier for the party to hunt for their
food. The party shouldn't need to use
their rations or water until the end of
the third week.

Encounter I : Lake Pakarsh
Week:1 Day:1

The PCs'first encounter is with Kani
Mukei, a lost wu jen. Kani has-been
wandering across the steppes desper-
ately searihing for water for three long,
dry weeks. When she finallY reached
the lake, she Passed out from sheer
exhaustion. A grouP offive guards
found her, but when she awoke and
tried to speak, the superstitious barbari-
ans began giving her a hard time:

As you ponder the tribes'Predica-
*.ttt, ybu hear an excited shout from
the eniampment's landward side'
"Hey! Look what the desert wind
must have blown in. Looks like just

another drY tuft of weeds! Strange
that it is dressed. I've never seen
weeds with clothing!"

If the PCs do not immediately investi-
gate, a child runs up to the party leader
and begins tugging on the character's
sleeve:1'Honorable sir (or lady), I think
vou should come with me right away.
An arban (10 soldiers) patrolling the
ridge to the west has found someone
who wandered in off the desert' They
have him surrounded, and they sent me
here to get you."

When the party investigates or fol-
Iows the child, they go to the outskirts
of the camp, passing many yurts full of
tribesmen. fhey pass over a small hill
and see a group of warriors taunting
what seems to be a slender man
lying collapsed on the ground.

When you reach the ridge, You see
the patrol standing in a circle sur-
roundittg what apPears to be the
body of a thin, elderlY man huddled
on the ground. As You get closer, the
tribesmen start to taunt him.

The prisoner appears to have suf-
fered greatlY from the heat and
thirst- His clothes are tattered and
torn, and his skin is Parched and
burnt from too manY daYs in the sun.

As you get nearer to the group' You
see the stranger try to rise, he seems
to have had enough taunting, and he
begins to chant and move his hands
rhythmicallY.

The wu jen is about to cast a spell at the
guards, precipitating a battle. If the
PC. i-*"diately intervene and take
charge of the prisoner, there will be no
fight. If not, the guards will kill the wu
jen unless the PCs subdue all of them.

Guards (10): Int Average; AL N; AC 5;
MV 12; HD 1; hP 9, 8, 6, 5, 4; THAC0
20: #NI1; Dmg 1-8 (scimitat);SZ M; ML
14; XP 35 each

Kani Mukei: S 13, I 18, W 18, D 16, C
12, Ch 14; AL NG; AC 1; MV I2;HD 9;
hp 34 (1a); THAC0 18; #AT 1; Dmg bY
weapon; SZ M; ML 16; XP Nit (2,000 if
rescued from the guards)

Kani is bald, with a tattooed pate. She
carries six shurikens and a kau sin ke.
She can use her ki powers three times a
day to gain + 5 on reaction rolls (useless

in this iituation), or cast a 1st-5th level
spell at maximum effect.
Magic Items: bracers of defense AC 4

ring of protection + 7, ring of inuisibility,
seal of uigor.
Spelts remainingz Magic missile ( x 2),
piestidigitation, stinking cloud, liryd'-fire 

shuriken, dispel magic, confusion,
wall of force.

Kani is desperate for water and regards
the guards'taunting as an attack (she is
not ieally thinking clearly). If the PCs
don't stop the fight, she'll use her ki to
cast maximum effect magic missiles at
five guards. Then she uses het ring of
tnuiiibility to evade the survivors and
make her way to the lake. If hard
pressed, she'll :use stinking cloud.

If the PCs question Kani, she can speak
to them only a few minutes before col-
lapsing from exhaustion again. She
remains subject to these fainting spells
until she has had food (she eats no
meat), water, and has at least six hours
of rest. She can tetl the PCs the follow-
ing:

o Kani came to the steppes to get magi-
cal training from various nature spirits'
The drought has driven them off the
steppe or into hiding.
. There is no open water to be found.
o The steppes have become Prone to
raging grassfires. in fact, one is headed
this way right now.

If the PCs go to the top of the hill and
look, they can see a shimmering curtain
of smoke and haze. The stePPes seem
ablaze with thousands of grass fires
that fill the horizon. At this distance,
each grass fire becomes reduced to the
size oi a wave on the ocean, turning the
steppelands into a sea of flames.

If ifre PCs don't save Kani, theY even-
tually scent the smoke from the grass-
fires-which has a smell quite different
from smoke generated from the tribes-
men's dung-fueled cooking fires.

When the ilkhan learns of the fire, the
tribe makes hasty preparations to move
the camp to the far side of the lake and
the PCs are not invited along:

The ilkhan's assistant, Hang Puk,
strides confidently toward you. "I am
Hang Kahnj'he saYs when he reach-
es you. "The ilkhan would likeyou to
come to his tent immediatelY. He
wants to talk to You."

Hang Puk: S 17, I 10, W 10, D- 16, C L7,
Ch 15; AL LN; AC 8; MV 12; HD 6; hP

on; SZ M; ML 18; XP Nit
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Hang Puk carries a dagger and a
scimitar. He is a scimitar specialist
(total combat bonuses *2 "to hit;' + 3
damage. He is very much aware of his
own importance and-especially if the
PCs attacked the guards-revels in
rubbing the PCs'noses in his own im-
portance. The PCs are obligaled to play
along with him or theY each lose two
points of honor for improper behavior. If
lhey are foolish enough to attack Puk,
they'll have to fight the entire trQe
(1,000 mounted warriors), end of PCs. If
the PCs helped Kani, but are obviously
unfamiliar with the local customs, the
wu jen will quietly advise them on
proper etiquette.

If the party follows Hang Puk to the
ilkhan's tent, they skirt the lake front
to the south until they get to the last
group of yurts. Since the ilkhan's tribe
arrived at the lake first, they took the
best spot to camp.

When you reach the tent, You see two
very large guards posted in front of
the entrance. The guards step aside
and allow Hang Puk to enter, but
step together once again, preventing
you from entering the grand Yurt.

"Sirs and ladies, before You enter
this tent we must ask you to identify
yourselves."

After the PCs have identified them-
selves properly, the guards politely
stand aside.

When you enter the grand Yurt of Tbt
Hyang, the ilkhan is seated on a
short seat with Hang Puk seated on
a cushion at the ilkhan's right hand.

"Ilkhan, I have brought (name's PC
with the highest family honor score)
and companions as you ordered.

"Be so kind as to introduce ALL
my guests!" snaps the ilkhan, and a
chastened Hang Puk does so without
delay. When the formal introductions
are over, the ilkhan sPeaks again:

"You have seen how the grass fires
have spread across our homeland. It's
only a matter of time before the fires
reach even here, deeP in the QuoYa
Desert.

"However, fire is not the biggest
problem that our tribes face. Our
biggest dilemma is that we are camp-
ing next to what is probably the last
source of water for hundreds of miles.

"Just this morning, two more

tribes of refugees wandered in, flee-
ing the drought on the stePPes.

"Without the usual water holes
that everyone uses in times of
drought, more tribes will arrive each
day. In the next few weeks, we could
see the number of tribes along Lake
Pakarsh increase to 40 or 50.

"You've seen how the lake has been
shrinking day by day, alreadY the
Ievel ofthe lake has dropped 20 feet.
If more and more tribes and herds
come along, they could drain the lake
dry within a few short months.

"If we could keep the number of
tribes down to what is here today, the
water in the lake might last well into
next year, by which time the drought
should be over.

"We need someone to travel to the
river's source and find out what has
stopped the flow of water to the river
and to see if there is anYthing that
can be done to get the river flowing
once again."

If one of the PCs volunteers to perform
the task, everyone in the group gains an
honor point. If no one sPeaks uP, the
Ilkhan Tht Hyang volunteers the party
himself. The itkhan allows Kani Mukei
to remain in the camp to recover from
her ordeal. (The ilkhan recognizes her
value as an ally should another tribe
dispute his "rights" at the lake shore.)

The party continues their travels with
a string of pack horses carrying gifts
from the ilkhan:

. Enough iron rations to last everyone
in the party four weeks.
o Four weeks' supply of grain for feed-
ing the horses.
. Five weeks' supply of water for both
the horses and people.
. Three small tents (12' diameter, 5'
tall).
o Hunting and cooking supplies for
everyone.

Encounter 2:
Desert Nomads Attack
Week: 2 Day: Random

Under normal conditions, the Tbkali
River is a large, quick flowing tivet,25
feet deep and 100 yards wide. After
months of drought and the interruption
of the river's source, the river is now
reduced to five feet in depth and is only
20 yards across. On either side of the
river is another 20 yards of silty mud,

with the outermost edges of the river
bed already turning grassy.

The wasting away of the Tokali River
has left behind a wide shallow valley
with low ridges on both sides. If all of
the party keeps to the river bed, they
canlravel quickly and easily, but they'll
be unable to see anything beyond the
edges of the valley, and anyone could
sneak up on the PartY almost unde-
tected.

Soon after the PCs leave the lake, a
group of desert nomads begins to trail
[he party. The nomads keep far enough
away to remain unseen. They are keep-
ing watch over the party as they=travel,
waiting for the ideal time to strike.
They want to steal the PartY's food,
water, and other valuables.

At various times before the attack,
the PCs get a few hints that theY are
being followed:

. During the day, one PC sees a flash of
light in the distance.
. At night, someone hears the faint
click of pebbles.
o At dusk, someone thinks he sees
movement in the shadows, but he's not
really sure.

Whenever the PCs go out to check the
disturbances, they find no sign of any-
thing or anyone causing them. The
nomads are experts at hiding their
tracks and will not be found unless they
want to be found.

During one of the PartY's mid-daY
breaks to water their horses and eat
lunch, the band of desert nomads aP-
proaches the river.
- Whether the party is surprised de-
pends upon how many guardg they have
kept on the ridges as they follow the
river. For each PC traveling on the
ridge, the partY gains a + 1 bonus on
the surprise roll.

If the PCs are not surprised, they see
a group of men riding came-ls coming
over the edge of a dune to the east,
approximately 100 yards from the crest
of the river bank.

If they fail their surprise roll, nobody
spots the nomads until they crossthe
ridge and stare down at the PartY's
main body.

As long as the party doesn't move,,the
tribesmen just stay there. If any of the
party do anything but talk, the desert
tribesmen charge.

Chief: Int Average; AL NE; AC 8; MV
12 (18 when mounted); HD 5; hP 24;
THAC0 16; #AT 1; Dmg 1-10 + 1 (ka-
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tana); SZ M; ML 13; XP 270.
If the PCs do not immediately attack,

the chief gladly will pause a moment to
trade insults with the party. He'll refer
to the party's horses as "skinny bundles
of dog bones," and will find even less
savory (but more descriptive) epithets
for the characters. Any personal chal-
lenges offered to the chief draw a hail of
arrows from the other nomads.

Subchiefs (2): Int Average; AL NE; AC
8; MV 12 (18 when mounted); HD 3; hP
15, 10; THAC0 18; #AT L ot 2; Dmg 1-10
(katana), 1-6 (bow); SZ M; ML 13; XP 65
each.

The subchiefs are basically cowardly,
but eager to prove themselves in battle by
making kills. In missile combat, they
concentrate on the party's warriors, hop-
ing to kill them before they get into melee
combat. In melee, the subchiefs avoid
waniors and try to attack spell casters
and other lightly armored characters.

Nomads (18): Int Low to Average; AL
NE; AC 8; MV 12 (18 when mounted);
HD 1; hp 6 each; THAC0 20; #NI t ot 2;
Dmg 1-10 (katana), 1-6 (bow); SZ M; ML
13; XP 35 each.

Shaman: Int High; AL NE; AC 8; MV

12 (18 when mounted); HD 6; hp 23;
THAC0 18; #AT 1; Dmg 2'7 (mace);SZ
M; ML 16; XP 650.
Magic item: Bell of inspiration (allows
everyone within hearing to resist fear
and confusion. Listeners receive a bonus
of +4 on saving throws vs. fear or con-
fusion.)
Spells: Cure light wounds ( x 5), hold
person, bestow curse, cause paralysis

When the tribe charges, the shaman
strikes his magic bell for all the tribe to
hear, then he tries to staY to the
back of the melee and heal any wound-
ed tribesmen and cast additional spells.

No matter how the encounter unfolds,
there will be one round before the no-
mads can close for melee, so both sides
have a chance to use their bows before
they close for the attack. If the nomads
are charging down into the river valley
they gain t2 "to hit" during the first
round. After half of the nomads have
died, of if the chieftain dies, the nomads
must check morale (see DMG, page 70).
The whole tribe turns and flees if they
fail, allowing the PCs one free round of
melee attacks and a free round of mis-
sile attacks before they disappear into
the dunes.

Encounter 3:
Discover a Young Man
Week:3 Day: Randorn

When the party rounds a bend in the
river, they spot the figure of a Young
man lying beside the river. He is
dressed in typical travel clothing for a
young gentleman, with a large sword
strapped to his waist.

When the party reaches him, theY
find him half dead from overexposure to
the sun. Anyone trying to lift his sword
must make a bend bors roll to succeed.

The young man is Pok Luing, a
chiang lung. Tb revive Pok, the party
must wet him down to cool him off and
get him out of the sun for four hours.

If they search him, they notice that
the material of his clothing seems ex-
pensive, but a little out of style. In a
pouch hidden up his sleeve are two
dozen gems worth 200 tael each. (Pok
keeps these gems to eat, but when he
wakes he'll play the role of a lost young
man by offering to trade one or two
gems in exchange for sharing some of
the party's food and water.)

Read the following if the party revives
Pok:
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"Ooooh, thank you. You came along
just in time.- 

"I was traveling across the desert
with a caravan headed for Shou
Lung from Quaraband when we were
attacked by desert nomads. I man-
aged to escape with mY life, but I
must have been wandering lost for
days looking for water. The last thing
I can remember is stumbling down
the embankment, but I collaPsed
before I could reach water."

"May I introduce myselfl
"My name is Pok Liung. I'm afraid

that I have lost all of my possessions
except those which I am wearing.

"The river seems to have changed
since the last time I came through
here. I'm afraid that it's become
much too bleak around here to be
traveling alone. I've been trying to
follow the river to its end, so I can
get back to Shou Lung. Could I join
up with your group as long as You
follow the river?

"I can help pay mY way with this
small bauble, and I would also like to
offer my services as a swordsman."

If the party questions Pok, he claims he
does not remember anYthing but his
name. If they ask why his sword is so
heavy, he will say that it has been en-
chanted for his use only.

Pok has been sent by the Celestial
Bureaucracy to replace the last river
dragon (the one Jeeng-dai and his gar-
gantuan lizard killed). The new river
dragon has no idea what haPPened to
the last dragon, so he is as much in the
dark as the party members.

Chiang lung: Int Genius; AL LN (G);
AC -2; MV 12, Fl 18 (E), Sw 24; HD 16;
hp 95; THACO 5; #NI3; Dmg 1-8 +5/1-
8 +5/3-36 +5; MR 407o; SZ G (70' bodY);
ML 18; XP nil (1,000 for reviving).

Pok can polymorphthree times Per
day into any form he desires; he can
cast bless, curse, omen, fate, dispel euil,
control weathet; ot ren'Loue curse once
per round. In dragon form he can em-
ploy additional attacks such as snatch
and tail slap, conditions permitting.
When attacking in dragon form, Pok
inspires fear; which causes most crea-
tures to save vs. spells at +3 or attack
and defend at -2.In human form, he
can use his sword, a katana +5. Pok can
breathe both water and air, and anY
creature touching him also can breathe
water and move as if on drY land. Pok
has continual ESP to a range of 30 feet,

can expel storm clouds, and can lower
water in a six-mile radius at will.

When traveling with the PartY, Pok
remains in the guise of a young trav-
eler. If pressed into combat, he stays in
human form and uses his sword unless
it becomes clear the party will lose if he
does not assume dragon form. He will,
however, cast a curse sPell Cl on all
attack rolls) to aid the party whenever
appropriate.-Pok 

would like to travel with the PCs.
As a party member he'lltry to encour-
age the PCs in the right direction rath-
er than go out of his way to help (and in
so doing risk detection).

One week after the PartY finds Pok,
the river slows to a trickle and a short
time later gives up all together. Small
pools of water connected bY muddY
trails remain where a mighty river once
flowed. After two more days in the sun,
even the pools dry up. Following the dry
river bed requires a successful tracking
proficiency with no modifier each day;
however, Pok instinctively knows where
the river used to lie and can follow the
river bed automatically.

As you follow the river bed, the flow
of water along the river bed shrinks
until it becomes a trickle. After a few
more days, even the trickle stoPs,
leaving a muddy trail leading deeper
into the Quoya desert. From here on,
you will be dependant on the water
that you carry with You.

At the beginning of each day, tell the
party they have one less day's supply of
water, starting with five days' supply.
The PCs can, however, cut their water
consumption by as much as half
through rationing, extending their
supply to a maximum of 10 daYs. Get-
ting to the next source of water (the
lake where the old chiang lung used to
live) will take them at least five days.
Every time they lose the trail (fail a
tracking roll) the party must spend an
additionat half day finding it again.

Encounter 4:
The Smell of Water
Read the following when the PartY
nears the second lake:

You've been following the river bed
for days, and when the sun came uP
this morning it looked as though you

had another dry, dustY daY ahead of
you. But the dust isn't so bad todaY'
and now you think You know why;
the river bed is getting damp again.
In fact, you've found a small Puddle.
There it lies, shining in the earlY
sun.

The party has in fact found a small,
normal puddle of water.

As you press ahead the river bed
becomes positively damP and quite
easy to follow. The grass returns to a
lush green and you start to find more
small puddles of water dotting the
river bed. Soon after You sPot the
first signs of water, your horses sense
water up ahead, and start tugging
wildly at their reins.

The party's mounts have become unruly
and will bolt unless controlled. Each
rider must make a riding proficiency
check, failure indicates that the mount
bolts straight toward the lake (non-
proficient riders automatically have
lheir mounts bolt). All riders on bolting
mounts must make a second proficiency
check or fall off (non proficient riders
check vs. half their Dexterity scores).
Falls inflict 1d6 points of damage.

Anyone who succeeds with a riding
proficiency check can try to stop a run-
away horse by making a second Profi-
ciency check at a -2 penalty. If this
check fails, the proficient rider must
make yet another check to stay on his
own mount. If this fails, the rider falls
and takes damage while his now uncon-
trolled mount bolts to the lake.

Anyone who arrives at the lake on a
bolting mount must make a final profi-
ciency or half Dexterity check to avoid
being flung off the mount as it skids to
halt and drinks.

When the PCs arrive at the lake, they'll
spot a flock of vultures circling in the
sky high above the lake. The vultures
have been circling the lake for days,
picking clean the dead carcass of the old
river dragon.

When the PCs look out over the water,
the first thing they see is the tip of a
broken tower protruding from the sur-
face. Tb the party's right is the entrance
to a large canyon. Miles away on the far
side of the lake, a thin stream of water
Ieads offto the south. The PartY can
also see the vultures diving into the
canyon.
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If they choose to investigate the tower,
go to encounter 4a.If they head toward
the .attyon go to encounter 4b. If they
skirt the lake and head toward the
stream, go to encounter 5.

Encountet 4az
The Palace in the Lake

This is the slain chiang lung's palace,
which was ruined during the fight with
Jeeng-dai.

Looking down into the lake, You see
the opulent walls of a small but luxu-
riouJpalace. The walls and roof have
been crushed in manY Places, as if bY
giant footsteps. You peer through the
holes into rooms that put the emper-
or's palace in the Forbidden CitY to
shame. You also see large jewels and
gems glittering through the clear
water.

While the party looks down at the rich-
es of the palace below, Pok Liung re-
moves his outer clothing down to his
breechcloth and dives into the water.
When he reaches the palace, he disap-
pears from the view of the party above'
Because he can eat gems, Pok dives
straight for the dragon's palace -to S"1b
hand?uls of gems to eat and to check for
any survivors.

Characters who explore the ruins and
bring treasure to the surface wind up
with worthless glass and cheap copper
trinkets-a chiang lung's valuables
become worthless when removed from
the lair unless they are freely given.

Pok returns to shore visibly shaken
and disappointed. If anyone asks, Pok
says he *as seatching for survivors. If
questioned further, he explains that he
was unable to find anyone and that
everyone in the Palace is dead.

The Palace

L. Tower: Normally 50 feet tall and 20
wide, the tower was broken when the
body of the river dragon was Pushed
against it. When the lake was full of
water, the tower allowed a Person to
stand waist high in water and observe
the stars and all of the land around' The
deceased river guardian used to turn
invisible, swim to the top of the tower
and stand on the platform so he could
covertly observe the surrounding atea'

2. Main HaIl: This area is oPen on all
sides. Opulent riches are scatterei
across the floor, but are so badlY
smashed that their component jewels

and gems are all that remain. The
chiang lung's six nature spirit servants
met their end here. There bodies have
long since faded away, but a few broken
scraps of their equipment remain. Frag-
ments of elaborately decorated furni-
ture litter the floor. Close examination
of this wreckage shows that the furni-
ture must have been made bY the most
talented craftsmen. Pieces of wood still
hold rare and precious gems and stones.

3. Liuing Quarters: These chambers
were for the river dragon and anY
guests who stayed for a visit.

A. Master bedroom; This is sParselY
furnished. The closet contains bedding
and small pieces of furniture. Along one
wall is a low desk with writing instru-
ments and paper. The shelves above the
desk used to hold rare and valuable
books and scrolls, but Jeeng-dai took
them.

B-D. Guest rooms: Each room contains
a bed, a small dresser, and some small
decorative knickknacks. On top of the
small dresser in room B is a gold and
silver mirror that will not change if
removed from the lake (value 150 tael).

4. Seruants' quarters and kitchen: The
river dragon's servants lived and pre-
pared meals in this area.

A. Kitchen: About half of the woks,
stew pots, and sundry cooking utensils
in here have been bent and crushed, but
there still are several dozen intact
items.

B. Storage room: This room was used
to store food and other supplies. All of
the food has either rotted or has been
stolen or eaten bY scavengers.

C-G. Seruant's quarfers: The onlY
furnishings in these rooms are low
wooden platforms used as beds and
small plain dressers filled with simple
clothing and a few combs and brushes'
Each room has a shallow compartment
set into the wall where formal clothing
hangs. Any clothing taken to the sur-
face will slowly crumble awaY as it
dries.

Encounter 4b:
A Chiang Lung Skeleton

As you near the mouth of the canyon'
you can hear the beating of scores of
wings.

The PCs have flushed out the last of the
vultures feeding on the river dragon's
skeleton. Some vultures head straight
up, bu! some come flying straight out of

the canyon toward the Par,
Well-fed scavengers, the v es do

not intend to attack. If the party is
surprised (normal chances), the vultures
fly past the party quickly and are gone
before the party can react' Ifthe party
is not surprised, each PC can make one
attack with any ready weapon before
the vultures fly by.

Vultures (20): Int Animal; AL N; AC 6;
MV 3, Fl 30 (C); HD 1; hP 4 each;
THAC0 19; #AT 3; Dmg l'2lL'2lr'2; SZ
M; ML 10; XP 15 each.

When the PCs finally enter the canyon,
they see the skeletal remains of the
river dragon's tail poking out from be-
hind a turn. Unless they turn the bend
in the canyon they cannot be certain
what the bones belong to. Pok is eager
to investigate, and he asks the PCs to
wait while he scouts ahead. If the party
agTees:

Pok walks slowlY toward the bend in
the canyon. Before he reaches the
bend he slowly Pulls his sword from
its sheath. After a slight Pause, he
jumps around the bend to face the
unknown.

When he comPletes his bold leaP,
he stiffens and freezes in his tracks,
shocked as if he has seen a ghost. He
chokes out one word: "Nooooooo!"
And collapses to the ground.

Seeing his predecessor reduced to a
well-gnawed skeleton was a bit much
for Pok.

When the party reaches the bend in
the canyon, they also see the rest of the
dragont skeleton. The dragon's body is
120 feet long and the tail another 110
feet longer.

The skeleton of a chiang lung, or
river dragon, is stretched out along
the canyon floor. Most of its ribs have
been cleanly broken, and the neck
has been snapped, leaving the head
tilted at an unnatural angle. The
flock of vultures alone could not have
done all the damage.

If anyone asks, tell the party thebone
fractures definitely were inflicted while
the dragon was alive.

When Pok recovers (this only takes a
minute or two) read the following:
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Pok stumbles forward and kneels
next to the skeleton. After a few
moments, he rises to one knee and
turns toward you.

"My friends, I knew this dragon
well at one time.

"I passed through this area once, a
long time ago. I found this lake and
stayed here for the night. When I
went to the shore to test the watel I
found an elderly gentlemen sitting
on that large stone right over there.
When he asked me to share a meai
with him, I gladly accepted.

"The next thing I knew, he was
leading me toward the water's edge
and into the lake itself. I stayed with
him for a few days, and we swaPPed
stories. He was immensely curious of
the outside world, being secluded
here for many years.

"When I saw what had happened to
his river, I was afraid that this must
have happened. It seems that we
came along too late to be of any help.
Whoever did this must be behind
what has happened to the river and
be the cause ofthis accursed drought.

"Let us leave now, there ib nothing
more that we can do here. I'm sure

that the Celestial Bureaucracy will
send someone to take proper care of
his remains."

The dragon's skeleton has been picked
clean, leaving nothing for the charac-
ters to find. If any of the party tries to
further dismember or disturb the skele-
ton in any manner, they each suffer the
loss of one honor point.

Encounter 5:
Source of the Tokali River
The thin ribbon of water still left in the
river bed makes it easy for the party to
find the source of the river.

Although warm and a little silty, the
water in the river can be consumed by
both people and horses. Most important-
ty, the grass alongside the river bed is
fresh and green and may be eaten bY
the horses. Food and water for everyone
can once again be easily gathered, and
the party will no longer need to use the
supplies the pack horses carry.

After one week, the party reaches the
source of the Tlokali River. There, they
find a shallow depression leading to a
very large cavern.

At one time, this cavern was the out-

let for the river's underground source'
and it shows. Its walls and floor have
been worn very smooth bY flowing
water, and the footing inside is treach-
erous.

The cavern leads down at a 30 degree
angle, disappearing quickly from view.
This, however, does not bother the cur-
rent occupant, Jeeng-dai's gargantuan
lizard. Jeeng-dai left his pet behind to
guard the gateway that is drawing all of
the water away from the river. The
Iizard is hiding deep inside the cavern
waiting for prey. When someone gets
close, it will charge out of the cavern
and attack. Its bulk and clawed feet
give it good footing on the slippery rock.

Gargantuan lizard: Int Low; AL CN;
AC 2; MV 18, Sw 12; HD 50; hP 225;
THACO 5; #AT 3; Dmg 3-30/3-30/6-60;
SZ G; ML 14; XP 43,000

When moving upright the lizard can
trample (10d10 damage) and sweep its
tail 9b'from side to side; anyone in the
path of its tail must save vs. death or
suffer 8d10 points of damage. The lizard
regenerates four points of damage per
round.

The creature's sheer size makes surpris-
ing the PCs impossible, but it does auto-
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matically win initiative the first round.
For the first two rounds of combat, the
lizard can attack with claw/claw/bite.
(Only after it has removed its tremen-
dous bulk from the cavern can it per-
form a trample attack.) On the fourth
round, the lizard finally extracts its tail
and can begin to make sweep attacks.

During tlie fight, Pok Liung remains
in his human guise until it looks like
things are going badly for the party.
Pok uses bless and curse when the liz-
ard comes out of his lair.

Encounter 6: The Gateway
After the fight with the lizatd, the party
can enter the cavern. When walking
down into the cavern everyone must
make a Dexterity check or slide to the
bottom of the cavern (5d6 damage).

When you enter the cavern' You
must tread softlY on the sliPPerY
floor. After only a few feet you begin
to hear the roar of water cascading
somewhere deeP in the earth.

After two hundred feet, the cavern
narrows until it is 20 feet in diameter.
As the tunnel descends, it twists and
turns. After four rounds, the sound of
the water becomes deafening. On the
fifth round, the PartY turns around a
sharp bend into a cavern that oPens
wide to form a large circular cavern.

The roar is coming from the large
whirlpool in the center of the pool.

OncL they enter the chamber, the PCs
cannot communicate vocally-the roar
drowns out all speech.

The cavern is a sPhere roughlY 100
feet in diameter, and excePt for a
narrow five-foot ledge that circles
around the edge of the cavern, it is
completely filled with water. The
roar that deafens you and drowns out
your speech is caused by the swiftly
spinning whirlPool that fiIls the
cavern. As fast as the water Pours
out of the 20-foot oPening in the
opposite wall, it flows into the whirl-
pbol and is quickly gone from sight.

The whirlpool is created by Jeeng-dai's
gateway of symrnetry, which lies on the
floor. When Jeeng-dai activated the
gateway it began to divert all the water
to Wa.

Anyone entering the water without a
safety line is dragged under bY the
whirlpool and transported to Wa. If the

party uses a safety line they must make
a successful open doors roll or the whirl-
pool will pull the party member out of
lheir grasp (if multiple characters hold
the line, each one gets a roll). If they
succeed in lowering a PartY member
into the whirlpool without losing their
grip on the safety line, the diver must
make a swimming proficiency check or
be too busy trying not to drown to find
tlne gatewd!, (a large mithral ring). Non-
swimmers can check vs. one third their
Strength scores, rounded uP.

To close the gatewaY, t}lre PartY must
use the correct command word (which
they don't have) or physically destroy
the gate. However, the current near the
gateway simply is too strong to allow
melee or missile attacks.

If the PCs are having difficulty with
the gateway, or are reluctant to enter
the whirlpool, Pok Liung sPeaks:

"The Celestial Emperor has sent me
to take the place of mY deceased
predecessor as guardian ofthis river.
My duty requires me to find out
where this whirlPool leads. If You
accompany ffi€, You will be able to
breathe underwater until we can get
to a place with air that You can
breathe."

If the party accompanies Pok into the
whirlpool, the dragon takes them
through the gatewaY and into Wa.

This ends part one of Sea of Fire

New Magic Item

Gateway of Sym'metry:Long before hu-
mans recorded history in the land of
Kara-Ttrr, a powerful nature spirit re-
siding in the depths of a volcano located
somewhere off the coast of what is now
the country of Wa began constructing
these items to allow him quick passage
between his island and the rest of Kara-
T\rr.

Each gateway consists of a bowl and a
ring, eaih about a foot across, made of
mithral (which is very rare in the east-
ern lands). A gatewaY of sYmmetry's
power is dependent on measurements
more precise than a mortal can make.
Even the original nature spirit had to
laboriously copy each gatewoy from the
original, which still lies hidden in the
volcano, protected by a permanent time
s/op spell. All attempts to pattern new
gateways from existing copies fail un-
less a wish is used to make the mea-

surements perfect, as even the best
copies change a little over time.

There are two possible ways to power
a gateway of symmetry. The most gffec-
tive method requires the 8th level wiz-
ard spell gateway (see FORGOTTEN
REALMS@ Aduentures). A gateway spell
used in this manner lasts one week,
plus one week per level of the caster
and always has a L00Vo chance of suc-
cess.

Each end of an active gateway of sym-
metry is a vertical, disc-shaped field
about 12 feet across. The two fields can
connect any two points on the Prime
Material Plane regardless of the dis-
tance between them, but each half of
tine gatewoy must be physically placed
by the user. Unlike the gateway spell,
the portal created by a gateway of sym-
metry allows non-living matter to pass
freely through it.

Gateways of symmelry also can be
linked into a network which allows
creatures with the Proper command
words to enter at any point and travel
to any location in the network. Each
Iocation has its own command word.
Once opened with the proper command
word, the gateway remains open' allow-
ing non-living matter and creatures
who don't know the command word to
follow the same path, in either direc-
tion, that the command word user fol-
Iowed. A separate command word closes
t}:e gateway.

The second method to active a gate-
way is to place a magical item into the
bowl. This destroys the item completely,
reducing it to a sparkling dust that will
blow away on the first breeze. The bowl
does not function with artifacts, relics
or holy symbols of anY kind. When
activated in this manner, a gateway
remains open one round for each "plus,"
dose of a potion, or for each charge left
in a magical item.

Using a magical item requires no
command word, onlY a verY clear
thought of the destination gate. If the
user does not know where the other end
of the gateway lies, he cannot use it,
though the magic item still is destroyed.
However, once the gatewaY is oPened
and used, anyone or anything carr follow
the user, and the gatewaY can be kePt
open by placing more magic in the bowl'

Currently there are between 50 and
100 gateways of symrnetry in the Prime
Material Plane.
XP Value: 4,000 GP Value: 35,000
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by Tom Prusa

DM Background
In part one, our heroes, detailed in issue
#72, accidentally arrived on Olympus.
There, they met an old man (actuallY
the deity Hermes) who gave them a
teleport scroll in exchange for an arrow
from the quiver of the deity Artemis.
However, the scroll has a very tiny flaw,
one that will propell the PCs to an alter-
nate Prime Material plane. This is
where our adventure starts.

The PCs arrive in a jungle in Quorsit.
Reading pages 117-119 of the Manual of
the Plarus will provide you with helpful
specifics, but all the basics are listed
below.

The world's physical factor is 0, the
same as the PCs'home plane.

The world's rnagical factor is 2. Most
individuals of sentient races may cast
spells, magic users and clerics do not
need to study for spells. This does not
mean that they can cast unlimited
spells, just that they do not need to
spend time studying them. Nor maY
they cast any more spells in a day than
they normally could. Of course, this
does not apply to Wemick. He left his
spell books at home (see Wemick's Actu-
al Spell List).

The world's temporal fantor is 5. It is an
Earth-like planet with an alien atmos-
phere, and most of the monsters are new.

Players' Background

The old man leaned back in his chair
and said, "Y"p, that was quite a triP
through Olympus. They sure showed
that medusa that they weren't too
oldj' The young bard shifted
awkwardly in his chair. The chair
was decidedly uncomfortable, but the
story had been great so far. He could
see the makings of an ePic ballad in
it, if he could just keep the old man
to the story.

"What happened next, sir? Did
they find Kansas? Was Exeter
there?" asked the bard.

"Oh, there's lots more to the story,"
said the old man, as he settled back
in his chair.

"OqI party of experienced
adventurers had done real well on
Olympus. They defeated the medusa,
recovered the arrow, and returned to
Jerraman's cave. He gladly gave

Illustratian by GorV M. Williams

o LP



7

by Tom Prusa

DM Background
In part one, our heroes, detailed in issue
#72, accidentally arrived on Olympus.
There, they met an old man (actuallY
the deity Hermes) who gave them a
teleport scroll in exchange for an arrow
from the quiver of the deity Artemis.
However, the scroll has a very tiny flaw,
one that will propell the PCs to an alter-
nate Prime Material plane. This is
where our adventure starts.

The PCs arrive in a jungle in Quorsit.
Reading pages 117-119 of the Manual of
the Plarus will provide you with helpful
specifics, but all the basics are listed
below.

The world's physical factor is 0, the
same as the PCs'home plane.

The world's rnagical factor is 2. Most
individuals of sentient races may cast
spells, magic users and clerics do not
need to study for spells. This does not
mean that they can cast unlimited
spells, just that they do not need to
spend time studying them. Nor maY
they cast any more spells in a day than
they normally could. Of course, this
does not apply to Wemick. He left his
spell books at home (see Wemick's Actu-
al Spell List).

The world's temporal fantor is 5. It is an
Earth-like planet with an alien atmos-
phere, and most of the monsters are new.

Players' Background

The old man leaned back in his chair
and said, "Y"p, that was quite a triP
through Olympus. They sure showed
that medusa that they weren't too
oldj' The young bard shifted
awkwardly in his chair. The chair
was decidedly uncomfortable, but the
story had been great so far. He could
see the makings of an ePic ballad in
it, if he could just keep the old man
to the story.

"What happened next, sir? Did
they find Kansas? Was Exeter
there?" asked the bard.

"Oh, there's lots more to the story,"
said the old man, as he settled back
in his chair.

"OqI party of experienced
adventurers had done real well on
Olympus. They defeated the medusa,
recovered the arrow, and returned to
Jerraman's cave. He gladly gave

Illustratian by GorV M. Williams

o LP



B

them his scroll in return. All of the
adventurers warned Wemick to be
careful this time. Wemick verY
carefully intoned the words to the
teleport without etor spell. As he
read on, the air began to turn mistY.
Kansas, here we come. But then he
stoppedi He looked panic-stricken.
The scroll was flawed! The
adventurers faded out, and theY
knew that this tim_e, theY reallY
could end up anywhere!"

A Strange Land

You appear in the middle of a strange
forest. There are tall redwood trees
;]i;;;eil. iltinu'" are also
bluewoods, yellowwoods, and.
orangewoods. The grass smells of
iuniper, and the bushes have strange
cuplike flowers on them. Tluly this is
no world you have ever been to
before. You will have to find someone
who knows where you are before You
can figure out how to get out of here.

Describe the forest in as much detail as
you wish, but keep it light-hearted. It is
not a place of terrifying strangeness'
but it has a things-are-not-quite-right
strangeness. Everywhere the PCs look
they should see familiar objects, but in
unfamiliar colors, shapes and functions.
For example, the cuplike flowers on the
bushes hold tea. The possible list of
plants include trees which bear
vegetables, bushes that grow
orangeberries and brownberries, vines
which grow both peas and acorns.

A Friendly Face

As you stand there looking about at
the peculiar forest, a centaur appears
from behind the nearest bluewood.- 

G"ffo. Wftut* did you come from?"
he asks. The centaur is carrYing a
bow, which is unstrung and slung
over his shoulder. He has a friendly,
if homely face.

Centaur (Nikel): Int Average; AL CG;
AC 5 (human frontquarters)/4 (equine
hindquarters); MV 18; HD 4; hP 32;
THACO 17; #N 2 or l; Dmg l'6l].'6
(front hooves) or 1-8 *2 weaPon; SZ M;
ML 13; XP Nil (250 for getting
information about Quorsit).

Nikel carries a knife, club and bow.
He is a woodsman centaur who loves to

roam the forest. He will want assurance
that the party did not get here bY
magic, for he distrusts magic. He can
elaborate on the descriptions ofthe
forest, telling the party that the fat
short trees usually contain drinkables;
and to watch out, not all the trees are as
friendly as they look. He tells the PCs
they are in the Forest of Rainbows.
"Who on Quorsit wouldn't know t}r'at?"
Ifthe party expresses ignorance about
Quorsit, he becomes very suspicious.
Storming off in a huff, he mutters about
magic-using types and disappears into
the forest. No matter what Nikel's
reaction to the PCs, he bursquely tells
them to direct their questions about
Quorsit to the "Silly Elves" who live to
the south.

Wood Giant
The characters probably will move to
the south, toward the elves. After trav-
eling for an hour or two in any direc-
tion, they come face-to-face with a
brown-skinned giant. The giant roars
something that sounds suspiciously like
"supper," and charges to attack.

Wood Giant: Int Semi; AL CN; AC 2;
MV 12; HD L6; hp 100; THAC0 5; #AT
1; Dmg 5-30 +5; SZ}J (15'); ML 14; XP
9,000.

The giant takes half damage from fire
and cold. Rays, lightning bolts and
nxagic missiles reflect harmlessly off his
skin and have a 1-in-6 chance of hitting
the caster. Blows from his massive fists
can incapacitate opponents of larger
than man-sized or smaller. If a blow
inflicts 23 or more points on such an
opponent, the target must make a Con-
stitution check or be knocked uncon-
scious for 3d6 rounds.

The wood giant was out looking for
supper when he stumbled on the party.
To the giant, anything that moves is
food. He is the strongest creature on the
face of Quorsit, and his stuPiditY
matches his brawn. He does not get a
saving throw vs. illusions, provided the
illusions resemble something edible (i.e.
living). He will fight until he is down to
20 points or less, and then Yell
"OUCH." It takes a while for pain to
penetrate. He continues fighting for 1d6
rounds after he is reduced to zero hit
points, but dies immediately if reduced
to -20 hit points.

Although this is a strange creature,
it is still a giant. Ratha gets his "to
hit" bonus and Sagrais gets his AC
bonus. "

The Critic

This forest of huge trees and strange
plants is a confusing place, and even
Ratha isn't absolutely sure you are
traveling in a straight line.

As you round another massive
trunk you spot a fellow traveler: The
stranger is a short, pudgy humanoid,
a halfling in fact, though not as stout
as Sagrais. He is sipping a frothY
beverage from a twisted root that is
so la-rge he has to hold it in both
hands.

"Hullo strangers!" cries the
halfling. "Stop, rest a bit and have
some root beer-it's a little too sweet
and doesn't have any floats, but it's
undoubtedly cooler and fresher than
whatever You're carnting."

The halfling is K. J. Louder, a drama
critic. K. J.,has stopped for a root beer
break. If the party wishes to partake,
they'll have to uproot their own plants.
K. J. happily will indicate which plants;
he won't allow the PCs to samPle the
beverage in his root (a very unsanitary
practice). Uprooting a plant requires a
successful open doors roll. Ifa PC fails,
K. J. points out flaws in the character's
technique and suggests the character
try again. If anyone grabs a plant K. J.
doesn't point out, the halfling screeches
in dismay: "Don't try that you bubble
head! It's not ripe!"

K. J. will constantly find fault with
the party, but will occasionally find
reason to dispense minor praise as well.
He can tell the PCs the following:

o K. J. is his name. If asked what "K.
J." stands for the halfling gets
indignant: "It standsfor me you oaf'!"

. K. J. is on his way to visit Hamlet,
the elvish king. Hamlet is a thespian of
some skill, his actual title is "Director."

o The locals call this place the
Rainbow Forest.

o The elf village is as far south as K.
J. goes. He knows that uninhabited
forest lies to the north, east, and west,
with desolate mountains farther to the
north. The PCs'most likely source of
useful information is Hamlet.

K. J. Louder: Int Average; AL CG; AC
6; MV 6; HD 2 (Fz);hp 12; THAC0 19;
#N L; Dmg 1-6; SA Nil; SD Nil; MR
Nil; SZ S; ML 10; XP Nil (100 for
getting K. Jls information).
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The Play's The Thing
When the party turns south, they travel
through most of the day and do not find
the elves. Fortunately, the elves find
them. A group of six scouts stumbles on
the party just as it is beginning to get
dark. The elves greet the party and ask
their business in the Rainbow Forest. If
the party tells them that they are look-
ing for the elf village, two elves escort
them to the village.

The party is guided to a large hill.
There is a door in the side of the hill,
and the party is led inside to see
Hamlet, director of this village of per-
forming elves.

Hamlet (per{orming elfl: Int High; AL
CG; AC 6; MV 15; HD 5 (F5); hp 21;
THACO L6; #AT L; Dmg 1-4; MR 90Vo vs.
sleep and charm spells; SZ M; ML 15;
XP Nil (1,000 for getting Hamlet's
assistance).

Performing Elves (200): Int High; AL
CG; AC 6; MV 15; HD 2 (F2); hP 21;
THAC0 19; #AT 1; Dmg 1-8; MR 90Vo vs.
sleep and charm spells; SZ M;ML 15;
XP NiI.

The performing elves are an offshoot
of a wood elf tribe. Seeking a place to
perfect their acting skills, they stum-
bled on this vast hill, which they have
honeycombed with passages' stages,
dressing rooms, and living quarters.
They gradually grew aPart from the
other elves, and over thousands ofyears
developed different abilities. Perform-
ing elves are able to cast illusion spells.
Once per day, each elf can cast detect
illusion, phantasm,al force, blur, and
uentriloquisrn. When a performing elf
reaches 4th level in any class, he can
cast hypnotism once per day. Performing
elves can be fighters (maximum of 8th)'
illusionists (maximum of 7th), and
thieves (no level limit). All performing
elves have at least three proficiency
slots in acting, with costume making,
singing, dancing, and mime being other
popular choices. Performing elves also
have all the abilities of wood elves as
described in the Player's Handbook.

Hamlet graciously invites the PCs to
supper, saying that business should be
left until morning. If the party tries to
press their questions over supper, he
becomes irritated and demands that
business wait until morning. After the
meal is finished, a courtier whispers in
Hamlet's ear.

"The performances are about to be-
ginj'the director proclaims with obvi-

ous joy. "If our distinguished and
experienced guests would please join us,
we are sure the writers would appreci-
ate an objective viewpoint. After all,
one must learn to entertain every kind
of audience."

The characters are ushered down a
passage to a nearly-filled large theater.
The PCs are seated with Hamlet in the
front row, center; these are the best
seats in the house. As the director mo-
tions, the curtain rises.

In the first short play, the theme
seems typical. Young elf boy meets
young elf girl. They fall in love, only to
be separated by a cruel villain (someone
is casting an illusion of an ogre). The
ogre carries the elf maiden off, and the
elf lad must rescue her. Just as the
lovers are joined, the ogre appears from
off stage, and bashes the young lad on
the head, killing him instantly. As the
ogre picks up the young lass to catry
her away, another young lad, this one in
the audience, shouts: "Never, cruel
beast, she is too pure." He runs up on
stage, draws his sword, runs the ogre
through, and carries off the maiden, to
live happily ever after.

The party may not know what to
make of this ending, but the crowd loves
it. Several curtain calls are required.

The next play begins on another fa-
miliar note. A young princess, in love
with a commoner, goes through much
anguish when her father forbids their
marriage. Finally, after much suffering
and sorrow, she decides to give up her
right to the crown and marry her true
love. Just before she would renounce
her claim to the throne, a birthmark
proves that the young commoner is
actually a prince from a neighboring
land. The two are married, and as they
enter their honeymoon manor, the
young prince turns into a dragon and
says, "I'm sorrlt, but I'lI have to eat you
nowl'The princess looks furious, and
screams "I don't believe this. I do not
believe it. This is the third time this has
happened to me this year!" With that,
she turns into a dragon herself, and
stomps off stage, very upset.

This time the crowd goes wild. Even
Hamlet is up on his feet, Yelling and
cheering. The actors, including the
special effects elf, are brought offstage
and given a place of honor near the PCs.
At this point Hamlet turns to the near'
est PC, and says "And of course, now it
is your turn!"

If the characters express shock, Ham-
let explains that extemporaneous acting
is considered the highest form of art. If

the characters are still resistant to the
idea, Hamlet remarks darkly that coop-
eration works both waYs; even a bad
performance would be better than no
performance. If they absolutely refuse
to put on a play, Hamlet says, "Fine,
and did you know that the giants are
much more prevalent in the forest dur-
ing the night?"

If the characters want the cooperation
of the performing elves, they must try
and come up with some kind of a PlaY.
Hamlet will give them 10 minutes of
real time to prepare. TheY must use
everyone. It is permissible to have one
or even two special effects people, who
may create scenery, costumes, and dif-
ferent bodies by using illusions and
spells.

If they actually act out their PlaY,
they should get some bonus experience
points for role playing; 75-1.00 xp each is
appropriate for most camPaigns.

This is a place to have fun. If they are
"hamming it up" and enjoying them-
selves, you needn't get too bogged down
in durations for illusions, spell casting
time, and the like.

o If the characters come up with a
familiar theme, the elves are bored.

o If the characters use a version of an
existing play (from Shakespeare, for
instance), the elves boo, and calls of
"Plagiarist!" "Copycat!" and the like
ring out.

o If the characters come up with
something new (for instance a PlaY
based on the first part of this adven-
ture), or any play with a surprise end-
ing, the elves cheer loudly, even g-oing
so-far as to ask the characters if they
would like to join their acting sehool. In
30 or 40 years they could become quite
talented.

After the performance, the PCs are
ushered to their rooms, where they find
soft down-filled beds. They awake in the
morning, rested and refreshed. AII of
the spell casters will have their spells
back, without studYing. Ada, Ratha,
and Henry may change their spell lists
if they wish, Wemick maY not.

They are served breakfast and escort-
ed to the director. Hamlet wants to
know what they want. If they tell him
their plight, he will remark, "Another
world, no wonder you were so bad" (or
good, depending on the characters''
performance). "Sorry, can't help you."
One of the courtiers speaks up and says'
"Perhaps, director, the white wizard
could help themi'The director looks up
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and mutters, "HumPh, him. I don't
believe for a minute those stories about
his world hopping. He is just a senile
old humani'

Then Hamlet looks at Wemick and
says, "But then again, maYbe You
would get on well together."

The courtier saYs the PartY must
travel north through the Rainbow For-
est. When they emerge on the other side
they will see a high mountain to the
easl. The white wizard's tower is at the
base of the north slope. He warns the
PCs that the white wizard doesn't usu-
ally like company.

Trees?
The PCs make their waY back to their
starting point and a little way beyond.
Soon they notice the trees are getting
shorter and the vegetation seems to be
changing. Green seems to be more of a
predominant color, and the trees are
bushier. As they continue, Sagrais picks
up the unmistakable odor of lemons.
The trees in the area all seem to smell
of it. The trees have thick trunks and
large knots sticking out, waist-high. If
anyone touches a tree, he will feel some-
thing sticky. It is lemonade! If the PCs
pry or pound at a knot, a sPraYof lem-
onade hits anyone within a 2O-foot half
circle. This will make the characters
thoroughly sticky from head to toe. This
has no effect on game PlaY, but Ada and
Ratha will not like the effect on their
looks. Careful tapping of the'trees will
produce a delicious beverage.

The Wizard's Tower
Once the party Passes the lemonade
trees they can leave the forest without
further incident. Ahead is the mountain
the courtier described. They can see a
tower in the distance. It appears to
shimmer in the air, as though it might
be an illusion. As they draw closer, the
shimmering gets more Pronounced,
although attempts to disbelieve it do
not succeed.

You are standing in front of a white
tower, apparentfu made-of marble. It
has only one gate, and the gate is
open. As you move through, You
enter a deserted Passage\MaY. The
passageway is 20' long, and turns
;isd-Ar y6o roottd tlie turn, you see
a sttange room. The floor is tiled and
resembles nothing so much as a

;il;#;;;-a:

The T?ial of Wisdom

The party enters this room from the
east. The floor tiles are five feet across;
the middle third of the room has tiles
colored white and black. The rest of the
tiles are $ay. The colored tiles form a
chessboard on the floor. Seven ofthe
white squares are covered with pillars
of black metal, three feet tall. Each of
the pieces appears to bear a carving or
insignia of some sort, although the PCs
cannot make it out from the edge of the
chessboard.

The only door out of this room is
across the chessboard. The secret ofthe
chessboard is that it is a checkerboard.
If a character steps on a black square a
loud alarm sounds, and the offender is
teleportedback to the starting side- The
characters may walk on the white
squares without harm. However, if a PC
steps on a black square a second time, a
sign drops from the ceiling. It reads:
"Sorry, one try per customer," and the
PC is teleportedback to the starting
side. If any partY member Passes in
front of one of the pillars, the pillar
rises into the air, passing over the char-
acter, and lands behind him. The char-
acter is teleportedback to his starting
position. If a character runs up to a
piece and jumps over it, it disap-pears.
(Just as in checkers.) Anyone who jumps

or flies over a black square meets a wall
of force and lands on the black square,
where he is teleported back to his start-
ing position. PCs can be physically
cairied over the board, or transported
vta leuitation or telekinesis, so long as
they do not cross a black square. For
positions of checkers, consult the map.

The T?ial of Intelligence

After the party passes through the door
on the far side, theY see a stairwaY
Ieading down into a rough-hewn rocky
passage that points to the north. The
passage leadsto an arching cave that
Las *.tty stalactites hanging from the
ceiling. The cave is 80'bY 45'and has
doorsin the middle of the north and
south walls. The characters enter by the
south door. The floor is ueiled.It looks
normal, but it is actually made of glass.
As the party crosses the floor, it begins
to vibrate. There is al57o chance per
character (cumulative), that the glass
will shatter as a PC walks across it.
This releases a ret)erse grauity effect
which causes the character to "fall" to
the ceiling. The character disappears
through the stalagmites (which also are

illusory) and is sucked into a funnel,
whichlhen deposits him gently at the
top of the staiis the PCs just-descended'

If one PC breaks through the glass,
the hole will be about four feet across'
but hidden by the ueil.If two or more
PCs break through, the entire floor will
shatter. The glass is not affected by the
retJerse grauity and falls harmlessly to
the real floor 10 feet below.

The party can cross fairly easily if
they do so one at a time. Another way to
."ois is to shatter the floor, "lower" a
rope to the ceiling, and walk across the

""iling, 
climbing back down to the door

on the other side. If the PCs succeed in
disbelieving the stalagmites, they will
have no trouble avoiding the funnel'
Spells and magic items which bestow
flight, leuitation, feather falJing' or simi-
laiabilities don't work in this room'

After passing through the north-door,
the PCJfind themselves in a small room
with a spiral stairwaY leading uP.

The Ttial of Courage

The stairway is about six feet wide, and
every 20 stairs there is a landing.

You come to a landing, and You see a
very disturbing sight. A stone pfatge
of a gnome rests on the rrght srde or
the landing. Fear is carved on the
statue's face, and its hands are in
frontn as if to ward off a blow. The
workmanshiP is nearlY Perfect.

The statue is not magical or valuable'
The PCs find another statue on the

next landing; this one is of a female elf'
The elf statue bears a look of utter de-
spair. Her hands are held in front of her,
ciutching a piece of a broken bow. Her

"yes 
t"" downcast, as though she had

girr"tt up all hope. This statue is also of
iearly perfect workmanshiP, although
it is not magical or valuable.

The third landing has a statue of a
human wearing armor and carrYing a
large mace. Hois holding a holy lYryboJ
in f,is hand, and his face bears a look of
intense concentration.

As vou leave the third statue behind,
a shriek ofutter terror splits the air,
and you hear heavy footfalls rapidly
apprbaching. Despite all the clamor,
vou are startled when a large troll
iounds the corner and charges. The
hulking green monster races through
yogl ranks. He is soon lost to sight as
he flees.
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The troll is real,'but it has surprised the
party. The PCs cannot launch any at-
tacks or spells against it. If a player
objects, explain that even adventurers
as experienced as the PCs can be taken
aback when they meet frightened trolls
on narrow stairways.

After the party climbs through sev-
eral more landings, they find a troll
statue. Its claws are out, and it has a
look of ghastly horror on its face.

The next landing has a statue of a
female human. She wears full Plate
armor and carries a piece of a long
sword. She bears a look of resignation
on her face. There is more light here,
reflected down the stairs.

When you reach 4" loP of the staiis
you see a statue sf,a human male
carrying a large !"ttU a:rg,_with a lool<
ofpweterror on his facg. His mouth is
frozen in a scream, and his eYes are
bulging out. As youtake this in, You
notice a small bearded man with spin'
dly arms and legs and huge, sqllinting
eyes standing near the st-atu9. H9 is
flaking offbits of stone with his hands.
As you watch, the axe becomes thinner
and shqrper under his hands. The man
looks at you, srniles, and says: "Per-
sistent, are.n't we? \bry well' you may
see -the wizard nowj'

Pech (1): Int Exceptional; AL m(G); AC
3; MV 9; HD 4; hp 18; THAC} 17; #AT
1; Dmg I-4:'SZ M; ML 14; XP Nil.

The pech are a mysterious race of
dwarflike stoneworkers. A pech can cast
stone shape and stone tell four times a
day. Pech are immune to petrification.
A pech's melee attacks always can af-
fect creatures made from stone.

The pech and the troll are actually very
good friends and have been Kimew's most
effective guards. They have scared away
quite a few visitors, and they enjoy their
work. If the PCs question the pech about
the biza:re obstacles they've had to over-
come, the pech explains that the wizard
who lives here doesn't appreciate frivo-
lous visits by strangers. Only visitors who
really want to get in, and who are smart
as well, can get this far.

The White Wizard

You pass through the door that the
sculptor opens and confront a
disturbing sight. lfhere, hunched
ovbi a desk, poring througtr a large
tome, is Wemick. No, it's not
Wemick, but it is someone who looks

lihe hh. He has Wemick's gray hair
and brown eyes, seems to be about
the same age and is about the same
height and weight. Someone at tlre :
home once brought up the idea of
parallel evolution, but this is
irightening.His mannerisms, his '
face, his movements, it's Wemick.

He looks up at you and smiles
(Wemiekls smile), and says (Wemick's
voice), "Hello. I was afraid you
looked like the persistent types.
What can I do for you?"

This is Kimew, the White Wizard. He is
a sage who would much prefer time to
study and read. He thinks answering
questions is a waste of time. He and
Wemick do not recognize any but the
most superficial similarities between
themselves, although the others may
not be able to tell them apart. Still, they
think alike, and Kimew will almost
invariably speak to Wemick, no matter
who asks the questions.

Kimew is a very absent-minded old
man. As he talks to the party, he tends
to mispronounce names, (you say you
are looking for Exile, or was it Exlax?).
As he finds out about the party's
dilemma, he becomes excited. He was
once in the same situation. It took him
months to find his way out. He searched
until he discovered a gate, he calls it
the "Gate of Worlds." If one
concentrates on the desired place,
eventually the gate will open to that
world. Kimew created an amulet that
allows him to return to this plane
through the gate. He is amiable about
giving this information to the party,
asking only for some information
unknown in Quorsit, books or writings
would be best. Matilda's copy of Good
Castlekeeping, or Sagrais' cookbook
would be acceptable. He is not
interested in Ada's biography, saying
that biographies tend to be too slanted.
The real prize for Kimew would be
Wemick's notes on the devas of Arcadia.
If the party shows him any of these
items, Kimew becomes animated and
immediately wants to begin a long
discussion with Wemick on the subject.
He forgets totally about the rest of the
party. Eventually, he looks up from the
notes and says:

"Oh, the gate. That's easy. It is only
a few miles from here. I moved my
tower when I found it. Just go east
around the slope of the mountain

until you see a crevasse with a
bridge over it. Go over the bridge and
up t[e path until you find a large
cave, It's in there, you can't miss it.
And, oh yeah, I think it's guarded by
something. A giant? No. A big tree?
No, that's-not iight. Now what was
it? A dragon? No, I know, it was a
train. No, that's not right, wrong
world. Oh well, it's not guarded."

No matter how hard the PCs press him
for information, Kimew sticks to his final
assertion that the cave is not guarded.

The room the characters are in
reminds them of Wemick's room; it is
messy and cluttered. There are objects
from many different worlds scattered
about, among them a flashlight, a
complete set of the works of Zane Grey,
and a loaded six shooter. The PCs do not
know what these are. If they ask,
Kimew will be glad to tell them about
each item -in detail.

DM Note: Clever players
immediately will think of borrowing
Kimew's spell books. If Wemick asks, he
may make a new spell list. However,
when Wemick begins to cast his first
spell after leaving Kimew's tower, hand
the player Wemick's Actual Spell List
(Wemick is so absent minded). No
matter how much a character wants it,
Kimew will not trade the six shooter.

Kimew: Int Genius; AL ; AC 5; MV 9;
HD 11 (W11); hp 29; THAC0 L7; #NI r;
Dms 1-6 + 1; SZ M; ML 16; XP NiI
(2,000 for getting Kimew's information).

Spells carried: Magic rnissil'e (x 2),
audibl.e glarner; Tenser's flnating disc,
magic mouth(x2); continual light,
inuisibility, lcuitatinn, Melf s arid arrow ;
haste, hold person, Melfs minute meteors,
tongues; ice storm, stoneskin, telekinesis,
wizard eye; cone of cold, fabricate

One-Way Bridge, The Wrong
way

You leave the tower and find a rough
path leading east. Following it for a
few miles, you come to the crevasse
that Kimew spoke about. He forgot to
say that while the supports for the
bridge are still there, the bridge itself
is not. The crevasse exbends on both
sides for several miles, it is about 60'
deep and 25' across, and a mountain
river rushes swiftly through the
bottom.
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The bridge is one-way, from the other
side. Its walkway magically appea$
when a creature steps offthe opposite
bank. This walkway is solid and safe. If
the party can get one person to the other
side, that person can simply walk to the
center and create a complete bridge. The
remaining characters can cross safely so
long as at least one character stands on
the bridge and faces the right direction.
There are a number of ways the party can
get across. Henry and Wemick have spells
that will allow them to get over, and Ada
has a lasso.

The Gate of Worlds
After crossing the river, the PCs can
locate the cave.

You climb for quite a while and see
what has to be the cave that Kimew
told vou about. At last, finallY You
will be able to get to Kansas and find
Eieter, your wayward friend-

The gate has a guardian. A loco-lizard,
a huge, dragon-Iike creature lives in the
cave's north chamber (see map).

You enter the cave and see a passag€'
30'wide. It leads to the north far
enough that the daYlight does not
penetrate. Tb the south you can see the
iunnet runs about 75 yards and opens
into a circular cave which is lit bY
daylight, evidently through a hole in
ttre ceiting, Tb the north, at tle limit of
tour vision (about a hundred yards),
.ttoo tutt iust make out another open-
irrg, ott the east side of the tunnel.

The air in the cave has a sharP,
acrid odor. As you peer through the
a*m"tt, a noise rbl1s out of the black-
ness to the north. It sounds like a
snort, or perhaps a huff. After a few
heartbeats you hcar the noise again.

If the party continues into the cave the
loco-lizard charges. If they leave the
cave, the loco-lizard follows.

Loco-Lizard: Int Semi; AL N; AC 3;
MY 6-24; HD 10; hP 70; THAC0 11; #AT
3 or 1; Dmg l-4ll-413-30; SZ G (30'long);
ML 18; XP 3,000.

The locoJizard can produce a cloud of
steam three times a daY;the cloud is
20'x20' x40' and inflicts L0d4+20 points
of damage, save vs. breath weapon for
half. It also can build up speed by charg-
ing; it moves 6 the first round, 12 on the
second round, and24 on the third. It
cannot turn easily while it is charging'
and can turn only 90" during any round
when it charges. No matter what its
speed, it can automatically trample any
creature in its path unless the target
makes a Dexterity check.

The loco-Iizard is a highly specialized
monster, created long ago by the wizard
who built the gate. The cave was built
with the size of the dragon in mind, and
as it charges, the characters will have to
huddle up against the wall to avoid it,
Dexterity checks to avoid being trampled
suffer a -3 penalty. AnYone who at-
tempts to dodge cannot attack or cast
spells that round. Another unique feature
o?the cave is the round chambers at both
ends. The dragon can build up a full head
of steam (making locomotive noises all
the while), charge the length of the tun-
nel, and use the circular wall to turn
around without losing speed. Every two
rounds the dragon will come charging
through the cave, first from the norbh,
and then back again. If the party succeeds
in getting to the exit on the east side of
the cave, the lizard will be forced to stop
and either breath or melee with the party'
The tunnel that leads from the east exit is
wide enough to allow the lizard to enter,
although il cannot use its charging attack
in these narrow confines.

It will only use its breath weapon if it
suffers 40 points of damage.

After you defeat the strange dragon,
vou reach the end of the tunnel,
*tti.tt opens out into a small room'
You see-a door with a large wjndow.
The scene through the window keePs
changing, one minute showing a
pictuie of a sylvan forest, the next a
pl"itt full of volcanos, the next a
rtot*y sea. It shows Your home for a
moment, still standing, and then
moves on to other images. SurelY
this is the gate You seek. Wemick
begins to concentrate, and after sev-

"t.l 
hoors, an image of a mountain

valley appears. "At last," Wemick
says l'Kansas."

Wemick's Actual SPell List

UnfortunatelY, Your recent
absent-mindedness seems to show up
most when you studY sPells. You
must have studied some of the wrong
spells by mistake, because th-ese are
the ones you actuallY remember.

Spells Mbmorized: Level One: Mag.ic
missite 1x 2), audible glatner, Tenser's

floating disc, magic rnouthlxl); Level
TWo: Continual light, inuisibilitY,
leuitation, Melfs acid arrow ; Level
Three: haste, hold person, Melfs minute
meteors, tongues; Level Four: Ice storm,
stoneskin, tilekinesis, wizard eye; Level
Five: Cone of cold, fabricate

Since you forgot to Pack Your sPell
books on this trip, you cannot relearn
spells until you get home. tr
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by Torn Prusa

Experience
Pref ed

Part Three
An AD&D@ 2nd faitibn Game Scenario

For Six Veteran Adventurers

DM Background
In this, the final chapter of Experience
Preferred, our heroes must make their
way to the demi-plane of Kansas, find
Exeter, and bring him back home. Un-
fortunately, the detours they have been
forced to take have given Exeter enough
time to organize a party of his own and
escape. This adventure works best with
the player characters presented in issue
#72.

While on the demi-plane of Kansas,
there are no modifications to spells or
magic items. However, Wemick does not
have his spell books and cannot relearn
spells. Also note that the potions Matil-
da carries are old and might not be
effective. For purposes of this adven-
ture, assume t}rre healing potions always
work, the others are still potent on a
roll of 51-00.

Pfayers' Background

',;g*fiffi ,iou bee,that ri'buiti'r .'

*sm;p+.r;{titff'iliffiI
., r.trw, fu lle,rnrebr., f i1t4g]t ', a', mgdusq i,, I :,,,,, i'

-l#'#ffl;i;

#,
ffi
'..#ffieffiffitg'i-H#i 1 i"
- - '-$*

Illustratian by Gary M. Williams
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Kansas, At Last

A*,youantei,ttie desli.piane of Kan- l :

'il?rn*'';T;ffi fffi t'f JH,ffil.tf &:',,"
iS, a,,giani,, qpg,a,tlwarf; and tlle,sth. i

, ei-s' aro Lluman,,.,The'o 'in.tfie:lead,'is, '.

, Sxeter! A{ter,they cross thg,bridg€,r,
, Exgten [urns,..'He',holds'a sheet,of .
',:parc'hme-nt in one hand and.gestures '

with the other- The bridge explbd'es ' ,
,,in fl-ameS. fixeter:, and, his en!-ogr.age,
' str.ide, quiekly;up the |1itl',,s.topping
bbforelthe,gate, ExCter t"trirlsi and r'

' through'$onre hCougtic trick'.oft-hig,

"1wn*'ih:r.tm,tiH,t##lfltno "'
knoW bvrhow,.that,,you wonft stop me?'

, ' .I ir,g.r hetter,. than, y ou; tr I ve, alwa-ys,he en
betterti'.}qq y,orr!r' r. ''.

The party cannot get close enough to hit
Exeter with spells or missiles before he
and his group escape through the gate.

The Burned Bridge
When the party reaches the bottom of
the hill, they stand in front of a gorge
which cuts across the entire valley.
Mountains ring the valley, and the
party must cross the gorge to reach the
other gate. The gorge descends straight
for nearly L,000 feet. It is 60' across.
The bridge has been reduced to two
smoldering bridge supports, one on each
side of the gorge.

There are several ways the party can
get across-most likely Wemick or Hen-
ry will use a spell or two.

The party can use the bridge (the fire
and destruction ofthe bridge are part of
a ueil spell Exeter cast from a scroll).
T}rre ueiled area looks and feels like a
destroyed, smoking bridge, but does not
smell like one (only PCs who specifi-
cally ask about the smell will notice
this). The ueil's duration will expire 12
turns after the party reaches the gorge,
revealing an intact bridge.

If someone attempts to lasso the sup-
ports on the other side, there is a SOVo
chance the rope will strike part of the
"invisible" bridge. The rope appears to
have been knocked aside. (Anyone who
makes a disbelieve attempt after seeing
this gets a +2 bonus, +4lf the charac-
ter also noticed the smell.) If the lasso is
not deflected, the PCs must hit AC 0 to
successfully lasso the beams. Once the
lasso is in place, the PCs can cross hand
over hand;they'll think they're swing-
ing over the 1,000-foot chasm, but in

fact they're only a few feet above the
bridge's walkway. A character must
make a Strength check at a -2 penalty
to cross on the rope. If the check fails,
the character falls about two feet to the
walkway. This does not dispel the ueil,
but the character automatically is enti-
tled to a disbelieve attempt at +3. If the
disbelieve attempt fails, the unfortu-
nate character suffers 20d6 points of
damage-all experienced adventurers
know about the maximum falling dam-
age rule (see PHB, page 104).

After the PCs cross the bridge, theY
can use the gate. They are teleportedto
a cave southwest of the home.

On the Road Again

.The delay,in crossing'the bridge was
,jus[,enough to g:ite Exbter time for a
elean,getaway. Everybody- can see

,freshhorse tracks and giant foot-
printsrleading out of the cave and

i ,towar.d'the,rnain road to the north-
east, You guess the home must be
about two day's travel on foot, maybe
half tha,t by horseback. It seems that
Exeter,and'his group'have a good

::lead. T,he.village of Muriows Dell is
about five miles,down the road. Per-
ha-psyouwill be able to find mounts
ther-e. .. 1 '

Murrow's Dell
This small hamlet is barely a wide spot
in the road. There is a tavern and a
blacksmith shop with a stable attached.
The village is not detailed, since the
party will not be spending any great
amount of time there. A few of the key
NPCs who the party might deal with
are listed below:

Harold (tavern keeper): This big burly
man is always ready to greet travelers.
His ale is drinkable (barely), and the
food is good. His prices are extremely
high, but he knows he is the onlY game
in town. At this time of the day the
tavern is virtually empty;there are
only a few old farmers nursing mugs of
ale.

Blake (blacksmith): Blake also owns
the stable. Blake is a huge man, the
typical picture of a smith, but he has a
surprisingly high falsetto voice. He
offers to sell the party three horses and
two mules, and only a clear cut opportu-
nity for a large profit will cause him to
part with more animals. His current

stock and asking prices include:
Three medium horses. These horses

are in good condition and are capable of
carrying armored characters. They are
not battle trained. Blake's initial asking
price is 100 gp each. These are the
horses he wishes to sell to the party. He
will not sell them for less than 80 Sp.

TWo light horses. These are horses
Blake wants to train for his sons. They
are worth 25 W each, but he will not let
them go until the party offers at least
60 gp each.

TWo mules. These are onlY average
mules. They cost 20 gp each. If Sagrais
is to ride, he must have one of these-he
is too short to ride anything else.

Saddles and harness can be had from
Blake for 15 gp per set.

Hornick (bully); This small-minded
man is the leader of a local gang of
young toughs. They are smart enough
not to bother any ofthe residents. In
spite of the PCs' armor and weapons,
Hornick sees them as old, infirm, and
easy pickings. Before the party leaves
town, he leads his group of toughs onto
the street and demands a "fee" from the
PCs for using the streets. He makes
rude remarks about the characters' age
and acts obnoxious. If the party soundly
thrashes the toughs, several local resi-
dents (mostly little old ladies) cheer
loudly.

Hornick: Int Low; AL CE; AC 7; MV
12; HD 2 (F2); hp 14; THAC0 18; #AT 1;
D-g 1-6; SA * 1 "to hit and damage for
1-7 strength;SZ M; ML 11; XP 35.

Big-Mouthed Merchant
As the party rides northeast, remember
that they will have to travel at the
speed of the mule Sagrais is riding. The
PCs continue to lose ground to Exeter's
party.

After riding along for about three
hours, you spy a wagon approaching.
There is an immensely fat man driv-
ing the wagon, which is piled hieh
with boxes and bariels. The man
waves as you approach, and he pulls
his ryagon to a stop with every sign
that he expects you to stop.

The merchant is Formil, a dealer in
spices, foodstuffs, and tobacco. This
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fellow never passes up the chance for a
sale.'If the party asks for information
about Exeter, Formil says he saw a
group ride past some hours ago. They
were riding fast and didn't even stop to
say hello, though they did stop a ways
down the road to meet with a grouP of
mercenaries.

It is near noon now, and Formil will
offer to let the party eat with him. He
persistently tries to sell spices (he has a
surplus of cinnamon), dried beef, and
tobicco. He will offer tobacco to each of
the men, being most Persistent with
Henry, Wemick, and Sagrais.

If the party tries to ride bY, remind
Sagrais that it is near lunch time.

The Murdered Peasants

..l ;ffi:hourglater ,"*e, fig-'tt't''
,,,ures'si ding ,ther.o.ad-,Af,e r,r'-,'''HlH.''.|i#if$i'f ,,,,eT,t
,.,9, ''
,,,Vp s,.that,tfugii:'pa,rents e lyln'g. on',,-.,
, t,',the ground,r one - of 'thgmtCtrawed' f6',,l:,1,,
.'ile e'otlher''ry''.i ,,a.bro'k$.ne-ak'. ',

The boys, Anderus and Philey, are un-
hurt, but devastated. They are trying to
be brave, but the death oftheir parents
has left them in near shock. It is obvi-
ous to the PCs that these children will
perish if left alone.

If the PCs carry the boys on the two
largest horses, they party will not slow
down, as the mount Sagrais is riding
still is the slowest.

If questioned, the boys say their fami-
ly was going to town when theY were
overtaken by a group of men and a
giant. The giant killed the father, and
one of the men turned into a monster
and clawed the mother. The boys are too
miserable and frightened to describe the
monster (it was Chillclaw, the gelugon),
though they do remember that the giant
had white skin and that the monster
was white, too, and almost as tall as the
giant. The boys paid no attention to the
men.

Some time after finding the boYs, the
PCs will have to stop for the night.

Home At Last
The PCs reach the home before noon the
next day. If they didn't push themselves
into a forced march the previous night,
they feel ready for anything.

,. tr1;!i4g lbeen,a,ls.qg,hard'rri&, 'but. ' .. , .-r,' -

.$#ii;ritisffiitT'fiL ''ffittEl#i'if '"
'tffif;l'#';ifi*-11ffi$ meiil
l,combC,outside,a.rrlbment,Iaten ..',,.,..
,,' giant,ig,h-olding' Nellie,in his'handsr' r'

,,xffffii:u-*ffi ua'n*,-kff....

Exeter's Plan: Exeter wishes to prove
once and for all that he is better at
everything than Wemick. He has cre-
ated a set of 12 gems, and six of them
are planted about the home. When their
counterparts (held by him and his allies)
are brought together, the home will be
destroyed by an earthquake. But de-
stroying the home is not enough. Exeter
wants to destroy Wemick first, defeating
him in view of all the residents. Each
member of this group will face one of
the player characters in a combat to the
death. If four or more player characters
can win their duels, they can save the
home. If not, everyone will Perish.

The situation: In addition to his party
from the plane of Kansas, Exeter has
picked up a group of mercenaries; these
were the men Formil the merchant saw.
The mercenaries currently are holding
the residents captive. For the duels, the
residents will be forced to sit and watch,
most with a guard right behind them.
Any attempt to free the residents will
cause many deaths. The onlY waY to
rescue the home is to meet Exeter on
his own terms and defeat him. If the
party takes a few minutes to look
around, they'll see the stands around
the practice field packed with nervous
residents and grim-faced mercenaries.
Attempts to do anything but look will
result in Nellie's immediate death,
followed by the slaying of all the resi-
dents and the destruction of the home.

The Chalfenge

" ,tffiTrrffi#tffi#t
''tffi"$fffiHa.$fi*t ''
,ffi {t$or"*;',Fi##i##ffi "'
.,,,!hbr,e arrC:'fi+e,moig,tike,if.iit th,e, ,,, ,- ,',"ffffif

',$ffi*n
'h#;tryrff#f;f tffi
.4$.of-ffi#*llf;Hfl ''"
" Lomei Wel-lr d9 5q'ou' accept:,the:,e'h'al.r, :i,,'

,,-'Ieg.e.,'or will.you. go brlin.{l'yto 
-' nr,,,,,

. , ,d4- h, the's.hee$ydtr 'are?:t ' . , ,  . , . . : ,

If the challenge is accepted (what self-
respecting adventurer could refuse?),
the PCs are led to the training ground,
where most of the other residents are
already being held. The giant tosses
Nellie into the stands, where a pair of
mercenaries watch her closely. There
are dozens of mercenaries with swords
drawn, all watching the residents.

Mercenaries (50): Int Average; AL LE;
AC 7; MV 1.2; HD 1 (F1); hp 6 each;
THACO 20; #NI1; Dmg 1-8; SZ M; ML
10; XP 15 each.

Duel Layout: The training ground is
150 feet by 50 feet wide. There are seats
all around. Exeter will place a gem on a
pedestal in the middle of the field. The
first character to reach it and return to
the starting gate will be considered the
winner of the duel.

The Gems: The gems are large ame-
thysts. Destroying a gem is just as good
as winning the duel. However, the oppo-
nent will certainly fight to the death if
a PC does this, to avoid Exeter's wrath.
The gems can withstand 10 points of
damage and are AC 4.

The Duels: The duels will commence at
high noon. The PCs are given no time to
prepare. When the PCs are ushered to
the arena, Exeter announces the duels,
which will occur in the following order:

1. Ratha Rann vs. Icehand, the frost
giant.

2. Matilda vs. Maralix, an 1lth level
fighter.

3. Sagrais vs. Hedgeheart, a 10th level
dwarven thief.

4. Henry vs. Simon, a 10th level illu-
sionist.

5. Ada vs. Chillclaw, a gelugon.
6. Wemick vs. Exeter.

As the duels start, the first bout will be
fought cleanly, Ratha vs. the giant. As
this is going on, the party notices that
Exeter's group is casting spells, prepar-
ing for their duels. The PCs can do the
same, although they will have to have
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THE CHALLENGE

any spells cast, or potions drunk, before
the duel is called.

If the party wins four or more of the
duels:

,: *r,tue tast'a*r: * 
"on* . '. .

''.i3ffilltffino;ntry,s ik,ptr,, , ,:,
, ,an .,ieCoVeredlhefihammerr aid,is, :
,,. no*. Ieaaing,65a,,tld,residenii sf [hs,
, liome rin theii"fi,ght,,again5t,the,meF '
.,oeu--#iesi,TU",t*o*U,,mahes..shor+ ' '

.'.i;nE'l;i,ine-*,..:usixe",bh,L11..t"gs,,un
,.btelias, staves.,ql'.1d,-thq. tike,, {,-hg, :,
,,.Chase themgut of theihome, Nellie: ,: ,
'.'ilats,,the imeilenaly'teadu4 ana, wiifr: l

[t3'l.flffi , the merc en*t.'

If the party loses the duels:

',rhere,is'*,io*,nl* trre,".n#4 6s , 
I 
,

.:. ExCier, t .,his.iemalnlng,iitils,: araw.,
,t"!;tt'.i; $;aae'tt, N"tti5 ap*#l., '.
,,.andttflingg, h:er,.hammef,. silrashihg'.rl :: :
:', &*ee i,of, the stbnes, before,.t'hby Can, be,
, hrough,t together. :She :then,:,hegins.to,
, . thro*, th-e.,ha.qqp g,q.again . at . E- tbr's, ', '
: part}t :lwtdle, the,reei:dents: turn, on t-hq,
.,rneicen#ies;,in ffi,, Ex*erts pa*y .,. .,'
', s'fti::ttreir:li,ves,:,and the -erCe, ,

,,,u#ies,,are,quickly,disp.atched: In,,,
i,spite of.the,,faCi ihat you fell; and : j :
: failedi ybumist,stifl admit t'h6tr , '; ',

..ihdreX no subsiitute foi experience: ,

Exeter's Group

Exeter has gathered the following al-
lies.

Icehand (Frost Giant): Int Low; AL
CE; AC 0; MV L2;HD t4+ 1.'4; hP 75;
THAC0 7; #Nt 1; Dmg 2-16+9; SA
Hurling rocks for 2d10 points of dam-
age; SD Impervious to cold; SZ H; ML
13; XP 7,000.

Icehand carries a huge battle axe * 1
(remember to apply the appropriate
bonuses to the unadjusted statistics
Iisted above), and a sack containing
three throwing rocks.

Combat tactics: Tbctics, what's tac-
tics? I throws me rock, then I takes me
axe and cuts him to pieces. Little ones-

Icehand joined Exeter for the money.

Maralix: Int Average; AL CE; AC 3;
MV 6; HD 11 (F11); hp72 THAC0 10;
#NI 3lz; Dmg 2-7; SA *4 "tohit:' +7
damage and two attacks a round from
trident specialization, magical weapon,

and,L8l23 Strength, one extra attack
each round with net; SZ M; ML 14; XP
5,000.

Maralix wears plate mail and carries
a net and a trident +2.

Combat tactics: Maralix will move
quickly to close with Matilda. He uses
his net as a secondary weapon, attempt-
ing to entangle Matilda. Use the rules
foi nets in the Complete Fighter's Hand-
book.If you don't have t'he Handbook,
Maralix must hit his opponent with a
-2 penalty ( -6 with the secondarY
weapon "to hit" penalty). Once entan-
gled, Matilda must make a DexteritY
check to get free.

Maralix joined Exeter just to cause
trouble for those weaker than himself-
If reduced to 10 hit points or less he will
suruender, and try to flee the home.

Hedgehearh Int Average; AL NE; AC
5; MV 6; HD 10 010); hp 44; THACO
L6; #AT 1; Dmg 1-6; SA t2"to hit j '  and
damage from magical weapon, poison;
SZ S; ML 14; XP 4,000.

Hedgeheart carries a short sword.+2
treated with type E poison (immediate
death, save vs. poison for 20 points of
damage), which is good for one hit.

Combat tactics: Hedgeheart plays to
win. Before the duel, he received a
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stoneskin spell from Exeter. This com-
pletely negates the first six attacks
against Hedgeheart, hit or miss. Sa-
grais will have to be resourceful to win

this duel (wrestling or overbearing
attacks would help negate Hedgeheart's
advantage).

Hedgeheart joined Exeter for the
money.

Simon: Int Exceptional; AL LE; AC 5;
MV 12; HD 10 (W10); hp 37; THAC0 17;
#N l; Dms L-4; SZ M; ML 15; XP
4,000.

Simon wears bracers of defense AC 5,
and carries a dagger *2 and a wand of
nxo.gic missiles (23 charges).

Spells remaining: Chromatic orb*
(x2), blur; color spray, detect rnagic,
hypnotism, blindness, mirror img'ge,
improued phantasmal force, hold person
(x2), phantom steed, fire shield, phan-
tasrnal killer shadow tnagic.
* New spell from th'e Complete Wizard's
Handbook If you don't have this book,
replace this spell with grease.

Combat tactics: Simon will not move
to close, trusting in his spells. Before
the duel, he casts blur on himself. When
facing Henry, he starts with a distance
spell, perhaps a shadow magic.fireball.
He then tries phantasmal killer and
hold person. He then moves close
enough to use hlts chromutic orbs.If
both are still standing after all of this,
he casts blindness at Henry, grabs the
g€ffi, and runs.

Simon is a spell stealer who joined
Exeter so he could prey on other illu'
sionists and steal their spell books.
Exeter promised him all of HenrY's
stuff, perhaps exaggerating about some
of it.

Chillclaw: Int Genius; AL LE; AC -3;
MV 15; HD 11; hp 56; THAC0 9; #N 4;
Dmg I-4 + 4lt-4 + 412'8 + 413'L2 + 4; SZ H
(I2' tall);MR SOVo; ML 16; XP 39,500.

Chillclaw, abaatezu, is immune to
cold and takes half damage from fire.
He can be hit only by silver weapons
(half damage) or magical weapons of +2
or better enchantment. He regenerates
two points of damage each round. He
can use the following abilities at will,
once a round: aduanced illusion, charm
per son, suggestion, teleport w ithout
error detect magic, polymorph self, wall
of ice, fly, and, generate fear in a 10'
radius. He has infravision and contin-
ually detects inuisibility and knows
alignment. A hit from his tail causes the
victim to save vs. paralyzation or be
slnwed from numbing cold for 2d4

rounds. Chillclaw can gate other baate-
zu, but will not do so during this adven-
ture.

Combat tactics: Chillclaw wants to
defeat Ada soundly. He will start by
blocking her escape with wall of ice,
trusting in his magic resistance to pro-
tect him from Ada's spells. Then he
casts fly, and closes, swooping with
claws extended. He will melee until he
is down to20 hit points or less, then fly
into the air, dropping a wall of ice on
Ada. Note that if Ada is near the gem at
this time, the gem may be destroyed.

Exeter summoned Chillclaw with a
magical scroll. Exeter really isn't pow-
erful enough to control him. The bait, a
high priestess of Tyr, was more than
enough motivation for the creature. He
doesn't care awhit about Exeter's silly
duels, he just wants the cleric. He easily
could "win" just by teleporting,blut
ean't resist getting his claws into a
cleric in an even fight. If a general
battle erupts, Chillclaw will use all his
abilities to cause as much destruction as
possible for three rounds, then teleport
away.

Exeter, the Excellent Mage Most
Magnificent: Int Genius; AL N (insani-
ty causes fluctuatiotts); AC A;MY 12;
HD L2 (W12); hp 27; THAC0 L7; #NI L;
Dmg t-6;SZ M; ML 15; XP 6,000.

Exeter wears bracers of defense AC 4,
a ring of feather falling, and a brooch of
shielding (33 points). He carries a staff
of striking (9 charges), a potion of flying,
and a wand of fire (13 charges). He re-
ceives a +2 bonus on saves vs. mental
attacks (Wisdom 16).

Spells remaining: Burning hands,
rnagic missile (x2), unseen seruant,
continual light, detect inuisibility, inuisi-
bility, shatter, dispel tnagic, hold person,
Melfs rninute rneteors, slow, fumble,
polyrnorph other; stoneskin, telekinesis
(x 2), fumble, cone of cold, teleport, globe
of inuulnerability.

Combat tactics: Exeter is finally
going to show everyone that he is a
better wizard than Wemick. He does not
want this fight to end quickly. Before
the duel starts, he casts a stoneskin, antd
a globe of inuulnerability. (The globe will
stop most of Wemick's spells, although
it can be brought down with a dispel
magic.) Exeter begins the duel with his
flashiest offensive spell, probably cone
of cold.If the spell assault fails, Exeter
screams in frustration and closes with
Wemick. He pounds on Wemick with his
staff of striking, using three charges
every strike, until one of them is dead.

Exeter's Background

I am an incredible wizard. I'll show
them all. For many years I traveled
with that old fool Wemick and the com-
pany of the Swan. Company of the Sit'
ting Duck is more like it. None of them
ever gave me the credit I deserved. It
was always "We'll run in and Wemick
will cast his spell." I am just as good, if
not better than Wemick eYer was. I
could tolerate the slights while adven-
turing, but once I retired to the home,
the years of stories about how "Wemick
did this, Wemick did that," finally got to
me. I left the home and resumed adven-
turing. Now, I am a full wizard, plus a
little more, and Wemick will have to
admit I am the more accomplished spell
caster. That is, if he can still talk after I
get through with him. He'll pay for all
those insults, they'Il all pay.

I did my.research carefully, I know
who is still strong enough to fight at the
home. My group is carefully tailored to
defeat that band of old fumblers. I am
not really comfortable around Chill-
claw, but someone has to fight the stu-
pid cleric.

Running Exeter: Exeter suffers from a
severe persecution complex, with a bit
of an inferiority complex, and some
delusions of grandeur thrown in for
good measure. He is capable of deciding
anything, for any reason. He is a compe-
tent wizard, his madness in no way
affects his spell casting abilities or
intelligence. He has a total fixation on
Wemick, and is perfectly willing to see
everyone die if he can only defeat
Wemick once and for all. Of course he
has a teleport spell in reserve; he may
be crazy, but he's not stupid.

Nellie Thursday

Nellie Thursday: Int High; AL NG;AC
10; MV 6; HD 8 (F8); hp 55; THACO 13;
#N 3lz; Dmg 2-5; SA t6 "to hit" +11
damage from magic weapon and stone
giant strength; SZ M; ML 16; XP Nil.

Nellie carries a ring of stone giant
strength hidden on her person. When
she reappears after the duels, she wears
the ring and wields a war harnmer * 3
dwaruen throwen

Nellie owns and manages the home.
She is 331 years old and has been run-
ning the home for about 75 years. I{er
hammer hangs over the mantel in the
front room. Nellie is a kindly soul and
still a very competent fighter.
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Ghost 
Righters 

An AD&D® game adventure 
for 4-6 characters levels 6-9 

Illustration by David Zens 
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by Jean Rabe 

Players' Introduction 

"There is no challenge too great, no 
task too dangerous, and no house too 
haunted that it cannot be overcome 
by the Gallant Heroes Opposing 
Supernatural Threats (G.H.O.S.T., 
Inc.)" So reads the sign above the 
front door of your business in the 
town of Deleeven. 

For about a year now the six of you 
have specialized in eliminating trou
blesome undead menaces from near
by cemeteries, crypts, farm houses, 
and old manors. You have easily 
handled skeletons, zombies, ghouls, 
and an occasional ghast. You're still 
looking for the really tough undead 
contracts such as wights, ghosts, and 
vampires that could finally prove a 
challenge to your cleric and improve 
everyone's resumes. 

Yes, this is the life and a far more 
profitable line of work than what you 
used to do-adventuring into deep, 
dark, dungeons where all manner of 
unknown evil beasts lurk. At least 
this way you know what you're up 
against. And you're specially 
equipped to deal with foul creatures 
that need to be put back into the 
earth. 

Valthyweshia Valliantheart, the 
brave and noble fighter, has a sun 
blade that helps her make short 
work of undead. 

Tracylrathomore Oatsmorovich of 
the Great Reedwoods, the skillful 
ranger, has three arrows of slaying 
undead which he has been saving for 
just the right occasion. 

Jonzeralokite Pikerinizallo ill, the 
most-competent thief, and 
Geanerlene Moonwillowither, the 
fearless druid, each have amulets of 
life protection which make them the 
force to pit against ghosts. 

D' Aveeventhro Coenoentethropiza, 
the even-tempered cleric, has a mace 
that can make short work of any 
undead. 

And Ralph, the dashing mage and 
self-appointed leader of the group, 
has a much-valued, fully-charged 
scarab of protection to keep him safe 
against life-draining threats. 

The six of you have a nice arrange
ment. You get paid for eliminating 
undead creatures, and you get the 
creatures' treasure, too. 
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Your customers have included rich 
widows, who believed they were 
being haunted by the spirits of their 
dead husbands; cemetery caretakers 
who have had a few problems with 
zombies; and adventuring parties 
that couldn't quite handle the dan
gers of ancient burial grounds. Of 
course, there was also the time Sally 
Sukorski, the owner of Deleeven's 
leather shop, had trouble dealing 
with her uncle Frank. Frank, it 
seemed, had created a zombie mon· 
ster in the basement. And there was 
the shining moment when you saved 
city hall from the small army of 
skeletons that an evil cleric had 
unleashed. The cleric, you discov
ered, didn't agree with the mayor's 
politics. You tend not to like his poli
tics, either. But he pays well. 

Besides, that job netted you the 
town's undying respect. They began 
to call you the Ghost Righters 
because you right the wrongs caused 
by undead. The citizens started ask
ing for your autographs, bought you 
drinks, and gave you presents. 

Unfortunately, the six of you have 
become so well known in this part of 
the country that most intelligent un
dead have left the area, and evil clerics 
have selected other locations to attack. 
So business has been pretty grave 
lately, and the bills are piling up. 

You were discussing opening a 
branch office in another city in an 
attempt to drum up new business 
when the large sack of coins entered 
your establishment carried by a 
gray-cloaked dwarf. 

" I have need of your services:• said 
the short figure topped with a broad
brimmed gray hat. "I understand 
you are handy with undead. And I 
have a little undead problem at my 
castle, Castle Dworgon. I think you 
can handle it for me. Will this be 
enough for a retainer?" 

The figure emptied the sack, which 
was filled with 500 platinum coins. 
"There'll be five times that much 
more when you're finished . Money 
means nothing to me. But that castle 
is everything:• 

Ralph, who was always concerned 
about paying bills on time, was quick 
to accept the job. And the small man, 
who introduced himself as Dworgon 
Axewielder, gave Ralph a crude map 
which showed directions to an 
ancient castle. 
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"It should take you about three 
days to get there, more if you don't 
ride horses:• Dworgon said. "Now, if 
you can thoroughly clear out the 
castle by the end of next week I'll 
throw in a bonus. I know I'm paying 
above G.H.O.S.T.'s normal rates any
way, but, as I said, money is no big 
deal. If you don't damage the castle 
in any ensuing fights, I can probably 
throw in a dozen or so gems, too. I 
have quite a collection of emeralds. 
Well, enough of idle chatter. I need to 
be going. Any questions?" 

Dworgon prefers not to talk to the party 
long, as he does not want his nature to 
become known to them, and he does not 
want them to find out so much about 
the castle and his problems with the 
current occupant that they would want 
to change their minds. He will want to 
be on his way as soon as possible. How
ever, if the PCs ask Dworgon, he will 
reveal the following information: 

The castle was hewn into the face of a 
rocky hillside, and because of the ter
rain there are no inhabitants within at 
least two or three miles of the castle. 

There are likely a variety of undead in 
the castle, but he does not believe any 
are free-willed undead. He will tell the 
party he doesn't know what, if any
thing, is controlling the undead, but if 
something is controlling them it must 
be a cleric. (He does not know that Syn
evil also acquired illusionist skills.) 

The castle has no secret doors or pas· 
sageways that he is aware of, and he is 
very familiar with the building. 

There are two main entrances: the large 
front gates and an iron gate where the 
river flows through the mountain (a lot 
of time has passed and it's now a small 
stream). The castle's windows have been 
bricked up (because Synevil doesn't 
want any light coming in). 

The party will pass through a small 
community and over farmland before 
reaching the hilly area around the cas
tle. The people in the community are 
friendly and will probably provide 
lodging. 

y 

Bidding Dworgon Axewielder good· 
bye, your intrepid band of Ghost 
Righters heads in the direction of 
Castle Dworgon, the promise of gems 
and platinum pieces urging you on. 
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The Client 

Dworgon Axewielder 

lOth Level Male Dwarven Shade Fighter 

Light Condition 
Brt. Ave. Twil. Shad. Drk. C.Drk. 

STR: 16 17 18/00 20 19 18/00 
INT: 8 9 10 12 11 10 
WIS: 8 9 10 12 11 10 
DEX: 14 15 16 18 17 16 
CON: 14 15 16 18 17 16 
CHA: 8 9 10 12 11 10 
COM: 7 8 9 11 10 9 

Light Condition 
Brt. Ave. Twil. Shad. Drk. C.Drk. 

AC 
Normal: 1 0 ·1 .a ·2 ·1 
AC 
Rear: 1 1 
Hit 
Points: 70 80 90 100 90 90 
SA: N N y y y N 
MR(~): 50 50 50 50 

A shade's statistics vary according to 
light conditions. Please note carefully 
the shade abilities in Monster Manual 
II, page 108, which also vary according 
to light conditions. 

Alignment: Neutral (Evil tendencies) 
Magic Items: Bracers of Defense AC 1, 
Long Sword + 2, Boots of Elvenkind 
Wealth Carried: 2,000 gp in small 
gems (Dworgon has much more wealth 
on the Plane of Shadow.) 

A century ago Dworgon was a member 
of a small adventuring band which 
explored this area of the continent and 
got rich from the numerous treasures 
uncovered. The band eventually made 
its home in an old, abandoned castle, 
which it had cleared of monsters. 

It was a good home and a good life for 
Dworgon and his friends until a beauti
ful human woman joined the group. The 
others in the band, who were humans, 
accepted the cleric. However, Dworgon 
didn't like her. He didn't like her at all. 
If only the others had listened to him. 
But they didn't. So the woman, Synevil 
Synders, grew in power and became the 
group's leader, a position Dworgon 
wanted desperately. Sensing competi
tion, Synevil tried to kill the dwarf, but 
ended up killing the other adventurers 
in the ensuing fight. Dworgon escaped, 
but vowed revenge. 
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Dworgon began traveling the conti
nent waiting for Synevil to die of old 
age so he could regain his castle. How
ever, he learned through well-paid 
informers that Synevil was employing 
potions and other magic items to extend 
her life. Frustrated, Dworgon began to 
search for a means to gain power and 
extend his own life. Eventually, he met 
a dark mage who practiced an arcane 
and nearly-forgotten force that turned 
Dworgon into a shade. This was not 
quite the "power" he had wanted, but 
he was confident it would allow him to 
outlive Synevil, thereby regaining his 
castle. Dworgon roamed the Plane of 
Shadow for the next several decades 
waiting for the woman to die. His exist
ence made him miserable, and he tor
tured himself with thoughts of revenge 
against Synevil. Finally, his revenge 
becoming an all-consuming thing, 
Dworgon left the Plane of Shadow to 
return to his old castle. There he found 
Synevil, who also had found a way to 
become a shade. Synevil, using her 
clerical abilities, had drawn undead 
around her to help protect the castle. 
The two fought a battle neither could 
win because of their shadely-matched 
abilities, but Dworgon was repulsed-he 
had always hated fighting undead when 
he was an adventurer. 
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During his subsequent travels, 
Dworgon learned of G.H.O.S.T., Inc., 
and decided to hire them to deal with 
Synevil. 

The Adversary 

Synevil Synders 

Female Human Shade Cleric/Illusionist 
(10113) 

Light Condition 
Brt. Ave. Twil. Shad. Drk. C.Drk. 

STR: 8 9 10 12 11 10 
INT: 16 17 18 18 18 18 
WIS: 16 17 18 18 18 18 
DEX: 14 15 16 18 17 16 
CON: 9 10 11 13 12 11 
CHA: 14 15 16 18 17 16 
COM: 15 16 17 19 18 17 

Light Condition 

AC Brt. Ave. Twil. Shad. Drk. C.Drk. 

Normal: 2 1 0 -2 -1 0 
AC 
Rear: 2 2 2 2 2 2 
Hit 
Points: 33 46 59 85 85 59 
SA: N N y y y N 
MR (%~ 60 60 60 60 
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Alignment: Chaotic Evil 
Magic Items: Bracers of Defense AC 2, 
3 clerical scrolls (animate dead mon
sters), Crystal Ball, Mace + 2, Staff + 2, 
Ring of Shadows (allows the shade 
wearing the ring to shadow walk in any 
light condition) 
Wealth Carried: None 

Spells Carried: 

Clerical Spells: Detect good, detect mag
ic, cause light wounds (x2), command 
(x2) hold person (x2), silence 15' radius, 
enthrall, know alignment, dust devil, 
animate dead, dispel magic (x2), curse, 
cause serious wounds, cure serious 
wounds, spell immunity (fireball), giant 
insect, cure critical wounds, flame strike 

lllusionist Spells: Audible glamer, 
change self(x2), dancing lights, chro
matic orb, misdirection, blur, ventrilo
quism, whispering wind, mirror image, 
hallucinatory terrain (x2), spectral force 
(x2), vacancy, solid fog, emotion, project
ed image, maze, permanent illusion, 
programmed illusion 

Synevil had a chaotic neutral alignment 
when she joined Dworgon's band of 
adventurers nearly a century ago. How
ever, as the years went by she grew 
corrupt and evil, and sought to kill 
Dworgon because he opposed her bid for 
party leadership. She failed to kill 
Dworgon, but slew the rest of the band, 
which had fmally taken Dworgon's side. 
Dworgon fled, and Synevil became con
sumed with outliving him and finding a 
way to defeat him. She used potions of 
longevity to extend her life. And in her 
search for power she stopped training in 
her clerical skills and began to study 
with an illusionist. She later discovered 
(after killing her instructor) a crystal 
ball, which she used to watch Dworgon. 
In one of her viewings she witnessed 
Dworgon becoming a shade, and shortly 
thereafter she located the same dark 
magic-user and became a shade, also. 
Since she now believed she could not 
defeat him, she would do the next best 
thing, get revenge. She stayed firmly 
rooted in the castle he believed was his 
and populated it with undead
creatures he had hated during his life. 

Synevil has been bored lately, having 
had no trouble defeating the few adven
turers who have stumbled upon the 
castle. She would return to the Plane of 
Shadow, but that would leave the castle 
available to Dworgon, something she 
just can't allow. 
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So she has continued watching 
Dworgon via her crystal ball. She knows 
he has visited G.H.O.S.T. , Inc., and she 
has become excited. These adventurers 
might put up a reasonable fight. She 
intends to toy with them a little before 
they reach the castle. Using her illu
sions and her undead minions, she will 
provide a great game. When she's done 
with them, she will gloat to Dworgon. 
Maybe then she'll return to the Plane of 
Shadow victorious over the "little 
shade!' 

Encounter l-
A Grave Situation 

The Ghost Righters will reach the small 
town of Elkheart early in the evening. 

Through her crystal ball, Synevil 
learned weeks ago that Dworgon 
planned to seek out the Ghost Righters. 
She has been monitoring the group's 
progress and decided to test them. She 
unleashed most of her undead in this 
area to terrify the locals and fmd out if 
the Ghost Righters can handle the 
threat. She is hopeful they can, as she 
has been bored lately and welcomes the 
prospect of challenging visitors. She has 
staged a scene of terror using her 
undead and her illusions. The total 
number of undead in town is listed first, 
followed by the staging techniques 
which will help build terror. 

The small town of Elkheart lies 
ahead, its streets nearly deserted. 
Although there are only a few people 
walking about, all of the town's busi
ness' lanterns seem to be lit. 

The people are all indoors, and the 
windows and doors locked. When the 
undead came for a visit a few of the 
town's braver souls tried to fight them, 
but that proved futile and deadly. Now 
the town residents are hoping the 
undead will leave when the sun rises. 
There are six zombies on the street who 
have orders only to harm people who 
stand their ground or make other shows 
of force . Synevil knew such people 
would be the Ghost Righters or foolish 
residents who should be eliminated 
anyway. More undead inhabit the gen
eral store. 

The New Residents 

Zombies (36): AC 8; MV 6" ; HD 2; hp 
12 each; Kr 1; D 1-8; SD always strike 
last in melee; AL N; Size M; THACO 16. 
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Skeletons (45): AC 7; MV 12" ; HD 1; 
hp 5 each; Kr 1; D 1-6; AL N; Size M; 
SD edged weapons do half damage; 
THACO 19. 

Ghouls (20): AC 6; MV 9" HD 2; hp 11 
each; Kr 3; D 1-3/1-3/1-6; SA paralyza
tion by touch, elves are immune; AI CE; 
Size M; THACO 16. 

Ghasts (4): AC MV 15"; HD 4; hp 21 
each; Kr 3; D 1-4/1-4/1-8; SA paralyza
tion by touch, elves not immune, char
acters coming within 10' must save vs. 
poison or become nauseated and attack 
at -2 " to hit"; AL CE; Size M; THACO 
15. 

Staging 
1. When the characters enter town they 
will see six "people" wandering about 
the alleys and back streets. The people 
look like they perhaps have had a little 
too much to drink. These are zombies 
and can easily and quickly be dealt 
with. The zombies' first tactic, as 
ordained by Synevil, is to move forward, 
acting menacing. If the targets flee, the 
zombies will go back to the alleys. If the 
targets fight, so will the zombies. 

2. Synevil is in the general store wait
ing and watching for the Ghost Right
ers. When she sees them fighting her 
six zombies she will begin screaming, 
"Help! Save me from the undead!" If 
the PCs run to the general store, she 
will go to the basement, where she has 
more undead stashed, and continue to 
call for help. She has cast a few pro
grammed illusions in the basement 
which show 60 skeletons erupting from 
the earth and filling the basement. The 
illusions begin when a PC walks off the 
bottom step and touches the basement 
floor. The illusions are like waves, with 
15 skeletons erupting from the floor 
each round for four rounds. These skele
tons cannot be turned, as they are illu
sions. However, there also are 20 real 
skeletons in this basement and 10 zom
bies. Synevil will step into the Plane of 
Shadow via her ring when the PCs 
begin their descent into the basement. 
The illusory skeletons act en masse 
moving and striking in unison, doing 
1d6 damage per successful hit as long as 
the PCs really believe they are being 
attacked by skeletons. An illusory skel
eton "dies" when struck a solid blow by 
a PC. There will be no evidence of a girl 
anywhere in the general store who 
might have been calling for help. 
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3. When the PCs leave the general 
store, either because they defeated the 
illusory army or because they fled from 
it , they run right into the next wave of 
undead coming toward the general 
store: 20 real zombies and 25 real skele
tons. These undead will do everything 
possible to back the PCs into the dead 
end alley next to the general store. If 
the undead can accomplish this, the PCs 
will notice a rope being lowered to them 
by a man on the roof. Dworgon has been 
watching the PCs and became alerted to 
the undead in town (but the PCs will 
not recognize him). He is up on the roof 
of a building next to the general store. 
The rope will be securely fastened to the 
roof, so the PCs can use it to escape the 
undead. They will not be able to find 
the man who rescued them. However, 
from their roof-top vantage point they 
will be able to more easily deal with the 
undead in the alley. Once the PCs reach 
the roof, the skeletons begin to climb 
the wooden buildings using their honey 
fingers. 

4. When (and if) the PCs return to the 
city streets they see an undead creature 
holding a very well-dressed man outside 
the stable. The undead drag the man 
inside the stable. In front of the stable 
is a ditch used as a watering trough for 
horses. Synevil has cast hallucinatory 
terrain over the ditch, which is now 
filled to the brim with undead. When 
the PCs come to the stable, the undead 
will erupt from the trench, seeming to 
erupt from the very earth. This force 
consists of the 20 ghouls. Next, the four 
ghasts come out of the stable to join the 
fray. When the battle is finished the 
PCs will find the well-dressed man 
inside, severely shaken, but unharmed. 
He will introduce himself as the mayor. 
In reality, this is Synevil using a change 
self spell. 

When Elkheart's residents realize the 
undead threat is ended, they will come 
out of their homes and businesses and 
express their gratitude. Many of the 
people in town have heard of the Ghost 
Righters and have seen sketches of 
them. They will ask for their auto
graphs, a few of the ladies will swoon 
over Ralph, and the "mayor" will invite 
them to stay at his house for the eve
ning. Synevil will take no further 
actions against them in this town. 

Elkheart never had a major undead 
problem before-just a few skeletons 
and a couple of zombies that the town 
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residents were able to dispatch. The 
people have no idea what caused the 
undead to come to town; they are just 
thankful the Ghost Righters happened 
to be around. The townspeople will even 
offer to provide the PCs with office 
space if they want to open a branch 
office here. If asked about the area, the 
townspeople and mayor will reply it is 
occupied by a few farmers who own 
large areas of land. Some of the citizens 
will be concerned about the farmers, 
wondering if they, too, were attacked by 
the undead army. If asked about Castle 
Dworgon, the people will say there is an 
old, ruined castle east of here. No one 
goes there because they are certain the 
castle has been stripped of all valuables 
through the years. It is said to be a 
dangerous place- it looks like it is fall
ing apart. And, besides, the few towns
people who "adventured" there never 
returned. The mayor says he knows no 
additional information, but will be 
happy to present them with a key to the 
city in a formal ceremony one week 
from tomorrow. 

The PCs can easily spot the undead's 
tracks and follow the tracks out of town 
to the old farmhouse and the castle 
beyond. Do not volunteer the informa
tion about the tracks. The players must 
ask. 

Encounter 2-
Undead Livestock 

You have walked for a few hours 
across well-tended and fertile farm
land when you come to a stretch of 
ground where weeds grow abundant
ly among the crops. Barely visible 
above the tallest crops and weeds are 
three scarecrows, whose rotted pump
kin heads seem to have done little to 
keep away crows. 

The scarecrows were created by Synevil 
and placed on the far edge of Farmer 
Johnson's property. Farmer Johnson 
does not know they are here. Synevil, 
who is aware of the farmer 's undead 
ruse (detailed below), wants to make the 
PCs so jumpy they might attack the 
farmer and his livestock. The scare
crows have been instructed to stop the 
PCs. 

Scarecrows (3): AC 6; MV 6"; HD 5; hp 
30 each; AT 1; D 1-6 plus special; SA 
gaze causes save vs. magic or become 
charmed, successful hits have the same 
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effect; charmed targets stand and gape 
as if under a hold person spell. Victims 
recover when the scarecrow is killed; 
AL CE; Size M; THACO 15. 

Farmer Johnson, who lives about a 
day's travel from Elkheart, was visited 
by the undead before they moved on to 
the town. Furthermore, he has encoun
tered an occasional skeleton or zombie 
that Synevil discarded because the 
undead were too weak. He was able to 
dispatch these undead, but the undead 
that visited him two days ago were 
something he just couldn't handle. The 
undead killed some of his prize cattle, 
including his most valuable bull (it 
wouldn't get out of the the way). 

The farmer, who escaped injury by 
hiding in the barn, decided he wasn't 
leaving his property just because some 
dead people were terrorizing the area. 
So he hit upon the idea of making his 
farm animals look undead in the (fool
ish) hope that whatever undead were 
around wouldn't bother them again. 
"Gosh, everybody knows dead people 
don't want nothing to do with other 
dead things. They only go after what's 
living:' He has made himself up to look 
a little bit like a zombie, and he has put 
wooden fangs on his few remaining 
cows (vampiric cows). He has plucked a 
lot of the feathers out of his chickens to 
make them look undead also, and he 
has haphazardly sheered the sheep and 
put blotches of green paint on them 
(zombie chickens and ghoulish sheep). 
In addition, he has let weeds grow up 
among the vegetables nearest the road, 
and he has let a few vegetables rot on 
the vine as an added touch. He is enjoy
ing his ruse, as in his undead disguise 
he is able to easily frighten away tres
passers and the kids who used to steal 
his eggs. He will be very, very angry if 
the Ghost Righters kill his animals. 

The PCs will reach the farmhouse in 
the early evening, just as the sun is 
setting. 
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The road you have been following 
continues on through a pasture and 
near a run-down farmhouse. The 
fences are in disrepair, and the house 
is badly in need of painting. The 
animals look unhealthy. The chick
ens you see wandering in the yard 
have few feathers. The sheep in a 
pen only have wool in splotches, and 
their skin is green. The animals look 
positively ghoulish. Even the cows 
look grim. The cows have fangs. 
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Suddenly, the door to the farmhouse 
is thrown open and a tattered
looking man with ragged clothes and 
deep-set eyes emerges. He is making 
moaning noises, and he waves a 
pitchfork in a threatening manner. 

Farmer Johnson: AC 10; MV 12"; F1; 
hp 6; AT 1; D 1-6 (pitchfork); AL NG; 
Size M; THACO 20. 

If the PCs move on, nothing will hap
pen. Farmer Johnson will go out and 
tend his animals. If the PCs make any 
move to attack Farmer Johnson, he will 
throw up his arms in surrender and 
yell , "Hey, I didn't mean anything. I 
was just protecting my property." If the 
PCs kill Farmer Johnson, they will 
discover a run-down, but very lived-in 
farmhouse. On examination they will 
discover the animals are all very much 
alive-just made up to look undead. 
Johnson kept a journal detailing the 
arrival of the undead and his attempts 
to keep them away. The journal is kept 
in the house with 120 gp and a half 
dozen books on undead and the super
natural. 

If the PCs talk to Farmer Johnson he 
will explain about the few wandering 
undead he has managed to dispatch and 
the army of undead that came by two 
days ago. The undead were headed in 
the direction of Elkheart. He will want 
to know if the PCs were in Elkheart and 
if they saw any of the undead there. He 
doesn't know what is causing the 
undead problem, and he really doesn't 
care. He is a stubborn, cranky, old 
farmer, and he isn't going to leave his 
land for anybody-living or dead. He 
will invite the players in for the eve
ning. If they accept he will proudly 
explain how he made all of his livestock 
look dead to frighten away trespassers 
and keep the real undead away. If the 
characters explain who they are, 
Farmer Johnson will ask their advice 
on how to better keep away the undead 
and how to make some of his farm ani
mals look like wights and mummies. He 
has heard of the Ghost Righters and 
respects their expertise. He will even 
ask how he can improve his own 
makeup. He would like to learn how to 
disguise himself as a lich. 
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Encounter 3-The Crumbling 
Castle Dworgon 

After leaving the farm, it will take the 
PCs two days to reach this castle. The 
PCs will notice the castle from many 
hundred yards away. From a distance, it 
looks impressive. However, when the 
PCs move closer they will see how old 
and abandoned it really is. If they check 
for tracks, they will see honey footprints 
leading to and from the castle. 

A hundred years or more ago the 
castle might have looked impressive. 
But now it only looks depressing. 
The spires are crumbled to gravel, 
and the outer walls are in ruins. 
Weeds grow in abundance through
out the castle grounds, and vines 
thickly cover portions of the walls. 
The castle is old, and all of its win
dows have been sealed shut with 
stone and mortar. 

There are only two entrances to the 
castle, over the rotting drawbridge and 
in the front door, or through a sewer 
grating by a stream that runs to the 
south. The front door will take charac
ters to the front of the castle, while the 
sewer will lead them to the kitchen. 
Taking the sewer grating will be a tight 
fit . Make it clear to the characters that 
the sewer pipe smells terrible. Any 
character entering it will smell terrible, 
also, and must roll under his Constitu
tion on a d20, or must turn back. Most 
of the rooms within the castle are emp
ty, the furnishings long since rotted 
away. However, Synevil is a master of 
illusion and has created permanent 
illusions throughout the building. The 
descriptions of each of the castle's rooms 
detail the illusion she has created. She 
has created the facade because she 
enjoys fme things and wants this place 
to look like a palace inside. Each 
" room" is different, but opulent. How
ever, there is one constant. In each room 
hangs an illusory portrait of Dworgon 
dying in various fashions. In addition, 
since she knew the PCs were coming 
she has cast a few programmed illusions 
to keep them busy. 

lliusions: Synevil's illusions are very 
complex and detailed, as she has had a 
very long time to perfect them. Because 
of this, any PC attempting to disbelieve 
something within the castle must save 
vs. magic at -3. The DM should make 
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this roll secretly. If any characters suc
cessfully disbelieve an illusion-and try 
to convince the other characters that 
what they see is an illusion-those other 
characters can attempt to disbelieve 
again without being effected by the -3 
penalty. 

The two illusory monsters in the cas
tle will actually damage the PCs unless 
the PCs have successfully disbelieved 
the creatures. The damage is real and 
must be healed through cure spells and 
resting. 

Having prepared a welcome for the 
PCs, Synevil sits back, drifting in and 
out of the Plane of Shadow, watching 
the drama unfold and artfully sculpting 
her illusions. At the right moment she 
will enter the scene and attempt to 
draw the curtain on the PCs' lives. 
When and if Synevil confronts the PCs, 
remember that her hit points, magic 
resistance, and special abilities vary 
with the light conditions (usually shad
owy within the castle). 

In side the Castle 

A. Drawbridge to Death 

The drawbridge is very worn, but 
there is evidence it has recently 
supported traffic, as many skeleton 
footprints lead from it. The wood 
smells of age and death, and beyond 
the drawbridge is the dark gaping 
maw of a doorway. The drawbridge 
leads over a dried-out moat. Little 
lizards scamper among the deep 
cracks in the dried mud below, and 
ugly weeds grow out of the cracks in 
places. 

The drawbridge is relatively sturdy to 
walk across, as is the dried-up moat 
floor 15 feet below it. However, if the 
characters elect to go over the draw
bridge, make them nervous by describ
ing the creaking sounds and the bowing 
of the wood under their weight. Th 
heighten the tension, have the Dave 
character fall through the bridge. He 
will be able to hang on by his fingers, 
but will immediately notice an arm 
reaching out to him. If he takes this 
arm, it will come loose in his grasp. The 
arm is the honey remains of an adven
turer caught in the drawbridge. Falling 
into the dried-up moat inflicts 1d6 
points of damage. 
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B. Elegant Entrance 

When the characters reach the entry 
room, they will see two very large suits 
of armor, one on each side of the 
entrance. If the PCs touch the armor, 
the suits will fall forward, then roll over 
on their backs and stop moving. If the 
PCs further inspect the armor, the 
armored figures (zombies) will attack. 
The four other zombies, hidden in the 
shadows, will join the battle. 
If the characters do nothing with the 

armor, and merely stroll through the 
entrance, the armored zombies and the 
four others in the shadows will attack. 

Monster Zombies (6): AC 6 (except the 
2 in plate which are AC 3); MV 9"; HD 
6; hp 2 @ 36 (in the armor), 4 @ 34; Nr 
1; D 4-16; SA These zombies are ani
mated corpses of bugbears. They will 
always strike last in melee, and they 
are turned as ghasts. Blunt weapons do 
half damage. They are immune to 
charm, cold, death magic, hold, and 
sleep; AL N; Size L; THACO 13. 

The condition of the castle's entry 
room starkly contrasts with the 
building's exterior. Deep violet walls 
sport elegant sconces. Th your right 
and left hang matching pictures of 
your client, Dworgon. The picture to 
the right shows him being run 
through by a bugbear holding a 
spear. Th the left he is shown being 
trampled by an army of skeletons. A 
red carpet unrolls before you and a 
gong sounds. 

No matter where the characters walk in 
this room, the red carpet will roll out 
ahead of them. The carpet is one of 
Synevil's illusions. 

C. Audienceless Ch amber 

This room surely rivals any king's 
audience chamber. No wonder the 
castle means so much to Dworgon. 
Three chandeliers hang from a ceil
ing covered with an elaborate mural 
of deer and other wild animals. A 
roaring murmur fills the room, but 
the audience making the sound can
not be seen. The walls are painted in 
a vibrant dark green and are accent
ed by the sconces that hold carved, 
ivory-colored candles. 

Any PC entering this room disappears. 
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The floor is pressure sensitive. Step
ping on each one-foot by one-foot section 
releases a minute amount of dust of 
disappearance stored above the ceiling, 
which is riddled with tiny holes. Once 
there are several invisible PCs in the 
room they will start bumping into each 
other. The DM should continue to com
ment on the murmuring, which is part 
of the illusion, and tell a few of the PCs 
they feel something bump into them. If 
the PCs swing at what bumped them, 
describe to another PC that they see one 
of their friends materialize for a 
moment (the ultra-light coating of dust 
is shaken oft), swing a weapon, and 
disappear. The disappearing act con
tinues to happen because the PCs con
tinue to step on the floor, which releases 
more dust. For example: the DM tells 
Jon he feels something bump into him. 
Jon says he swings at the object. Tracy, 
who did the accidental bumping, will be 
told by the DM he sees Jon materialize, 
swing at him, and disappear. It is very 
possible for the PCs to damage each 
other. If they search the floor they will 
be able to recover two uses of dust of 
disappearance. If the PCs inspect this 
room they will find four large paintings 
which mar the elegance of the surround
ings. The fu-st painting depicts Dworgon 
having his head cut off in a guillotine. 
In the second, Dworgon is drowning in a 
whirlpool. In the third, he is being torn 
apart by dogs as dark as midnight. And 
in the fourth he is falling to his knees 
amid a burst of blinding light. 

D. Don't Tip The Waiter 

This dining area is immense. A 
dozen long tables, each covered with 
linen cloths, fill the room. Each table 
is adorned with silver candlesticks 
fitted with fine, carved and unburned 
tapers. A few sconces on the wall are 
lit, producing some light, but not 
enough to take away all the shadows. 
The smell of rare roast beef wafts at 
you from the head table, behind 
which is a painting of Dworgon being 
eaten by a red dragon. Looking at 
the head table you see a veritable 
banquet spread out before you. And 
more-food is being carried in by 
invisible waiters. Plate after plate of 
fruits and vegetables and meat drift 
past. A murmuring can be heard, 
possibly coming from the unseen 
guests who lift forks of food to their 
mouths. 
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As you attempt to take in the scene 
more closely, a ghostly image rises 
from behind the head table and 
moves toward you. 

The effects in this room are created by 
several permanent illusion and pro
grammed illusion spells. The floor is 
coated with grease. PCs entering the 
room must make a Dexterity check or 
fall. As part of the programmed illusion, 
invisible waiters with napkins will 
come to help them, blinding them with 
napkins in a distorted attempt to wipe 
off their faces. The ghostly image in this 
room is not an illusion, it is Harold the 
Haunt. 

Harold the Haunt: AC 0/victim's AC; 
MV 6" /as possessed victim; HD 5/ vic
tim's hit dice; Kr 1/1, as 5 HD monster; 
D -2 to victim's DEX score with each 
successful hit; SA The haunt attacks a 
victim with the intent of possessing him 
(see description of haunt, pg 74 MMll). 
When the victim's DEX is reduced to 0 
the haunt can possess him; AL NG; 
THACO 14. 

Harold the half-ore was one of 
Dworgon's best friends. Unfortunately, 
he spurned Dworgon's friendship for 
Synevil's curves. In the end, Harold 
realized the error of his ways and 
fought against Synevil. Synevil, of 
course, killed him. However, his desire 
to see her dead was so strong that he 
became a haunt. He cannot leave this 
room in which he died. He will try to 
take over one of the party members so 
he can have a solid form in which to 
search for her. He thinks she is some 
kind of a ghost, as she was human, and 
humans do not live centuries. If he is 
able to possess a body, the party can 
communicate with him. He will be ada
mant about his need to do in Synevil. 
He will expound upon how he has 
remained in this hall for years waiting 
to fulfill his mission. He will tell the 
PCs he is so filled with remorse because 
he let his best buddy Dworgon down. 
Although his hatred for Synevil, " the 
pretty human-now-ghost who fooled our 
adventuring band:' is all-consuming, he 
does respect her. She is able to change 
the color of paint in this room at least 
once a week and merely with the wave 
of her hand. 
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E. E Stands For Elevator
Going Down 

This room, though still richly 
appointed, is not as fancy as others 
you have seen. The paint is a drab 
olive-green, and there is little decora
tion on the walls. Chairs line the 
walls, and in the center of the room 
is a tiger skin rug. A painting, show
ing Dworgon hanging from an old 
tree, is clearly visible. 

Slightly off to the right of the rug is a 
large hole. The floor caved in about a 
hundred years ago. However, an illusion 
will keep the PCs from seeing the hole. 
If characters walk over the hole, they 
will fall into the crawlspace beneath, 
which is the lair of Snyevil's shadow 
mastiffs. Because of the special lighting 
in this room (courtesy of Synevil), the 
fight between any PCs and shadow 
mastiffs in the crawl space will be 
shown in shadows on the wall in the 
room above. Characters looking on will 
see their comrades disappear into the 
floor, but the illusion of an intact floor 
will remain. 

Shadow Mastiffs (6): AC 6; MV 18" (9" 
in bright light); HD 4 (-1 hp per die in 
bright light; hp 3 @ 20, 4 @ 23, 1 @ 30; 
AT 1; D 2-8; SA baying causes panic 
unless a save vs. spells is made; SD hide 
in shadows; AL N(E); Size M; 
THACO 15. 

F. Step Into The Parlor 

This dark, shadow-filled room is 
evidently a parlor. Musical instru
ments lay on chairs at one end of the 
room. Sheet music is strewn about 
the floor, and blood covers some of 
the sheet music. At the center of this 
room is a large fountain, with water 
flowing from an ornamental horn on 
top. 'lb the right of the fountain is a 
painting showing Dworgon being 
strangled in the strings of a harp. As 
your eyes adjust to the room's light
ing, you see a man in the shadows 
bent over a beautiful, young woman. 
The man looks up at you and smiles. 
Blood drips from his fangs. The odor 
of death wafts heavily in this place. 
"Welcome, Ghost Righters:' the vam
pire says as he floats toward you. 
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lliusory Vampire: AC 1; MV 12" /18"; 
HD nla; hp nla; Kr 1; D 5-10, plus 
energy drain; Size M; THACO 11. 

The PCs must hit AC 1 to strike the 
illusion, since they believe they are 
fighting something that would actually 
be that difficult to hit. The illusion will 
dissipate three rounds after Synevil 
stops concentrating on it or when all the 
PCs successfully disbelieve it. PCs 
struck by the vampire will believe they 
are becoming weaker due to energy 
drain. However, their levels will return 
after they are healed. The female victim 
is Synevil. 

The vampire is Synevil's attempt at 
fun. She used a spectral force spell to 
create the vampire, a very realistic and 
horrible-smelling creature. Synevil, 
playing the part of the victim to the 
hilt, will swoon, leaving the PCs to deal 
with her vampire. She will continue to 
concentrate on the spectral force so her 
vampire can appropriately react to the 
PCs' actions. 

Synevil is hoping the Ghost Righters 
will give her a chance to heighten the 
terror by putting a stake through the 
vampire's heart or putting it under the 
running water in the fountain . If the 
former tactic is used, Synevil will have 
the vampire appear to die, then open its 
eyes and rip the stake out of its body. If 
the latter tactic is used, she will have 
the vampire emerge from the fountain, 
smiling twistedly. The vampire will 
make one last attack, turn to mist, and 
disappear through the floor. In any 
event, she will not let the melee go 
longer than ten rounds- she wants to 
keep the illusion believable. Before the 
vampire departs, Synevil will cast a 
change self upon herself and silence 15' 
radius on the party, preferably on one of 
the spell caster's clothes. Then she will 
rise from the floor looking like a second 
vampire. 

She will follow up this action with a 
sapphire chromatic orb on the person 
she perceives as the lead fighter, and 
then will cast mirror image on herself. 
Further tactics include casting giant 
insect and any other appropriate spells. 
She also will step into the Plane of 
Shadow via her ring, move closer to one 
of the more threatening members of the 
party, and cast cause critical wounds on 
him or her. Synevil will melee only as a 
last resort. And she will avoid fighting 
to the death, opting to retreat to the 
Plane of Shadow at any time the battle 
is going against her. 
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G. Last Stand in the Sitting Room 

An illusion keeps this door from being 
seen until the PCs have entered at least 
five other rooms. Synevil will attempt 
to cure herself before coming here, cast
ing dispel magic on the illusion, and 
preparing her final assault. Once she is 
ready, Synevil will attempt to lure the 
PCs here by appearing in the hall and 
running here if she has to, slipping into 
the Plane of Shadow if necessary to 
remain safe. She will use whatever 
tactics she deems appropriate to get 
them to this room. She has already cast 
a programmed illusion, which will go off 
when the PCs get half-way into the 
room. Synevil has been watching the 
PCs for some time now, and is aware of 
the cleric's fear. Because of this, the 
programmed illusion is directed at him. 

This sitting room basks in shadows 
which cloak the fine, velvet
cushioned chairs and the small 
marble-topped tables. As you step 
into the room, you notice a woman 
hovering in the shadows at the far 
end of the room. Immediately to your 
right is another picture of Dworgon. 
The painting shows him striking a 
heroic pose, however, the canvas has 
been slashed. 

When the PCs reach the room's center, 
the programmed illusion starts. 

As you advance on the woman, a 
booming voice reverberates through
out the room. "Choose the method of 
your destruction Ghost Righters. 
Reach inside yourself and choose .. .. 
Think of the method. Ah, a fine 
choice has been made!' 

The programmed illusion shows a large 
ghost forming through the floor. The 
ghost is tall and menacing. It bears 
Dave's face. The ghost will first move to 
attack Dave, and next to attack any 
characters protecting him. Weapons will 
appear to harmlessly pass through the 
ghost. After four rounds of combat the 
ghost's shape shifts, expanding to near
ly fill the room. During the fifth round 
of combat, the ghost will be destroyed, 
exploding into bits of ectoplasm that 
cover everything. However, in the sev
enth round the ghost reforms, its ecto
plasmic parts being sucked together. 
This ghost will appear malformed, the 
head on incorrectly, an arm where a leg 
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should be, etc. In addition, a spectral 
force spell cast by Synevil during the 
fifth round (when the "ghost" exploded) 
will make the characters look and feel 
"slimed;' which should add to their 
terror. During the ninth round Synevil 
will begin her personal assault. While 
the PCs continue to deal with the ghost, 
Synevil, from the shadows, will cast 
dust devil, emotion (hopelessness), and 
attack with any remaining spells. She 
will enter melee if it looks like she has 
a chance to slay the PCs. 

lliusory Ghost: AC 0; MV 9"; HD n/a; 
hp n/a; Kr 1; D age 10-40 years; Size M; 
THACO 10. 

Characters viewing this illusion (and 
not disbelieving) will believe it is a 
ghost and must save vs. magic or flee 
for 2d6 turns. Dave, the PC cleric, is 
immune to this effect because of his 
level. Of course, this character might 
opt to flee anyway. Geanerlene is + 2 on 
her save because of her level. Charac
ters affected by the ghost will believe 
they have aged until they rest and thor
oughly assess their situation. The illu
sory ghost cannot be turned. 
If it appears the PCs will not be able 

to deal with Synevil, they will notice 
their client, Dworgon, step out of the 
shadows and begin to fight at their side. 
If Synevil is defeated, or at the very 
least chased back into the Plane of 
Shadow, Dworgon will be elated. 

The castle will be revealed for what it 
really is- a skeleton of its former great
ness. Dworgon will despair, as he want
ed the building as it was ages ago. Still, 
he will pay the PCs and explain a little 
about his and Synevil's conditions- if 
they haven't figured it out yet. "We're 
just shades of our former selves trying 
to regain lost glories:' he will explain. 
Dworgon then leaves. The PCs will find 
Synevil's treasure behind a crumbling 
stone in the sitting room. The treasure 
is 5,000 gp and a dozen rubies each 
worth between 100 gp and 600 gp. 

H. Empty Treasures 

The door to this room is locked. Synevil 
wanted to create the impression that 
this was her treasure room. Actually, 
her " treasure" inside is zombies. She 
found a band of firbolg giants within a 
few miles of the castle. Killing them, 
she used a scroll of animate dead mon
sters to make them her servants. 
Because she carefully chose only the 
biggest of the dead giants, the monster 
zombies all have maximum hit points. 
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The treasure is made up of permanent 
illusions. A programmed illusion is 
responsible for the corpses' wailing. 

Treasure covers the floor of this 
room, sparkling gems and thousands 
of gold pieces everywhere. Marring 
the scene, however, are the partial 
corpses of giants begging to be put 
out of their misery. 

The zombies are whole. The lower half 
of their bodies are hidden by the illuso
ry treasure. If the PCs come within 
reach, the monsters will begin attack
ing, using only their arms. During the 
third round of combat they will erupt 
from the treasure. The only real items 
in this room are three pictures of 
Dworgon. The frrst shows Dworgon 
being caught in a rock slide, the second 
shows him being stoned by a medusa, 
and the third shows him nearly covered 
with green slime. 

Monster Zombies (6): AC 6; MV 9"; 
HD 6; hp 48 each; AT 1; D 4-16; SA The 
zombies will always strike last in 
melee, and they are turned as ghasts. 
Blunt weapons do half damage. They 
are immune to charm, cold, death mag
ic, hold, and sleep; AL N; Size L; 
THACO 13. 

I. Stay Out Of The Kitchen 

This room obviously served as the 
castle's kitchen. Row upon row of 
cabinets hold fine china and goblets. 
Large cooking pits occupy the left 
half of the room. In the center of the 
room a glass bottle teeters on the 
edge of a small cutting table, the 
foaming liquid sloshing back and 
forth. On the wall above the kitchen 
table is a painting of Dworgon being 
submersed in a pot of boiling liquid. 

Nearly the entire floor of this room is a 
pit trap. An illusion keeps the PCs from 
seeing the room's true condition. A 
programmed illusion is responsible for 
the bottle. If the PCs rush forward to 
prevent the bottle from falling, the 
bottle will fall , hit the floor with a rea
sonably loud crash, and cause smoke to 
billow throughout the room. All PCs 
who attempted to stop the bottle will 
fall into the pit, their exit covered by 
the illusory smoke. When the smoke 
clears there will be no sign of the PCs. 
The pit beneath is filled with sewage. 
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Characters who fall into the pit will be 
up to their necks in sewage. Each time 
they try to call for help the foul water 
will fill their mouths. It will be difficult 
for the PCs to stay afloat in this muck. 
It also will be difficult for the PCs above 
to find them unless they carefully probe 
the floor and locate the pit. All those 
who fall into the pit will suffer 1d6 
damage. 

The PCs also will likely fall into this 
pit if they entered this room via the 
sewer tile. In the hollowed out area 
beneath, the PCs will only fmd sewage 
and the bones of several humans (not-so
lucky adventurers). On the far end of 
the kitchen is a tile sewer pipe. If the 
PCs came in through the stream and 
sewer grating, this is where they would 
emerge. 

J. Mirror, Mirror 

This richly-furnished bedroom smells 
of lilacs. Deep purple drapes and 
cushions are accented by gold and 
purple-flecked paint. Two large deco
rative mirrors sit on each side of a 
large chest. Next to the right mirror 
is a rack with fine clothes. A table 
with brushes and vials sits next to 
the left mirror. The bed is covered by 
a thick purple quilt. Purple rugs of 
various tones cover the floor. Above 
hangs an ornate chandelier fllled 
with violet candles. Above the chest 
is a painting of Dworgon. In this 
painting he appears to be quickly 
losing a fight with a dozen giants. 

The chest and mirrors are not part of 
Synevil's illusion. The chest is locked, 
trapped with a poisoned needle, and 
empty. 

Right Mirror: This specially-enchanted 
mirror makes the person looking into it 
appear to have a comeliness of four 
points higher than his or her actual 
score. 

Left Mirror: This is a mirror of opposi
tion. When characters look into this 
mirror, there will be a big puff of smoke; 
duplicates of the PCs will appear 
sprawled out on the floor. The charac
ters on the floor will rise and begin 
fighting. The duplicates have all the 
capabilities and equipment of the origi
nals. The duplicates and all their items 
will disappear when the duplicates are 
defeated. 
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K. Nothing Special 

This fancy playroom is filled with all 
sorts of children's toys. Balls, stuffed 
animals, and small knicknacks are 
stacked on dozens of shelves. A large 
painting on the far wall shows 
Dworgon being strangled by a stuffed 
bear. 

Several programmed illusions are in 
effect in this room. The programed illu
sions go off in a series when a PC causes 
even the slightest disturbance in this 
room. When this happens, the PCs will 
see a small ball roll off a shelf of toys 
and bounce into a tower of blocks. The 
blocks will topple onto a small wagon, 
causing the wagon to roll into another 
shelf filled with stuffed animals. A 
stuffed bear will tip off the shelf, strik
ing an army of painted wooden soldiers. 
The soldiers will topple like dominoes 
and will hit the ball that started the 
mess. The ball will roll into a large book 
shelf, and the shelf will begin to teeter 
precariously. It will be obvious this shelf 
is going to fa]l on the PCs. If the PCs 
back away from the shelf they will 
stumble over a pile of rocks masked by 
the permanent illusion. It will look like 
they are falling over a pile of stuffed 
animals. Each stumbling PC will suffer 
1-4 points of damage. 

L. Interior Decorations 

This room is filled with overstuffed 
chairs and plush couches. Dried 
flowers fill the many vases lining the 
walls. A portrait of Dworgon's head
less body hangs on the wall to your 
right. 

One chair in particular in this room 
looks very expensive, its cushions cov
ered with thick velvet. In reality, this is 
a mimic. 

Mimic: MV 3" ; HD 8; hp 32; AT 1; D 3-
12; SA glue; Size L; THACO 12. 

M. Forgeries 

There is a " living painting" in this 
room. The painting is Synevil, her head 
emerging from the Plane of Shadow. 
Only one of the PCs will ever see this 
painting move. The eyes will follow this 
PC, the painting will stick its tongue 
out and make funny faces. 

0 
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Ralph 
8th Level Male Half-Elf Magic-user 

STR: 14 
INT: 17 
WIS: 10 
DEX; 10 
CON: 11 
CHA: 18 
COM: 19 

AC Normal: 4 
AC Rear: 4 
Hit Points: 21 
THACO: 19 
Alignment: Neutral Good 
Height: 5' 10" 
Weight: 150 lbs. 
Hair/Eyes: Blond/Green 
Age: 58 
Weapon Proficiencies: Staff, dagger 
Non Weapon Proficiencies: Direction 
sense, slow respiration, swimming, 
sound analysis, riding Oand) 
Languages: Common, Elvish, Gnome, 
Halfling, Goblin, Hobgoblin, Orcish, 
Gnoll, Dryad, Slyph 
Spells/day: 4 3 3 2 

Magic Items: Dusty rose loun Stone 
(protection + 1), Bracers of Defense A C 
7, Cloak of Protection + 1, Ring of Pro
tection + 1, Ring of Regeneration, Staff 
+ 3, Belt Pouch of Holding (30 cubic feet 
capacity), Scarab of Protection (12 
charges) 

Other Equipment: 2 vials of holy 
water, bedroll, dried fruit and beef, 2 
skins of excellent wine, 2 skins of water, 
4 empty vials, 3 empty scroll cases, fine 
silvered dagger, shaving kit, small mir
ror, cologne, 2 crystal goblets, linen 
tablecloth, 2 silver candlesticks, 2 pas
tel blue hand carved tapers, 7 cakes of 
soap, 3 changes of good clothes 

Wealth Carried: 20 gp, 10 pp, 50 gp 
pearl 

Spell Books: 

Level 1 Spells 

Burning Hands 
Comprehend 

Languages 
Feather Fall 
Precipitation 
Unseen Servant 

p 

Charm Person 
Melt 
Detect Magic 
Magic Missile 
Read Magic 
Write 

0 L 

Jonzeralokite Pikerinizallo Ill 
8th Level Male Human Thief 

STR: 16 
INT: 12 
WIS: 12 
DEX: 18 
CON: 13 
CHA: 12 
COM: 14 

ACNormal: 3 
AC Rear: 7 
Hit Points: 28 
THACO: 19 
Alignment: Chaotic Good 
Height: 5' 10" 
Weight: 175 lbs. 
Hair/Eyes: Brown/Brown 
Age: 28 
Weapon Proficiencies: Short bow, 
sling, dagger, short sword 
Non Weapon Proficiencies: Tracking, 
plant lore, foraging, animal noise, fire 
building 
Languages: Common, Elvish, Centaur, 
Treant, Brownie, Thieves' Cant 

Magic Items: Bracers of Defense AC 7, 
Short Sword of Quickness + 2, 
Keoghtom's Ointment (3 applications), 4 
Arrows + 1, 4 Arrows + 2, Potion of 
Clairaudience, Bag of Holding (70 cubic 
feet capacity), Boots of Free Action, 
Amulet of Life Protection 

Other Equipment: 5 silver daggers, 
garlic, wolvesbane, three sharply
pointed stakes, four outfits (black, gray, 
brown, and green to help blend in with 
natural surroundings) 50' of rope, lan
tern, 3 flasks of oil, book on how to 
identify ferns (titled Ferns Are Our 
Friends), short bow, 12 arrows 

Wealth Carried: two 150 gp pearls, 
450 gp emerald, 15 pp, 10, gp, 10 sp 

Thief Skills: 

PP OL FI' MS HS HN CW RL 
75 72 60 72 59 25 96 40 

Life has not been overly kind to you. It 
has presented you with the body of a 
thief and the heart, mind, and soul of a 
ranger. 
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Valthyweshia Valliantheart 
7th Level Female Human Fighter 

STR: 17 
INT: 16 
WIS: 10 
DEX: 10 
CON: 18 
CHA: 13 
COM: 15 

AC Normal: 1 
ACRear: 5 
Hit Points: 63 
THACO: 14 
Alignment: Neutral Good 
Height: 5' 5" 
Weight: 120 lbs. 
Hair/Eyes: Red/Blue 
Age: 25 

15 

Weapon Proficiencies: Long sword, 
broad sword, bastard sword, short 
sword, two-handed sword, dagger 
Non Weapon Proficiencies: Endur
ance, healing 
Languages: Common, Elvish, Dwarv
ish, Ogre, Gnoll, Goblin 

Magic Items: Bastard Sword, Sun 
Blade ( + 21 + 4 vs. evil creatures), Shield 
+3, Potion of Clairvoyance, Elixer of 
Health 

Other Equipment: Chain mail, back
pack, tinder, flint and steel, lantern, 
cologne, ivory comb and brush, silver 
neck chain (300 gp), silver and pearl 
ring (200 gp), ruby earrings (820 gp), 
silver bracelet (80 gp), silver and ame
thyst armband (310 gp), 2 water skins, 
parchment, quill, vial of brown ink. 

This is the life! As a member of 
G.H.O.S.T., Inc. you are a hero. People 
look up to you, respect you. You are an 
example to the women in this society, so 
you strive to look your best and practice 
good manners. You are also evidence 
that people aren't born to certain func
tions or certain layers of society. Your 
parents were peasants, and still you 
managed to climb out of poverty and 
become a high-classed warrior. You wear 
jewelry, which you enjoy collecting, to 
show off your station. 
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You love battle and the rigors of 
adventuring, and being with 
G.H.O.S.T., Inc. has allowed you to 
pursue a warrior's lifestyle. The trea
sure has been pretty good, too, except 
lately the number of undead in the 
immediate area has declined. And that 
situation is a little disheartening 
because you are itching for a good fight. 
Ah, to have your sun blade in your right 
hand swinging through the air and 
cleaving the foe . 

You are courageous and nearly fear
less, but you are not foolish and do not 
rush blindly into danger. Exercising 
your intelligence can be as important as 
exercising your sword arm. 

You are aggressive and assertive. But 
you are not the kind of woman who 
considers herself superior to men. You 
consider yourself equal to any man, and 
you believe male and female adventur
ers should cooperate rather than try to 
prove themselves superior over each 
other. When you encounter male chau
vinists you simply make it clear that 
you are independent and that you are 
fully capable of taking care of yourself. 

Although you like most members of 
the group, you are especially fond of 
Ralph, and you carefully try to get his 
attention and occasionally flirt with 
him. However, you don't want 
Geanerlene Moonwillowither, the other 
woman in the party, to notice this weak
ness of yours and your silly behavior. 
That wouldn't be setting the proper 
example for her. 
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Your father was a thief, and his father 
was a thief. Your brothers are all 
thieves and are members of your uncle's 
thieves guild. You were a member, too, 
for a while. But you just didn't fit in so 
you told the family you were setting off 
for greater pickings in a bigger city. 
Actually, you went to live in the woods. 
After a few years you learned to speak 
Centaur and the languages of other 
woodland beings. You always have been 
at peace when surrounded by nature. 
You learned plant lore, how to track, 
build fires, and forage for food . You 
acquired the ability to duplicate the 
sounds many animals make. You have 
many of the necessary skills to pursue 
your life's ambition of becoming a rang
er. Now all you have to do is build up 
your body. You are working hard at it 
every day by exercising and eating only 
the healthiest offoods. 
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Level 2 Spells 

Detect 
Invisibility 

Knock 
Strength 
Web 

Level 3 Spells 

Dispel Magic 
Hold Person 
Melfs Minute 

Meteors 
Water Breathing 

Level 4 Spells 

ESP 
Invisibility 
MelfsAcid 

Arrow 
Whip 

Fireball 
Lightning Bolt 
Slow 
Protection From 

Normal Missiles 

Dig Ice Storm 
Otiluke's Resilient Rary's Mnemonic 

Sphere Enhancer 

You are reasonably strong, very intelli
gent, incredibly charismatic, and unbe
lievably good looking. You were born to 
a wealthy half-elven family on a large 
estate several hundred miles from here. 
You are evidence that aristocrats are 
born, not made. 

Forming G.H.O.S.T., Inc. was your 
idea. And a splendid idea it was. It 
makes much more sense to specialize in 
one type of monster-undead-rather 
than to adventure into unknown areas 
to fight creatures ranging from giant 
animals to powerful demons. Oh yes, 
putting up the initial capital to get the 
group established was a splendid idea. 
Until now the returns have been well 
worth it. 

However, business has slumped 
recently. Your group has taken care of 
most of the undead menaces in this 
area, and there doesn't seem to be much 
left. You're going to have to do some
thing, perhaps open a branch office 
somewhere. 

You lead an expensive lifestyle. You 
wear the best clothes, drink the best 
wine, and you spend money on the 
ladies. 

Even though you are concerned about 
your well being, you frequently volun
teer to help others. Fighting to defend 
the poor and helpless, especially the 
ladies, comes naturally to men of your 
breeding. You fight with flare and 
flashy spells. This is only fitting, as you 
are a heroic figure who the bards will 
sing about and the historians will write 
about. 
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Geanerlene Moonwillowither 
9th Level Female Half-Elf Druid 

STR: 
INT: 
WIS: 
DEX: 
CON: 
CHA: 
COM: 

ACNormal: 3 
AC Rear: 4 

12 
8 
17 
15 
16 
17 
14 

Hit Points: 53 
THACO: 16 
Alignment: Neutral 
Height: 5' 1" 
Weight: 110 lbs. 
Hair/Eyes: Blond/Blue 
Age: 41 
Weapon Proficiencies: Spear, scimi
tar, dagger 
Non Weapon Proficiencies: Weather 
sense, cold survival, heat survival, 
riding (land) 
Languages: Common, Green Dragon, 
Gnome, Nixie, Pixie, Sprite, Treant, 
Dryad 
Spells/day: 7 6 4 2 1 

Magic Items: Bracers of Defense A C 4, 
Murlynd's Spoon, Amulet of Life Protec
tion, Boots of Eluenkind 

Other Equipment: Heavy cloth back
pack, blanket, small ceramic water jug 
and ceramic cup, metal comb, small 
silver mirror 

Wealth Carried: 25 pp, 15 gp, 10 sp, 
100 gp pearl 

You are not yet comfortable living 
among humans, although being associ
ated with the Ghost Righters has 
helped. 

You were raised by a family of wolves 
which lived in the hills many, many 
miles north of here. You still carry 
many of your wolf-traits, such as baying 
at the moon and running through 
spring grass. The wolves raised you as 
one of their own, and you learned their 
manners. They told you they found you 
as a cub wrapped in a blanket and lay
ing under a tree. 

As you grew, you learned to respect 
nature's animals and had a difficult 
time accepting the wolves' carnivorous 
ways. You swam with the otters, 
learned wisdom from the owls and the 
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D' Aveeventhro Coenoen
tethropiza 
7th Level Male Human Cleric 

STR: 
INT: 
WIS: 
DEX: 
CON: 
CHA: 
COM: 

AC Normal: 1 
AC Rear: 3 
Hit Points: 35 
THACO: 16 

14 
12 
18 
16 
13 
12 
14 

Alignment: Lawful Good 
Height: 6' 
Weight: 180 lbs. 
Hair/Eyes: Black/Gray 
Age: 33 
Weapon Proficiencies: Mace, ham
mer, staff 
Non Weapon Proficiencies: weaver, 
potter, riding (land) 
Languages: Common, Elvish 
Spells/day: 5 5 3 2 4 

Magic Items: Bracers of Defense AC 3, 
Footman's Mace +2 ( +4 vs. undead), 
Ring of Water Walking, 3 Potions of 
Sweet Water, Bag of Holding (70 cubic 
feet capacity) 

Other Equipment: Bedroll, dried beef, 
2 lbs. of cheese, 3 water skins, wine 
skin, llb. of wolvesbane, 100 sprigs of 
belladona, 3 lbs. of garlic, 2 gallons of 
holy water, 5 empty vials, small silver 
mirror, 4 books titled: How 1b Identify 
Vampire Bats, Undead I Have Known, 
Ghost Stories, and Tips on Turning. 

Wealth Carried: 10 pp, 20 gp, 100 sp 

Once, you were a 12th level cleric who 
commanded respect in the temple of 
Athena. That was before you adven
tured into a nest of vampires. After the 
battle you were a 3rd level cleric. 

In shame, you left the temple to travel 
and rediscover your lost courage. It took 
many adventures, but you were able to 
gain back four of the levels you lost. 
Now, at 7th level, you are a respected 
member of G.H.O.S.T., Inc. If only you 
could respect yourself. You are truly 
terrified of undead, and you would rath
er do almost anything than fight them. 
You're not real pleased about being in 
the dark, either. That's where most 
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Tracylrathomore Oatsmorovich 
of the Great Reedwoods 
7th Level Male Human Ranger 

STR: 
INT: 
WIS: 
DEX: 
CON: 
CHA: 
COM: 

AC Normal: 1 
ACRear: 4 
Hit Points: 21 
THACO: 47 

15 
15 
15 
14 
15 
10 
15 

Alignment: Neutral Good 
Height: 6' 2" 
Weight: 190 lbs. 
Hair/Eyes: Brown/Blue 
Age: 25 
Weapon Proficiencies: Long sword, 
dagger, long bow, staff, falchion 
Non Weapon Proficiencies: Slow 
respiration, boating, rope use, moun
taineering 
Languages: Common, Gnoll, Ore, 
Lizardman 

Magic Items: Long sword +3, Leather 
Armor +4, Shield +3, 3 Arrows of 
Slaying Undead 

Other Equipment: Leather backpack, 
bedroll, bullseye lantern, tinder, flint 
and steel, three flasks of oil, 20' of rope, 
two skins of water, dried meat 

Wealth Carried: 50 gp pearl, 100 gp 
quartz egg, 10 pp, 20 gp 

Leaving your home in the woods and 
joining the Ghost Righters was difficult. 
But at least the group journeys through 
the wilderness frequently on the way to 
fight whatever undead menace is plagu
ing a client. And at least there is pretty 
company-Geanerlene Moonwillowither 
and Valthyweshia Valliantheart. As a 
matter of fact, all the Ghost Righters 
are better-than-average looking. Maybe 
that's why it was so easy for the lot of 
you to become town heroes. You really 
enjoy your popularity and the attention 
the townsfolk give you. 

You'll admit that some of this atten
tion has gone to your head. It is fun to 
bask in the admiration others bestow on 
you. You even learned how to write so 
you could give autographs. And you 
have no trouble taking time to pose for 
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sketches with pretty young women in 
town. You must give Ralph credit for 
starting this little band. If this popular
ity keeps going you might be able to run 
for public office. You're a born leader. 
Unfortunately you can't lead the party 
when Ralph's around. Everyone seems 
to follow Ralph's decisions. 

Eventually you hope to save up 
enough money so you can move to 
another town many, many miles away 
and start your own chapter of the Ghost 
Righters. This is a natural line of work 
for you, as you despise undead above all 
else. Undead killed your family when 
you were a small child. You swore 
vengeance on all that walked which did 
not breathe. And you will never turn 
down an opportunity to aid someone 
plagued by undead. Undead have never 
drained you (of course, you have never 
met the really tough undead), and you 
have never run from them. You will not 
rest or retire until all the undead have 
been wiped off the face of this continent. 

You are an adventurous sort who does 
not fear the unknown. You are quick to 
jump into any fray or any opportunity 
for adventure. Others might consider 
you reckless. You just like to have fun. 
You enjoy new challenges and exploring 
places you have not been before. The 
older and less explored the dungeon, the 
better. 
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undead hide. That is why you are with 
G.H.O.S.T. You need to overcome those 
fears . You need to be able to face the 
dark and the undead. 

So, you bolster what little courage you 
have every time G.H .O.S.T. goes on a 
mission. You usually are able to deal 
with skeletons and zombies with little 
problem. It is the tougher stuff, or 
greater numbers of the lesser stuff, that 
worries you. Oh well, you try to hide 
your fears and act brave in the company 
of your fellow Ghost Righters. Unfortu
nately, sometimes that fear becomes 
obvious. You must act brave! You're the 
only one in the group capable of turning 
undead. And if you can't turn them, at 
least you can maneuver away quickly 
(and invent a reason why you departed). 
Your magic bracers don't slow you 
down. You wore plate mail when you 
fought the vampires. You won't wear 
encumbering armor again. 

You are a very proper man, and you do 
not like to be called Dave. Your full 
name is D' Aveeventhro Coenoentethro
piza. It's one of the few things you are 
proud of. You favor ceremony, polite
ness, and good behavior. You like to see 
everyone get along, and you disdain 
arguments and confrontations among 
friends. And above all else, you favor 
the cause of good. You value friendship 
and would do almost anything to protect 
your fellows . 

Being a Ghost Righter has helped you 
accumulate some wealth, which you 
have put in a savings institution. You 
plan to build a temple when you are 
finally able to conquer your fears . It's 
going to take a lot of gold, but you're 
patient. 

You lack some of the adventuring 
skills the other Ghost Righters have. 
Instead of hunting and tracking, you 
know how to weave and make pottery. 
Well, there's nothing wrong with peace
ful pursuits. Aggressive behavior isn't 
always necessary. Sometimes it's nice to 
stop and smell the flowers. 
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eagles, frolicked with the badgers and 
the beavers, and ran with the deer. You 
enjoy hopping with the big-eyed frogs on 
occasion, playing tag with squirrels, 
and bathing in a cool pond with the 
robins. You still even wash the food 
from your Murlynd's Spoon in water, 
like your friends the raccoons taught 
you. You sometimes need to stretch out 
in the sun-just like your friends the 
snakes. And sometimes there's nothing 
better after a long day adventuring 
than scratching your back against a big 
old tree, just like the bears do. 

One day, when you were very young 
and still with the wolves, a bear, who 
was also a man (you later learned he 
was a werebear ranger), visited your 
family and persuaded the wolves to let 
you travel with him. It was a great 
adventure. You traveled far with this 
man, who taught you much about 
humans' society. He even taught you 
the Common speech. Eventually you 
left him, opting to live with a druid 
community for a while. 

On one of your adventures you 
acquired a Murlynd's Spoon, a perfect 
item. Now you no longer have to kill 
plants or animals to survive. This item 
sustains you. You refuse to wear animal 
skins or leather armor. Your bracers 
serve a better purpose. 

You are the self-proclaimed protector 
of nature and make sure your compan
ions do nothing to harm plants or ani· 
mals. You know they have to eat, but 
you do not let them kill for sport. And 
you try to show them all the good that 
is found in the wilderness. Maybe they 
can teach you what is good about civili
zation, because so far you haven't found 
anything you really like about it
except Ralph. 

Sometimes you are naive about 
human culture and have problems 
grasping everything that is going on. 
But so many things are new to you, and 
you want to learn about everything. So 
you ask questions. Lots of questions. 
That's why you came to Deleevan. You 
were curious what people found so 
attractive in a place that has few trees 
and little grass. 

You still haven't quite figured people 
out. It's a good thing you met Ralph. He 
introduced you to the rest of the Ghost 
Righters and encouraged you to join 
them. It is because of him that you stay 
with the group. 
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Air Fish by Tim Beach

CLIMAfE/TERRAIN:

FREQUENCY:
ORGANIZAtrION:

Shark
Humid
tropical

Rare
Pack

Piranha
Humid
tropical

Rare
Shoal

Catfish
Humid
tropical/
temperate
Rare
Group

Tbout
Humid
tropical

Rare
School

Ray, sting
Humid
tropical

Rare
Group

Goldfish Neon
Humid Humid
tropical

Rare Rare
School School

ACTIVITY CYCLE:
DIET:
INTELLIGENCE:

Any Day
Carnivore Carnivore
Non- (0) Non- (0)

Day Night
Carnivore Carnivore
Non- (0) Non- (0)

Night Day
Carnivore Omnivore
Non- (0) Non- (0)

Any
Omnivore
Non- (0)

TREASURE:
ALIGNMENT:
NO. APPEARING:

Nil
Neutral
2-8

Nil
Neutral
5-30

Nil
Neutral
1-3

Nil
Neutral
1-3

Nil
Neutral
2-20

Nil Nil
Neutral Neutral
r-20 6-120

ARMOR CLASS:
MOVEMENT:

HIT DICE:

6
Fl 24
MC: C
5-6

8
Fl 6
MC: C
U2

7
Fl 9
MC: D
1

9
Fl 6
MC: C
1-1

9
Ft6
MC: C
1-1

8
Fl 6
MC: B
Lt2

7
Ft3
MC: A
thp

THACO:
NO. OF AITACKS:
DAMAGE/A[TACK:

20
1
1

20
1
L-2

20
1
l"-3

20
1
L-2

15
1
2-8

20
1
L-2

20
Nil
Nil

SPECIAL AITACKS:
SPECIAL DEFENSES:
MAGIC RESISTANCE:

Nil
Nil
Nit

Swarm
Nil
Nil

Paralyzation Nil
Camouflage Nil
Nil Nil

Nil
Nil
Nil

Nil
Nil
Nil

Obscurement
Nil
Nil

SIZE:
MORALE:
XP VALUE:

Magically altered for decoration or guard duty, air fish are
creatures which can breathe air and fly. They have a natural
ability to levitate, and they "swim" through the air by mov-
ing their tails and fins.

Habitat/Society: Though air-fish can survive in any damp
environment, they prefer forests or other congested areas
which offer places to hide. They are comfortable only in hu-
mid air, which they need to keep their skins moist. In dry air,
they suffer one hit point of damage per hour until dead.

Air sharks, air piranha, and air stingrays make good, if not
loyal, guards if captured and confined. Air goldfish and air
neons have decorative and pest-killing functions.

Ecology: Air sharks and air piranha are aggressive preda-
tors and exist near the top of the food chain, having few natu-
ral predators. Other air fish are both predator and prey,
although air goldfish and air neons have an impact only on
insect populations, cutting down especially on mosquitoes
and gnats. Most air fish are edible, though air sharks, air
catfish, and air trout are the best tasting.

Air fish reproduce by laying eggs or egg sacs. Most lay
their eggs on the ground or on plants, though air trout use
their tails to dig holes for their thousands of eggs, and air
catfish carry their eggs in their mouths, eating nothing for
the two-month incubation period.

Air shark These killing machines are just as dangerous in
their new environment as their cousins are in water. Attract-
ed by movement and noise, they swim toward any clamor, at-
tacking moving or wounded creatures. They are also attracted
by blood, which they can smell at a distance of 100 yards. If
they smell blood, or if they wound their prey, they go into a
berserk frenzy, attacking anything that resembles food. Air
sharks are large and strong enough to be used as mounts by
tiny humanoids, but must be trained from birth.

Air piranha: Merciless and aggressive, these black fish in-
flict a painful bite with their large teeth. There is a 757o

M 4',-'', T 8" -10', S 5', T 16" -20" T L2" -16" T 6" -8" T 2"
Fearless (19) Unsteady (6) Unsteady (5) Unsteady (6) Unsteady (7) Unsteady (5) Unreliable (4)
5HD:270 15 I75 35 35 15 15
6HD:420

chance that at least one of them will attack any creature that
moves nearby. Air piranha can smell fresh blood at a distance
of 30 feet, and will move rapidly toward any wounded crea-
ture. The smell of blood drives them berserk, and they attack
twice per melee round (double their normal attack rate).

Air stingray: These creatures stay within three feet of the
ground, blending in with the foliage and giving attackers a
-2 onsurprise rolls. If any creature steps on an air-stingray'
it lashes out with its tail spine, inflicting 1-3 points of dam-
age; any creature struck must also save versus poison or be
paralyzed for 5-20 turns, suffering points of damage equal to
the number of turns of paralysis.

Air catfish: These aggressive air fish possess sharp hearing
and a well-developed sense of smell. They prefer to eat other
air fish, but have tremendous appetites and will also attack
other creatures. Air catfish are territorial.

Air trout: These also prefer to eat other air fish, but will at-
tack other small and tiny creatures. If meat is scarce, air
trout eat insects and larvae.

Air goldfish: These pretty creatures are brown when
hatclied, but when they reach adulthood, they turn red,
black, white, orange, or some combination of these colors.
They will eat almost anything, but avoid pursuing creatures
larger than themselves.

Air neon: The beautiful air neons, with iridescent blue
stripes along their red-orange bodies, were created for deco-
ration. They have no effective attack on creatures larger
than themselves. Thqy eat insects and seeds. Air neons are
skittish, fleeing from loud noises or quick movements, but
are not threatened by potential predators which remain still.
They may fly about characters, looking for food or fleeing
from predators, and may obscure an individual's vision. Indi-
viduals whose vision is obscured by air neons have a - 1 pen-

traltv on attack rolls.



Armor Boar by Gregory W. Detwiler

CLIMAIIE/TERRAIN:
FREQUENCY:
ORGANIZATION:
ACTIVITY CYCLE:
DIET:
INTELLIGENCE:
TREASURE:
ALIGNMENT:

Arctic to temperate
llncommon
Family
Day
Omnivore
Animal (1)
Nil
Neutral

NO. APPEARING:
ARMOR CLASS:
MOVEMENT:
HIT DICE:
THACO:
NO. OF Af,TACKS:
DAMAGE/Af,TACK:
SPECIAL AITACKS:
SPECIAL DEFENSES:
MAGIC RESISTANCE:
SIZE:
MORALE:
XP VALUE:

2-r2 (2d6)
3
t2
7
13
1
3-24 (3d8)
Nil
See below
Nit
M (6'tall at shoulder)
Average (10)
650

The armor boar is a giant-sized animal and is readily

identified by its peculiar armor. The armor is actually
hair, thick and stiff and similar to the horns of a rhinocer-
os. From a distance, the creatures appear to be simply
large, shagry boars with hair that sticks out in all direc-

tions. Closer, the hair looks like a spiny shell.
The boar is also noted for its elephant-sized tusks that

nearly touch the ground. Most boars are 6' high at the
shoulder and 10' long. However, some larger specimens
have been sighted.

combat: This ill-tempered and aggressive brute attacks
quickly and with no planning. It will charge at creatures
wandering through its territories. And when the boar it-

self is wandering, it will attack creatures it perceives as a

threat or as competition for food.
It has one attack-a goring thrust made with its long

tusks. In addition, the boar's armor also can inflict dam-

age. Any creature striking, biting, or leaping upon the

boar soffets 3-L2 (3d4) points of damage because of the
boar's penetrating hair-sPines.

The boar does not back down from combat, fighting to
the death.

Habitat/Society: Armor boars live in small family
groups. A boar mates only once every two years, and it is

*ore prolific than other giant boars, having up to 1d10

offspring per litter. If the maximum number of boars are
encounterbd, the family wilt likely have one boar, one
sow, and 10 young. The adult boars are very protective of
the young and wiII fight to the death to defend them.

Aimor boats often make their homes in caves or in
densely overgrown wooded areas. They can be found in

hills, mountains, forests, broken terrain, and occasionally
on plains.

Ecology: A voracious omnivore, the armor boar will at-
tempt to eat anything within reach and will go out of its
way to catch plump rodents. Although it is fond of flesh, it
usually ends up eating more vegetable matter than other
boars do because its size does not allow it to chase prey
into hollow logs and other hiding spots. A boar which de-
velops a taste for vegetables is quite capable of destroying
a garden all by itself. Families of armor boars have been
known to destroy entire fields. Thus, armor boars are con-
sidered a major nuisance in settled regions-a nuisance
typically ill-armedpeasants andfarmers cannot deal with
on their own.

While the armor boar has few natural predators, they
are sometimes sought by butchers, as the meat is rich and
sweet. However, an armor boar is difficult to butcher be-
cause of its hard, spiny shell. Butchers who have devel-
oped a technique for removing the armor increase their
profits by selling the carapace to armorers who make it
into shields and breastplates.

Armor made from the carapace is the equivalent protec-
tion of banded mail, plus it has a special property. Crea-
tures striking the armor or shield with their hands or
other body parts suffer 1-8 pounds of damage because of
the remaining spiny ruffs. The armor is also prized be-
cause it will not rust.

Craftsmen value the tusks and lard of armor boar,
which they make into art objects and soap, respectively.











Chakchak 
by Roger E. Moore 

CLIMATEtrERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 

ALIGNMENT: 
NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE: 
THACO: 
NO. OF ATIACKS, 
DAMAGE/ATTACK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 
MORALE: 
XPVALUE: 

Any non-arctic 
Very rare 
Military unit 
Any 
Omnivorous 
Low (5-7) 
Nil 

Neutral evil 
5-20 
4 (0) 
9 (18 if hasted) 
3+3 
16 (with + 1 strength bonus) 
2 (4 if hasted) 
3-1013-10 
Hasted attacks 
Nil 
Nil 
M (7 ' tall) 
Fanatic (17-18) 
420 

The chakchak is a nearly extinct form ofhobgoblio, a remnant 
of the Unhuman Wars, that is taller and more muscular than the 
common variety. The chakchak is the product of a magical ritual 
that has converted it into a powerful "hack-snd-slash" combat
ant: Both of the chakchak's forearms have been magically 
strengthened and end in bony axeheads that are parts of the 
creature's own skeleton. Chakchaks have ash gray skin, with 
dull black freckles covering their backs and faces. When met, 
these humanoids are nearly always wearing armor. Chakchaks 
speak only the hobgoblin tongue. 

Combat: A chakchak's axe-arms are the equivalent of battle 
axes, each with a reach of about four feet. The bones of its arms 
and the bone axeheads themselves have been rendered as 
strong as steel , though they are not truly made of metal. 

The chakchak can strike twice per round, once with each 
arm-axe, in normal combat. As a result of its training, it can 
haste itself for the first 3-12 rounds of combat if allowed to 
work itself into a berserk fury for one round beforehand, 
during which time it cannot perform any other action. When 
hasted, the chakchak can strike four times per round and move 
at double-normal speed (18). Once this hasted movement 
ceases, the chakchak fights normally thereafter. A chakchak 
can haste itself up to three times per day, but requires an hour's 
rest at some point between each use of its berserking talent. 

Additionally, chakchaks are quite strong, each having a 
strength equal to 18 (nonpercentile), granting them + 1 on 
attack rolls and + 2 on damage. Nearly all chakchaks wear the 
same sort of armor, a form of banded mail, as per religious law; 
their strength allows them to move swiftly and with ease 
despite the burden, as if they wore no armor at all. 

Habitat/Society: Fragments of humanoid lore and legend 
have been assembled by elven sages to give a picture of the 
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chakchaks' origins. Pregnant hobgoblin females were selected 
by local shamans and witch doctors to have their unborn 
changed into chakchaks in a ceremony that invoked the names 
of humanoid gods now unknown. Following the ceremony, the 
females were separated from normal society until their 
children were born, after which the females were slain 
(apparently with their approval, if the legends are to be 
believed). The young chakchaks were raised by soldiers who 
gave them intense combat training, food, shelter, armor, and 
little else. As a result, the chakchaks usually matured into 
individuals with no emotional feelings except a too·easily 
triggered rage, as likely to erupt at hobgoblins and other 
chakchaks as at any enemy. Chakchaks were often controlled 
by witch doctors using the spell charm person on a daily basis. 
Having no hands, a chakchak was totally dependent upon 
other hobgoblin soldiers to be fed, dressed, and otherwise cared 
for; many were kept in prisonlike barracks to separate them 
from the public. Though feared for their fighting prowess, 
chakchaks appear to have been given the worst of treatment 
-worse, said one sage, than even the hobgoblins' prisoners. 

The few individuals now found survived the Unhuman War 
only by being trapped by certain magical spells (e.g., imprison
ment, temporal stasis, trap the soul, wish). These creatures are 
sometimes found within ancient dwarven citadels, where they 
were enspelled during raids, or in similar subterranean or 
deep-space locations. Some appear to have been hidden 
underground on certain worlds near the end of the Unhuman 
War; these "Doomsday warriors" (as one elven admiral 
christened them) were to be released by later generations of 
humanoids and used against their foes, but they were instead 
forgotten. Now they are merely hazards to those who explore 
ancient dungeons. Even if victorious in the short run, 
chakchaks invariably starve to death soon after they are set 
free upon the world again. 

A chakchak is sexless (though masculine in general appear
ance) and is universally referred to as "it"; the creature's 
brutality and lack of finer feeling, marked even for a 
humanoid, encourage other races to treat it as genderless in 
conversation. 

Ecology: Chakchaks never existed in great numbers, and they 
were created only for purposes of close combat. They held a 
very limited niche in their armies as assault troops and 
bodyguards; they were unable to utilize any long-range 
weaponry or magic, and their combat training was not flexible. 
Chakchaks were often slaughtered en masse by area-effect 
spells, pit and fire traps, and common archers. They also 
became the targets of adventurers who sought pride in 
defeating the best that the humanoid nations could offer. No 
known communities of hobgoblins have chakchaks among 
them. Only old elves and a few adventurers have any real 
knowledge of them now. 

In their prime, chakchaks were greatly feared for their 
unusual ferocity. But as an experiment in developing an 
ultimate humanoid warrior, they must be counted as failures, 
as they could never live on their own without the extensive 
help of a larger social system. Created to destroy, their very 
limitations finally destroyed them as a race. 
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Dawnspirit by Saku Mantere

CLIMATE/TERRAIN:
FREQUENCY:
ORGANIZAfION:
ACTIVITY CYCLE:
DIET:
INTELLIGENCE:
TREASURE:
ALIGNMENT:

Any
Very Rare
Solitary
Any
Ni1
Exceptional
Nil
Any Good

NO. APPEARING:
ARMOR CLASS:
MOVEMENT:
HIT DICE:
THACO:
NO. OF AITACKS:
DAMAGE/ATTACK:
SPECIAL Af,TACKS:
SPECIAL DEFENSES:

MAGIC RESISTANCE:
STZE,Z
MORALE:
XP VALUE:

1
0
Fl 15 (A)
10
11
3
r-6lt-612-L2
HoIy Word, fear, quest
Brightness, hit onlY bY *.1 or
betier magical weapons, immune
to all forms of mental control,
immune to Poison
See Below
M (6' tall)
Fearless (20)
3.000

Dawnspirits are energ'y beings fror.n the upper outer planes'

E;;fi;;nspirit's alilnmenimatches the alignment associ-

"t"d 
*ith its home pline (for example, a dawnspirit from the

seven Heavens *o.ttd be Lawful Good). The origins of these

creatures are a mystery, but one theor-y is that they are the

6;ttr "f 
tt"iy ex"Lt heioes and other champions of good who

died fighting evil on the outer planes'
A daivn splrit cannot leave its home plane unless sent forth

b;;h;;i"rri'r r.rl"t or summoned by a good cr,ealurg,employ-

ing a gLte, wish, or limited wish spell' The caster's alignment

anl motives must be pure for a dawnspirit to heed a sum-

mons. Once summonei, a dawn spirit may wander-the new

;i;;" for a few days or weeks 6efore returning home' A

iawnspirit can communicate telepathically'
On their home plane, a dawnsplrit's form is a ball of bril-

liant sunlight, much lite a witl-o-wisP, 94y brighter' When

summoned to another plane, a dawnspirit acquires an aes-

;h;ti;;Ily beautiful, but androgynous, form which glows

with a pure, white light.

combat: Dawnspirits attack with two fists and a powerful

t i.t . They can divide the attacks as they see fit': 
ifr" p"r" light radiating from a.dawnspirit causes fear in

evil creatures-who see thJdawnspirit. Creatures of less than

three hit dice automatically flee at their fastest movement

rate until they are out of sight and for 1d3 rounds thereafter.

b-rluintur of three or more hit dice save vs. spells of are para-

ilJ;i;h fear for 1d4 + 1 rounds. Undead who make the sav-

iirg iftr"* still suffer a -2 "to hit" penalty when within 40

feet of the dawnsPirit.-O"* 
per day, u?u*t tpirit can rltter a powerful h-ob wolQ'.

This ability sometimes is called "the voice of the godg-."

E;;"-pl-."ar evil creatures within 60 feet are automatically

for.uatack to their home plane if not already on it. (This ef-

fectworkseveni f thedawnspir i t isnotoni tsownhome
plutr".)AlI other evil creatures within 60 feet are affected as

if struck by a norm al holy word.In addition, goodcreatures

within B0 feet gain a i2 "to hit" and damage bonus for

1d4 + 1 rounds.
A dawnspirit's alien mind is completely.immune to magr-

cal controlbf any kind, and, since its body is made up of pure

enerry, it cannot be drugged or poisoned'

Habitat/society: Dawnspirits have no real society and, as

beings of pure 
"-tr"rgy, 

they can live anywhere._Most deities

a*"fii"g on the 
"ppui 

outer planes are attended by a staff of

a.*"rpftits who 
-act 

as messengers and intermediaries.
S;;; ,ug"r believe that dawnspirits might be involved in

the granting of priest sPells.
ih1"g1, m"orta'ls.ur, rlu.--on them, dawnspirits serve only

at their"own discretion and never will knowingly commit an

evil act or assist an unworthy being. If asked to do something

selfish or evil, a dawnspirit immediately returns to its home

plane. when summoned by atty means, a dawnspirit instinc-

[i""ty knows the summoner's general character and inten-

tions, and bases its decision whether to appear on the merits

of the situation.
The DM must decide what a summoned dawnspirit will do,

but here are some guidelines: summoner has followed his

.tigtr-"ttt strictly uttd ir beset by,extra-planar creatures he

carinot otherwise combat-1007o chance to appear. Summon-

er endangered by extra-planar creatures-7\%o chance to ap-

p"ur,Uotiu*ttrpirit demands that the summoner complete a

q"pitof the dawnspirit's choosing in return for its aid. If the

summoner ugt""rf he is automatically subject^to the quest,

no saving thiow. Summoner's alignment performance has

b""r, exeirplary, but summoner or beings dependent on the

summoner-not-in great danger-5\%o chance to appear, de-

-urrar 
quest. Sumironer's alignment performance has been

unsatisfactory or summoner ?acing encounter-he probably

can complete on his own without risking death or injury-

25Vo chance to appear, demands quest'

Ecology: Dawnspirits have no need to eat, sleep, or breathe'

fit"v Ja-n surviv" itt th. vacuum of space, in the depths of the

o."u", or anywhere else in the universe, except the Negative

Material plane, which they cannot enter. They have no ene-

*i"r 
"*."pt 

evii creatures who hate them for their goodness.

"/,/ ' / r
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Death Ox by Gregory W. Detwiler

CLIMAfE/TERRAIN:
FREQUENCY!
ORGANIZATION:
ACTIVITY CYCLE:
DIET:
INTELLIGENCE:
TREASURE:
ALIGNMENT:

Any temperate
Rare
Group
Day
Omnivore
Animal (1)
Nil
Neutral

NO. APPEARING.. 2-4
ARMOR CLASS: 2
MOVEMENT: t2
HIT DICE: 6
THACO: 15
NO. OF AITACKS: 1
DAMAGEiAf,TACK: 2'r2
SPECTAL A[?\CKS: Deat'h gaze
SPECIAL DEFENSES: Immune to death magic
MAGIC RESISTANCE: NiI
SIZE:
MORALE:
XP VALUE:

L (8'tall at shoulder)
Average (8)
975

The death ox is a less aggressive relative of the gorgon

that lives in small family groups. A rich mahogany in col-
or, a death ox resembles a huge, scaly bull. The scales are
not metal, Iike the gorgon's, but they are just as hard and
are made out of a natural carapace. AII death oxen have a
patch of heavy black hair over their eyes. People who
harre seen the color of a death ox's eyes have not lived to
reveal that information.

Combat: The death ox has one physical attack-a charge
ending with a massive goring attack with both horns.
More fearsome, however, is the death ox's gaze,which acts
as a death ray to any who view the creature (range 50').

The death ox uses its gaze attack at will. The creature is
not malicious, and typically uses the gaze in self-defense
or when it is hunting for food. Because of its affinity to
death magic, it is naturally immune to death spells, power
word kill, and all other types of death magic.

If a death ox surprises a PartY, there is a 1 in 6 chance
that at least once character met the creature's gaze. There
is no saving throw versus the death ray. However' anyone
in gaze range who closes or averts his eyes gets a saving
throw versus death magic. Those who save were able to
look away in time. Those who fight the death ox must
make such a saving throw each round to avoid the gaze
unless they have protective eye covering.

Habitat/Society: The death ox has no lair, simply living
by moving from place to place in search of food and water.
A death ox family typically consists of one male, three fe-

males, and calves. The calves are raised by all the females

in the group until they are old enough to fend-for them-

selves.hh" yoottg oxen which leave their family quickly

find others of their kind to join with.
It is rare to find a single death ox. such an encounter is

almost certainly with a male, a young bull in search of

females. when more than one bull is in a group of death

ox, there will be battles for dominance over the group' The
loslng bull either leaves or becomes subservient to the

dominant bull.

Ecology: The death ox usually eats plants, supplement-
ing itJAiet with flesh when animals or hapless individ-

,r.f, *utder into its gaze. The ox can sometimes be

spotted gtazing with other herd animals. when gtazing

with othlers, tlie ox keeps its head low and hair over its

eyes so it does not randomly kitl the other gtazers. Those
grazers are usually only in jeopardy in times of drought.

Man is the death ox's only known predator. It is some-

times hunted for its skin. The hide of a death ox is often

sought by armorers, as it has the thickness of scale mail,

yet-the protection of banded or plate depending on how it

is cured-. The ox's blood is used as a component in death

spells.







Dragite by Joseph O'Neil

CLIMAfE/TERRAIN:
FREQUENCY:
ORGANIZATION:
ACTIVITY CYCLE:
DIET:
INTELLIGENCE:
TREASURE:
ALIGNMENT:

Any dragon lair
Very Rare
Tribal
Night
Omnivore
Low to average (5-9)
incidental (see below)
Neutral

NO. APPEARING: 40-160
ARMOR CLASS: 8
MOVEMENT: 6 (12)
HIT DICE: L-2hp
THACO: 20
NO. OF ATTACKS: 1
DAMAGE/AITACK: t-2
SPECIAL AITACKS: Nil
SPBCIAL DEFENSES: NiI
MAGIC RESISTANCE: NiI
SIZE:
MORALE:
XP VALUE:

T (1 ' ta l l )
Unsteady (5-7)
5

Dragites are tiny, vaguely mole-like humanoids. Sometimes
called "dragon mites," they make their homes in the lairs of
any dragons who will tolerate them. A dragite's torso is cov-
ered with coarse brown fur. Most dragites, however, dye their
fur to match the color of their dragon host. The skin on a dra-
gite's face, hands, and arms is rough, scaly, and light gray.
Dragites have large, protruding ears and long snouts, giving
them keen senses of hearing and smell. Although must dra-
gites are nearsighted, they can see well in darkness and have
infravision to 30 feet.

Most dragites speak only their own language, However,
about l|Vo of them (those with average intelligence) also
speak their host dragon's tongue.

Combat: Dragites are shy, peaceful, and usually inoffensive.
They bear no malice toward any particular race or species.
When possible, they flee from any potentially dangerous en-
counter, seeking safety in small tunnels (which they dig
themselves) or in any other cramped space they can fit into.
The only time a dragite will fight willingly is to defend its
mate or offspring.

Habitat/Society: Dragites are fair miners, and live in small
tunnels they dig in the walls and floor of the dragon lair
where they live. They avoid any locale where they cannot
make their homes by tunneling through rock.

The entire life of a tribe of dragites revolves around their
dragon host-the dragon is both provider and protector. Dra-
gites eat by scavenging the leavings of a dragon's meals
(which helps keep the dragon's lair clean). They supplement
their diet with whatever food they can gather on their own.

The dragites care for the host dragon, keeping it clean and
tending its wounds. A dragon who allows dragites into its
lair is generally healthier than one that does not. A wounded
dragon sleeping in its lair regains six hit points a day if tend-
ed by dragites.

Dragites can be hard to locate when they don't want to be
seen, as they can hide behind almost any small object. This
makes them excellent scouts. They normally range as much
as a mile from the lair, willingly bringing back news to their
host dragons. They even have been known to wake sleeping
dragons when hostile creatures come too close. Some dragons
use their dragites as spies, allowing the dragon to survey the

countryside without revealing its own presence.
Though dragites have no interest in wealth, they love

shiny objects, particularly brightly colored gems and jewelry.
They frequently filch these items from the dragon's hoard,
along with the occasionat gold or platinum coin or small
magic item. If this thievery goes unchecked, a tribe of dragi-
tes can remove up to l07a of a dragon's hoard and hide it
away in their minuscule tunnels, where the dragon cannot
reach. For this reason, only about 20Vo of all dragons will
have dragites in their lairs. Very patient and kind dragons
can, occasionally, persuade their dragites to return an impor-
tant item-particularly if they have access to charm magics.

Most dragite tribes have equal numbers of male and fe-
male adults, plus young of both sexes equal to 20Vo of the
adult population. Venerable or great wyrm host dragons of-
ten have dragite tribes two or three times normal size.

Most tribes also will have a dozen or so leaders of average
intelligence, these leaders can speak the host's tongue and
are the only dragites that communicate directly with the
dragon. Nevertheless, all orders and tasks the dragon as-
signs are shared, and there is no single, dominant chieftain.
The tribe's only lord is the host dragon. Each dragite reveres
the dragon and will do almost anything the dragon com-
mands, short of charging directly into combat. However, dra-
gites are aggressive enough to set traps for unwary invaders,
steal from them, or harry them.

Ecology: Dragites are timid scavengers that are easy prey
for other creatures. Kobolds, goblins, and orcs are fond of
killing or enslaving them. Without their dragon protectors,
dragites soon would be extinct. Sometimes a host dragon will
trade a few of its dragites to another dragon of the same spe-
cies in exchange for a bit of treasure.

Dragites repioduce the same way humans do, and an adult
female can give birth once every three years. Young dragites
mature in two years and most live to be about 40. A tribe of
dragites leaves a dragon's lair only when driven out.



Dragorr Bahamut
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CLIMAIE/TERAIN: Any
FREQUENCY: Unique
ORGANIZAIION: Solitary or with gold dragon court

ACTMTY CYCLE: Any
DIET:
INTELLIGENCE:

Special
Godlike (22)

TREASURE:

ALIGNMENT:

A, B, C, D, E, R G, H, I, S, T, U
(all x 10)
Lawful Good

NO. APPEARING:
ARMOR CLASS:
MOVEMENT:

1
-15
18, Fl40 (C), Sw 24, Jp 18, Br 18

HIT DICE:
THACO:
NO. OF AITACKS:

70 (490 hit points)
2
3 + special

DAMMAGE/ATTACKS: 6-60/6-60(6d10y10- 100(10d10)
SPECIAL Af,TACKS: Spells, breath weapon
SPECIAL DEFENSES: +3 or better weapon to hit, spells

MAGIC RESISTANCE: 907o
SIZE:
MORALE:
XP VALUE:

G (420' long)
Fearless (19-20)
72,000

Bahamut, the platinum dragon, is the king of all goodly-
aligned dragons. The ancient, wingless serpent is considered
a deity among dragons and dragonkind.

Although Bahamut's immense form seems threatening,
his benevolent expression displays his kindness and hints at
his great wisdom. He is quick to aid the causes of good
creatures-usually by assigning other dragons to the tasks.
If he feels the threat is great, he will assume a different guise
and tend to the matter himself.

The most handsome of all dragons, Bahamut's platinum
scales glow with a faint blue sheen. The scales are huge,
thick, and virtually indestructable. Only the most magical of
weapons can penetrate them. The scales shimmer as the
great one walks, creating a mirror-like glare that is difficult
to look directly upon. His boulder-size eyes are a pale laven-
der, in sharp contrast to his glistening, spiral ebony horns.
Only a few living beings have ever seen this magnificent
form. Bahamut chooses to wear the guises of humans, demi-
humans, and common creatures so he does not frighten
lesser beings.

In Bahamut's lifetime, he has visited every known world
and plane at least once. His insatiable curiousity has taken
him to many peoples, and he has consequently learned to
communicate with nearly every known race. The platinum
dragon is aided in this linguistic task by his ever-present re-
ceptive form of telepathy. However, due to changes in local
dialects, Bahamut may have to cast a spell to aid him so he
can better converse in up-to-date terminology.

Combat: Bahamut rarely involves himself in struggles, re-
lying on other goodly-aligned dragons and creatures to deal
with the situations. However, if a situation is especially
threatening or if Bahamut's curiousity is piqued enough to
cause his involvement, the platinum dragon and his gold
dragon court will enter the fray. When the foes are obviously

evil, the platinum dragon strikes first with his concussive
blast, using this breath each round as often as necessary. If
the nature of the foes is uncertain, Bahamut uses his vapor
breath, which puts affected creatures into a gaseous form.
The dragon and his court gather up any weapons and armor,
wait for their foes to materialize, andthen question them-or
finish them off if the targets are unwilling to talk. The plati-
num dragon prefers to use his spells and spell-like abilities to
aid worfhy causes rather than in combat. However, if
pressed, he will use these spells to fight. Bahamut uses his
physical attacks as a last resort, as the great one dislikes
dirtying his claws and teeth with the blood of evil creatures.

Bahamut's gold dragon court first rely on their breath
weapons in combat, followed by spells. Like the platinum
dragon, they prefer not to fight physically. However, they
will do so if the platinum dragon seems threatened.

Breath weapon/special abilities: Bahamut has three
breath weapons. The most visible breath weapon is a frosty
white cone of cold 10' wide at his mouth, 250' Iong, and 80'
wide at the base. All those within the cone suffer 29629+L2
hit points of damage, save vs. breath weapons for half. Any
creature caught within the cone has a 507o chance to drop
anything held in its hands (saving throw not withstanding),
as the objects have become too cold to handle. Further, for the
next four rounds those creatures suffer half movement rate
and are -4 on all attack rolls and Armor Class ratings be-
cause of their bodies' uncontrolable shivering. The second
breath is a whispy blue cloud of magical vapor that is 120'
long, 60' wide, and 60' deep. All those caught within the
cloud are reduced to half their current hit points. Those who
save are reduced by one-quarter. Further, all creatures which
do not save turn gaseous for 3d4 turns. All equipment and
items worn do not turn gaseous, but fall to the ground. The
third breath is a concussive blast of air which is 10' wide at
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Bahamut's mouth, 150' long, and 50' wide at the base' This

fto*"ift" assault kills all creatures within its range which

hurr" 60 hit points or less. There is no saving throw. crea-

l*ut porr"rr^irrg more than 60 hit points suffer 60 points of

au-"i", tro r"rrTttg throw. Bahamut can use one breath per

,.o""a""r many tiries a day as desired. Creatures struck by a

breath weapon save at -4 because of Bahamut's awesome

power.
' Bahamut is able to cast at will any first through seventh

leveipriest spell and first through ninth level wizard spell.

Bahamut can cast 100 spell levels per day. For example, Ba-

hamut can cast 20 fifth level spells or any other combination
thereofto equal 100.

In addition, he has the permanent abilities of receptiue

t"["p iiiy ind' shape change. Hg 
"91 

become astral or ethereal

.t *itt, and he islmmune to Cold and-gaseous attacks.
Bahamut casts spells and uses his abilities at 20th level.

Habitatisociety: white Bahamut has been known to in-

rr"uit virtually any clime in the guise of a human or demi-

t.r*utr, he most oit"tt resides in in immense crystal pal,ace

uetrina trre East Wind. sages speculate this palace is either

o" ttt" elemental plane of air or in the seven Heavens or Tbi-
paradises. The wisest of sages believe the palace o_ccupies a

d.k;t di*ension betweenlhe plane of air and the Seven
-H"urrutrr and that Bahamut and his gold dragon court are

it 
" 

ai*""sion's only occupants. Legends say the crystal pal'

ace is covered with gtyphs and wards and protected by spells

humankind has Yet to discover.- 
ift" platinum drugott journeysto human and demi-human

lands out of curiosiiy. Bahamut has a fondness for the crea-

tures and occassionally trav|ls among them to learn about

irends in their culturei, current politics, and new magical or

clerical discoveries. During these forays, he is almost always

u..o*p""ied by the seven?otd dragons of his court-who al'

so assume an accePtable guise.--S;;; 
;uy the platinottidtugon is most fond of the form of

"tt "id""ly--"tt 
foilowed by seven yellow canaries. Other re-

corded forms have included a straggly-appearing urchin and

his seven rag-tagfriends, a prince and his carriage drawn !v
seven horseJ, unicl u beggar iurrounded by yel_ping dogs. The

,rg", are certain he has other guises, though nothing else

has been documented.
etifroogrt Bahamut's court is comprised ofgold dragons, he

"":oV, 
tnZ company of all good dragons, delighting in their

differences and varied personalities.
Bahamut's treasure is stored deep inside his crystal palace-

Despite the immensity of th-e-piles of gems, g91$: and magical

it;d;;h" considers thl wealtl inconsequential i1the overall

scheme of things. However, he uses bits of his treasure-
pu$ittg out coiris and gems to those down on their luck and

using magic items to his own advantage'

Ecology: Bahamut is capable of eating ne,arly anything. He

only rJquires sustettrtt.e while outside the crystal palace.

His favorite meals include the early-morning frost on blades

oig,.urr, honey, and daisy petals. His nemesis is Tiamat, the

chromatic dragon.

Gold Dragon court: Bahamut's !oy?l cgu-rt is comprised of

seven gr"Jt wyrm gold dragons. Each ofthese dragons has

maxim"um hit poinls, is welll-versed in the most effective of

spells, and is intensely loyal to Bahamut. There is only a 10

percent chance Bahamut will be encountered without his

court. when in his presence they appear in a form that com-
plements his own-in their true bodies when he apPears as a
-drugorr, as canaries when he is an elderly man' and in other
shapes as the situation warrants.

Sitting on Bahamut's gold dragon court is a position of un-
matched prestige. Once appointed to the court, a gteat' wyrm
gold dragott sernes until his or her death or until he or she is

foo infirir to aid Bahamut. When a replacement gold dragon
is needed, Bahamut observes all gold wyrms and great

wyrms, secretly testingthem. These tests are elaborate, dan-
g""oor, and chillenges the mettle of tle greatest of dragons.
bnly tire most noble and courageous dragons have a chance
to be named to the court.

some sages speculate that Bahamut only chooses gold

dragons foi histourt because a hundred centuries ago the
pl"t"itto* dragon was gold. sages sayBahamut's great good-
-r'".r 

".ored 
hlm to transcend his golden form and become a

unique breed of dragon-the most powerful dragon ever' 
tr

@1992 TSR, Inc. All Rights Reserved
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Dragoh, Tiamat
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CLIMAIE/TERAIN: Any
FREQUENCY: Unique
ORGANIZAf,ION: Solitary

ACTMTY CYCLE: Any
DIET: Special
INTELLIGENCE: Godlike (21)

TREASURE:

ALIGNMENT:

A, B, C, D, E, R G, H, I, S, T, U
(all x 15)
Lawful Evil

NO. APPEARING:
ARMOR CLASS:
MOVEMENT:

1
-15
9, Fl 30 (C), Sw t2, Jp L2

HIT DICE:
THACO:

60 (420 hit points)
2

NO. OF Af,TACKS: Up to 7 + special

DAMAGE/ATTACKS/
CLAWS/TAIL:
RED DRAGON
BITE/BREATH:
GREEN DRAGON
BITE/BREATH:
BLUE DRAGON
BITE/BREAfH:
BLACK DRAGON
BITEiBREAf,H:
WHITE DRAGON
BITE/BREAf,H:
SPECIAL AITACKS:
SPECIAL DEFENSES:

3-30 + 1213-3Q+t2

3-30 + t2124619+L2

2-20+1212466+12

3-24+L2124d8+L2

3-18 + L2l24d4+t2

2-16 +L2lt2d6 +L2
Spells, breath weapon
*2 or better weapon to hit, spells

MAGIC RESISTANCE: 807o
SIZE:
MORALE:
XP VALUE:

G (360'long)
Fearless (19-20)
68,000

Tiamat, called the "Queen of Evil Dragons" or the "Bane of
Bahamut," is the most powerful and malicious of the chro-
matic dragons. Sages say no act is too evil for Tiamat-if it
nets her more wealth, influence, and causes harm to the
forces of good.

The great dragon looks like a nightmare creation, sporting
the necks and heads of white, black, green, blue, and red
great wyrms. While the mass of huge heads seem to move
independently like a gxoup of writhing snakes, they are di-
rected by one intelligence lodged deeply inside the dragon's
massive body. Tiamat's five necks join just above massive,
muscular shoulders. The colors of the necks and heads blend
at the base in a swirl of colors that quickly turns jet black
just below the shoulders. The black scales are small for a
dragon of this size, about the size of a man's fist, and gleam
like ebony pearls. The great dragon's belly is blue tinged
with black, and her long, razor sharp talons are ruby red.
Tiamat's great tail-nearly twice as long as her body from
chest to haunches-seems to shift in hue as it twitches from
emerald green to midnight black to sapphire blue. The
queen's legs are as thick as great trees, and her wings-black
on the exterior and red as blood on the underside-are huge.
Still, they are not powerful enough to lift her great bulk with
ease; Tiamat flies magically. The wings simply aid in her ma-
neuverability.

Tiamat's teeth in her five heads are an opal white, sharp
and long. And when the queen opens her mouths, the air
seems to smell of brimstone and sulphur.

The centuries-old evil dragon has visited many lands in her

many guises, becoming fluent in the languages of all evil
creatures and all of dragonkind. She is also able to communi-
cate in the languages of most men and demi-humans-
although she is loathe to lower herself to their level and do

Combat: Tiamatprefers to have her battles fought by troops
of evil creatures loyal to her and by adult and older chromat-
ic dragons. Despite her great power, she is fearful that direct
combat with good creatures could cause her injury or death.
So she prefers to orchestrate conflicts from the backgrould.
Such fights have escalated into full-scale wars between hu-
mans and evil creatures, with the humans never knowing
who was ultimately behind the struggle.

When Tiamat is forced to fight, she begins her assault us-
ing all five breath weapons directed at the strongest targets-
As of yet, she has found no mortal creature to survive beyond
that first attack. Tiamat uses her spells to discern targets'
weaknesses and motivations. She has been known to charm
potential victims to learn of treasure hordes, then kill them
quickly and horribly after the treasure is attained.- 

In her lair, Tiamat's court of five great wyrm dragons fight
for her. The court is comprised of one dragon from each basic
chromatic color, and each has maximum hit points.

If Tiamat suffers more than 150 hit points of damage in a
combat she will automatically teleport without enor to
Avernus.

Breath weapons/special abilities: Tiamat's white great
wyrm head breathes a cone of cold 70' long, 5' wide at the
mouth, and 25' wide at the base. Creatures caught within
the cone suffer I2d6+ 12 points of damage. The black head
breathes a stream of acid 5' wide and 60' long. Those in the
stream suffer 24d4+ 12 points of damage. The green head
breathes a cloud of poisonous chlorine gas that is 50' Iong,
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Dra.qon, Tlamat -----

40' wide, and 30' high. Those in the cloud suffer 24d6+L2.

ifr" Uf"" head's brea:th weapon is a lightning bolt S' wide at

the mouth and 100' long. The bolt causes 24d8 + 12 points of

aulllugu. The most fearslome head, the red, breathe^s^a gggt of

,"u"#g n"*e g0'Iong, 5' wide at the mouth, and 30' wide at

It 
" 

U"I". Those .ungf,i by the magical fire suffer 2461Q +12

points of damage.
'- A ,o...ssful*save vs. breath weapon reduces the-damage

from any breath by one half, and creatures must make a sav-

i;;th";;io, 
"r.h 

individual breath weapon they are caught-

i"]Aff saving throws are made at - 3 because of the power of

lfr" 
"ttu"t. 

fire five heads can breathe simultaneously, on

rlp.-t.t" targets or the same target, every other 1o3nd'
'iiamat is immue to all fire, cold, acid, gas,,and lightning

rttu.t t, and she is immune to non-magical-and ll weapons'

sh".ulltravel astrally or ethereally at will. Further, she has

the following abilities at will: pyrotechnics, tongues, cause

Tiir pity*oiph setf, and' te-lepori without erron Each day she

f.rr'..ri three wizard, spells at each level from 1st through

7th.
Tiamat casts spells and uses her abilities at 18th level.

Habitat/society: Tiamat lives on Avernus, although she is

abie to live in virtually any clime and on near,lY gny- plane'

Her lair is a castle of-immense proportions whjch she con-

,t""rt"a magically out of moltetl lava and the bones of her

victims. Altf,ough solid, the castle's exterior walls appear to

flow like lava and cause most creatures to avoid the-place.

Tiamat's court Jweils in the castle. Sages believethe place

ir;ilp"p"lated by other guards, such as elementals, fiends,

u"a 
"""imed 

creitures. The castle is an extension of the

orr""rr'. personality-its spires are twisted and grotesque'

rh;;il;;il4";s,andthe walls are studded with bits of

'r,u'p*"terialandjaggedboneswhichcaninjureallbutthe*orf**y. The *u.u6i", yet impressive, structure is avoid-

ed by nearly all the inhabitants of Avernus'
- 

cii" ;;; evil dragon knows what is transpiring within

every iqott" inch of her castle and within many square

r"if""r beyond. Because of this, it is impossible to surprise her

in her lair. Her treasure is vast and litters the castle, in some

;il;;;il]; ro tftirt she has shaped it into walls and uses it to
'.orr"I. the floor. Tiamat has a precise invento-ry of her

wealth-down to each insignific-ant copper-and she has

spent decades mentally cataloging it so sh9 |nqws what all

;il;;;t..t it"-r .utt"do. She usel some of the items to fur-

ther her malign gains.- 
ifr" qou"r, of 

"iil 
dtugons spends nearly-all her time with-

in the castle. She remains knbwledgable ub_oot what is tran-

ili.td;-otrr", worlds and planes through mag-ical items,

ilil;"d cults of humans attd demi-humans she has bent to

her will. On rare occasions when something has sparked her

interest enough for personal investigation, she dons a hu-

;; ;, demilhuman guise and takes one member of her

"o,,rt, 
also disgUised, #th her. These instances have includ-

"a 
rfir-ishesletween various races, newly-unearthed trea-

,o"" n"ar, and political struggles. Tiamat's favorite guises

include a comely young elven woman and her escort, a young

glti ut.ot"pattieaiy h6r father, and an elderly sage with her

Etu"ato" in tow. Sug"9 believe she has also assumed the

F"r* 
"f 

goblins, gnollf, lizardmen, andother creatures when

utt"*pfi"g to iiff' others for battle. Some sages speculate

that sire has actedas various groups' leaders and kings, or-

dering the subjects to do her bidding'

Ecology: Tiamat is capable of eating anything. on Avernus

she re[Lires no susteirance, drawing_ her energy from the
pt""" iir"lf. However, when she travels to other worlds and

ilrt "r 
she feasts upon_c_reatures she defeats, molten objects,

and the very gloutrd. H". favorite sustenance, however, is

helpless.t""tor"r; she feeds upon their abject terror before

swallowing them.
Tiamat's enemies are numerous and include Bahamut and

a[ jood dragons. However, only Bahamut has been able to

,tuia up to frer might-and recorded conflicts with the king

of good dragons have ended in stalemates'
$ug", spe-culate Tiamat was born many hgn{red years ago

d"riig u *"" between evil dragons- The gods-threw the com-

Uui""Tr together into one body. And this new form demanded

ihut th" 
"iil 

drugons no longer fight amongst themselves.

fiamat's court: The queen's court is comprised of five

J"ugo"t-male great *yi*t of red, black, white, green, and

blu5. The couriis handpicked by the queen based on their

royurtv and the amount orgirtr and service they h.av_e provid-

"d. 
Wh"tr a member of her court becomes too infirm, shg

takes the dragon to another plane, personally slays him, and

immediately 
-selects 

a replacement. Members of the court

store their treasure within Tiamat's castle, in separate

chambers which are considered their own territories.
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Gefan by Dick smalley

CLIMATE/TERRAIN:
FREQUENCY:
ORGANIZAfION:
ACTIVITY CYCLE:
DIEI}
INTELLIGENCE:

NO. APPEARING: 40-160
ARMOR CLASS: 5
MOVEMENI"T: I

DAMAGE/Af,TACK:
SPECIAL ATTACKS:
SPECIAL DEF'ENSES:

MAGIC RESISTANCE:
SIZE:
MORALE:

Deserts
Very Rare
Tribal
Day
Omnivorous
Exceptional,

TREASURE:
ALIGNMENT:

A
Lawful Neutral

HIT DICE:
THACO:
NO. OF AITACKS:

4+t
T7
lor2

Yr"fr"fr"if il,l fll;in rmpaler
ll;;:ibititl, 

*2 bonus on all

t0Vo
M (6',)
Elite (13-14)

X.P. Value: 420

Thane 650
Jarl 975
bililrtui' i,+-oo

Psionics Summary:
Level Dis/Sci/Dev Attack/Defense Score PSPs

5 2l4ll0 EWII/IF,M-,MB,TW 15 95

Psychokinesis: Sciences-telekinesis, detonate;
Devotions -ballistic attack, inertial barrier, molecular agita-
tion, rnolecular manipulation
Telepathy: Sciences- rnind l ink, tower of iron wilh
Devolions-ego whip, contact, id insinuation, intellect for-
tress, mind ba6 mind blank

Geran are found primarily in the rocky badlands of Athas.

Most are hardworking, peaceful beings who strive to over-
come the harsh climate of their homeland. Their communi-
ties are orderly and law-abiding. Outsiders are viewed with
suspicion.

B-ecause of the intense heat, geran wear little clothing,
usually just a loin cloth, and upon rare occasions, ornamen-
tal jewelry. when preparing for battle, a geran also adorns
himself with a belfdecorated with the skulls of those he has
killed. The skulls are intended to warn away opponents.

Geran speak their own tongue in addition to the language
of the Gith and Belgoi. There is a lUVo chance a geran will
be able to speak the local Common dialect.

Combat: Geran prefer to use their psionic talents to fright-
en intruders from their domain. However, if the enemy can-
not be scared, the geran resort to a harmful exhibition of
their psionic powers.

When forced into melee, geran typically attack with a
weapon called an impaler. This is a polearm that looks like
a javelin on one end; the other end is capped with a large,
curved, razor-sharp blade. The blade is used to sever vic-
tims' heads to be added to the geran's collection.

If a geran is disarmed, he can attack twice a round with
clawed hands. Each attack delivers 1-8 points of damage.
The geran view such battle tactics as barbaric, resorting to

- ' r / ,

-\=

them only in extreme situations.
While in their home terrain geran blend in with their sur-

roundings so that they are effectively inuisible.

Habitat/Society: Geran live in hillside abodes carved out
of the badlands rock. The homes are simple and usually
house one family consisting of 1-2 adult males, 1-3 adult fe-
males, and 2-8 young.

For every 20 geran encountered, there will be a thane of
5 +2 HD and 100 PSPs. The thane acts as the leader of the
geran war units.- 

If 50 or more geran are encountered, they will be led by a
jarl of 6 + 3 HD, 120 PSPs, and a psionic score of 16, plus one
additional psionic discipline. The jarl is held in high esteem
in geran society and is always guarded by a force of five
geran and one thane.- 

When 120 or more geran are encountered, they will be led
by a high chieftain. The high chieftain has 8+2 HD, has
150 PSPs, and is psionic level 8. He has a base score of 17 for
all psionic checks. In addition to the normal psionic powers
held by the gerans, the high chieftain also has the sciences
of disintegrate andproject force and the devotions of anirnate
object and soften The high chieftain is guarded by a jarl,
three thanes, and 15 other gerans. The high chieftain is also
assisted by a precept that is treated as a normal geran with
the additional psionic talent of cell adjustmenf. The precept
serves as the tribal healer and advisor to the chieftain.

Ecology: Geran are miners and hunters relying on them-
selves for survival.

Geran mines usually are well guarded operations that sel-
dom delve below 50' into the ground. Geran are especially
successful in mining various forms of gems. Gerans are fre-
quently sought by traders and treasure hunters.
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MagiStar 
by Dale A. Donovan 

CLIMATEtrERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 

NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
lflTOICE: 
THACO: 
NO. OF ATTACKS: 
DAMAGE/ATTA CK: 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 
SIZE: 
MORALE: 
XPVALUE: 

Inter ior of Crystal Sphere surface 
Very rare 
Solitary 
Any 
See below 
Genius ( 18) 
Ni l 
Neutral 

Irrelevant 
Nil 
8+ 8 
13 
I 
By spell 
Spells 
Immune to physical attacks 
100% to own school, nil for others 
G (size var ies) 
Fea rless (20) 
6,000 

MagiStars are extremely rare residents on the interior of 
crystal spheres which have "stars" present on them. Not every 
star is a MagiStar. As a rule, there are only eight (one of each 
school) on any sphere that has MagiStars. 

MagiStars are intelligent collections of pure magical energy 
of anyone of the eight schools ofmagery. They a ppear as 
brig h.tly colored fire-bodies with an unusual degree of activity. 
Flares. swirls, and even small energy whirlpools are not 
uncommon near them. Care should be taken by alt on-deck 
persons to avoid being caugh.t by one of these magical 
outbursts. 

Most of the time, the greatest danger of being caught in a 
MagiStar's flare is the possibility of being knocked off the ship. 
The flares possess a degree of physical force , and this fact can 
be to the MagiStar's advantage if unwanted guests approach 
too closely (see "Combat"). 

Another troublesome aspect of too closely approaching 
MagiStars is the occurrence of bizarre random magical effects 
(pertinent to that MagiStar's school) that are noticed by the 
crew of a passing ship (see below). 

The most important fact about MagiStars is that they are 
also "living gates" through the Sphere to the Phlogiston. Since 
they are immobile, spacefarers needn't hunt for a gate. 
Convincing a MagiStar to allow your ship to pass through the 
gate is another matter entirely. 

Combat: When engaged in combat, a MagiStar can use any 
one spell of its school, at a rate of one per round, once a day. 
Unharmed by all physical attacks, including magic weapons, 
only magic spells can harm them. Spells from schools other 
than its own (and Priest spells) will affect a MagiStar 

f 

normally, with appropriate saves. MagiStars save as lOth
level wizards. Spells from their own school are simply absorbed 
by the MagiStar, and this allows the MagiStar one extra use of 
any such spell per day. 

As mentioned above, MagiStars' flares possess a degree of 
physical force, similar to a strong wind on a plan et. A MagiStar 
can produce one flare a melee round, but cannot cast a spell on 
the same round it uses a flare. Under normal circumstances, 
the effectofa flare is identical to a gust o(wind spell , although, 
technica lly, it is not that spell. When a MagiStar wishes to 
prevent a ship from approaching too closely, it can, once every 
to rounds, amplify this effect to be equal to a wind wall spell. 
Both of these e ffects act as if the MagiStar were a l Oth-level 
wizard. Both types of flares have a range of 1,500 yards (three 
tactical hexes). 

In addition to these conscious attacks, any spelljamming 
ship's approach to a MagiStar can cause unpredictable magical 
effects to take place on board. Some possible effects include: all 
magic items onboard that are related to the MagiStar's school 
begin to glow, and continue to do so until the ship moves away; 
a sudden drop to tactical speed . or a jump to "normal" speed. 
via the helm; sudden fa inting spells (save vs. spells to avoid) 
fo r speciali st mages of schools opposing the MagiStar's; or a + 1 
level to any specialist mages of the MagiStar's school for the 
duration of the mage's stay within the MagiStar's area of 
effect. Any of these effects can take place when a ship passes 
within three tactical hexes (1,500 yards) of a MagiStar. All of 
these random effects should be relatively harmless, serving 
more as nuisances than as harmful incidents. T he DM may 
choose from the above examples, or may create his own, 
original, random effects, keeping in mind the idea that these 
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effects should annoy the PCs, not a nnihilate them. 
Only two spells affect all MagiStars equally: di8~J magic 

and anti-magic shell. Dispel magic will. If the MagiStar fai ls a 
save VB. spells, disrupt the MagiStar fOT Id4 rounds. A 
disrupted MagiStar can cast no spells, but any random effects 
and flares contin ue. A disrupted MagiStar cannot be used as a 
gate. 10 ca use all effects of being near a MagiStar to cease, an 
anti-magic shell must be cast about the ship, or between the 
ship and the MagiStar , allowing the ship to leave the area, and 
it causes all ra ndom magical effects a nd flares to no longer 
affect that sh ip. 

Whenever a MagiStar is brought to 0 hp, it is incapacitated 
for I d6 hours, during which time the gate will function. 
Otherwise, a MagiStar can prevent a ship from using its gate, 
by using its flares. Also, MagiStars serve only as one-way 
gates. Since none exist on the exterior ofthe Spheres, it is 
impossible to use a MagiStar to pass rrom the Phlogiston into 
a Sphere. 

Some wizards, or various races, have on occasion tried to 
magic jar a MagiStar. This is normally ratal, since the sheer 
amount ormagicaJ energy that composes a MagiStar simply 
burns out the mage's mind and body. 

It should be stated that even when a MagiStar is brought to 
o hit points, it is not killed (how can you kill raw magic?). The 
MagiStar will regenerate itselr completely in the space or24 
hours, with no other harmrul effects. 

Habitat/Society: Solitary beings, MagiStars are philoso
phers, contemplati ng the movements or the worlds beneath 
them and how their magic school has effected events on those 
worlds. They are intensely interested in planetside events 
involving their school or magic; large batties, mysteries 
uncovered or solved, new items or spells created, etc. This is a 
source or pride ror them, and may make negotiations ror 
passage with them easier. 

As residents living on the crystal sphere, MagiStars are also 
"living gates" to the Phlogiston. MagiStars can communicate 
with spacefarers via telepathy. Passage through the MagiStar 
may be purchased, but the price us ually involves some magic 
item, spell , scroll, etc., related to the MagiStar's school. This 
item is then consumed by the MagiStar. 

As each MagiStar is the embodiment or one school of magic, 
their personalities exemplify the types or mages that choose to 
specialize in that school. Most MagiStars a re relatively 
secretive about the ir specific school or magic, as it is the key to 
their personalities, and is their prime point of pride. 

Abjuration MagiStars consider themselves to be sensible, 
solid, and ca utious in their dealings with other races. 'Ib many 
of the spacefaring races, they come across as cowardly, even 
paranoid. This personality trait can be used to the spacera.rers' 
advantage, but the advantage must not be over ly pressed , ror ir 
abjuration MagiStars reel too threatened, they could panic, and 
blindly attack the ship with flares and any appropriate spells. 
Once they do panic, it is all but impossible to calm them down 
(especially since most ships can't take that kind of punishment 
for too long). 

Conjuration MagiStars have explosive personalities. They 
are short-tempered, overbearing, and often insulting to "less
er" creatures. Spacefarers must be prepared with scrolls or 
other conjuration-related magical items in order to appease 
their host and potential transport ror their disturbance. 

p o L y H 

Another thing spacefarers hopi ng to use the conjuration 
MagiStar's gate must possess is the ability to fawn and grovel 
convincingly. 

Divination MagiStars are introspective, careful negotiators. 
They seldom seek more than information in exchange fo r 
passage. They do have the annoying habit offollowing any 
passage agreement they make to the letter. Space-farers must 
be masters of a carefully worded turn of phrase. 

Enchantment MagiStars are selr-centered and extremely 
vain . They are often over-confident when dealing with others. 
Spacerarers must be willi ng to sing t he praises of any 
enchantment MagiStars if they wish passage. These 
MagiStars especially enjoy the talents of any bards aboard the 
shi p desiring passage. But woe to the bard who si ngs off-key or 
even misses a single note while regaling the MagiSter of its 
virtues. Obviously, playing to their vanity is the key to success 
when deali ng with these MagiStars. 

Illusion MagiStars a re very secretive, not very willing to 
give passage, unless the price involves some important secrets. 
They enjoy negotiating with allusions to some deep, dark, 
secret, making cryptic references to events or people unknown 
to the passengers of the ship desiring passage, forci ng the 
ship's occupants to solve some puzzle or win a riddle contest to 
win passage. 

Invocation MagiStars are greedy and acquisitive. Their spell 
selection allows them to be very confident whenever contact 
with spacefarers takes place. They will sometimes resort to 
extortion and threats of violence if they do not find the price fo r 
passage offered to be substantial enough. 

Necromantic MagiStars a re, naturally, very interested in 
death. They will take every opportunity to view it up close. Not 
much more needs to be said here, except that just about the 
only thi ng these MagiStars a re good for is to eliminate some 
foe irsaid foe was to venture to withi n the MagiStar's range of 
effect. 

Transmutation MagiStars a re ready to converse with any 
passersby, and may not stop for months or years, holding a ship 
"dead" with its magical effects and flares. They are not 
unreasonable negotiators as long as the shi p's passengers are 
willing to listen to the latest events on the t hird world of that 
system's latest fashions, the MagiStar'slatest ideas on the 
theory or transmutation , or the story of the last passersby this 
MagiStar talked to (they still may be there), etc. 

Once contact has been establ ished, and ifthe MagiStar is 
inclined to negot iate, it may temporar ily suspend its random 
magical effects and fla res. Ships desiring passage generally 
stand a better chance of gaining passage if they can lure a 
special ist mage of the appropriate school to negotiate with the 
MagiSta r; this is not a lways an easy thing to do. 

Ecology: Almost nothing is known about how the MagiStars 
came to be, wha t causes magical energy to coal!!sce in such a 
manner, or what the MagiStars' relationship is to the crystal 
spheres they inhabit. One theory, completely unproven, states 
that the stars are the result orthe phlogiston's friction against 
the exterior surface of the sphere. 

Note that not all crystal spheres have MagiStars , but a ll of 
those that do also have an outpoator base orthe Arcane within 
that sphere as well . What the relationship, if any. between the 
MagiStars and the Arcane is unknown at this time. 

o 
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Mosquito, giant by Jeffrey Morris

CLIMA{rE/TERRAIN:
FREQUENCY:
ORGANIZAfION:
ACTIVITY CYCLE:
DIET:
INTELLIGENCE:
TREASURE:
ALIGNMENT:

Wriggler
Any Water
IJncommon
Swarm
Any
Carnivore
Non (0)
Nil
Neutral

Male
Any
IJncommon
Swarm
Any
Carnivore
Non (0)
Nil
Neutral

Culex
Any
LJncommon
Swarm
Any
Carnivore
Non (0)
Nil
Neutral

Anopheles
Any
llncommon
Swarm
Any
Carnivore
Non (0)
Nil
Neutral

SIZB:
MORALE:
XP VALUE:

M (5' Iong)
Fearless (20)
t20

2-24
5
6, Fl 15 (B)
6
15
2
t-4ll-4
Nil
Nil
Nil
M (7' long)
Fearless (20)
420

NO. APPEARING: 3-30
ARMOR CLASS: 7
MOVEMENT: Sw 6
HIT DICE: 4
THAC0: 17
NO. OF AT?\CKS: 1
DAMAGE/AITACK: 1-6
SPECIAL AfTACKS: NiI
SPECIAL DEFENSES: NiI
MAGIC RESISTANCE: NiI

2-20
3
6, Fl 24 (B)
7
13
1
1-8
See below
Nil
Nil
L (9 ' iong)
Elite (14)
975

2-16
3
6, Ft L8 (B)
8
13
1
t-12
See below
Nit
Nil
L (12' long)
Elite (14 )
1,400

for biting prey.
Femal6 uaittr have long proboscises equipped with in-

ternal stylets for seizing piey;the males'proboscises have

no styleis, but males do-have sharp claws on their front

legs btherwise, adult males outwardly resemble the fe-

*il"r of their species. All giant mosquitoes have two

wings, six legs, and compound eyeg-. When flying-, they

.un"hou"r, tafe'off and land vertically, and fly backward

at one-third sPeed.
culex *o.q,titoes have mottled gray thoraxes. Their ab-

domens have black and gold bands. culex wings are clear

and scaleless, allowing them to fly faster and farther than

Anopheles mosquitoes.
Anopheles mosquitoes have brown thoraxes and black

bands on their abdomens. Their legs and proboscises are

iotg", and more powerful than the culex's, and their

wings are covered with heavy black scales'

combafi wrigglers grab prey with their mandibles. If the

victim is smaf or tiny, the wriggler will hold on and try to

swallow it; the victim takes no damage from the mandi-

bles, but must save vs. death each round or be swallowed.

o"ry killing the wriggler or a successful bend bars roIL

wilffree u'oi.ti-. A iwallowed victim suffers 1d6 points

of acid damage each round until totally digested. A wrig-

gler can be attacked internally only wilh small cutting

iu"upottr such as daggers, and then only if the weapon was

in hind when the victim was swallowed, A wriggler's in-

ternal Armor Class is 7.
Males simply slash at opponents with their claws. They

vigorously d-efend the swarm's females and never retreat

or surrender.
Females stab victims with their proboscises. If a female

giant mosquito inflicts six or more points of damage in a

Singte hit, she has grabbed her victim with her stylets and

*iti Uegin drainirig the victim's blood the next round.

Each rolund of blooJ drain robs the victim of one point of

strength and gives the female mosquito one hit point.

When the moiquito has drained as many points of

Giant mosquitoes are a plague to humans and other

warm-blooded creatures. They can exist in any climate or

terrain except in completely waterless deserts. They seek

oot rnu**tiiun blood to produce their yo,ung' A giant

mosquito begins life as a larva or wriggler,then metamor-

prt"J* i"to e"ither a female or male adult (the males of the

[*o tpu.ies described here are nearly identical)'

Wi?gt"rs look like large, aquatic caterpillars. Their

nroua-fi"ads have antenn"ae on the front and compou-nd

"V"t 
to*urd the back. They have long, hairy mandibles



uito iant

Strength as she has hit dice (seven points for a culex,
eight for an anopheles), she detaches herself and flies
away to lay eggs.

Lost points of Strength are regained at the same rate as
lost hit points, either through rest or magical healing.
However, all Strength losses must be restored before any
damage can be cured. A victim drained to less than three
points of Strength falls unconscious. A victim drained to a
Strength ofzero dies.

Many giant mosquitoes carry a horrible disease with
variable effects. The chance that a mosquito carries a dis-
ease varies with the climate: Arid/tropical 25Vo, non-arid/
tropical 50Vo, temperate L|Vo, sub arctic \Vo, arctic IVo. A
creature bitten by a diseased mosquito must save vs. poi-
son or develop the disease in 3d12 hours. A victim can ac-
quire the disease only once during a single encounter
with a group of giant mosquitoes. When the disease ap-
pears, roll 1d4 for the effect: 1. The victim becomes inca-
pacitated by alternating fever and chills which persist for
1d3 days. These bouts of fever and chills recur every
1d4 + 1 months for the rest of the victim's life or until the
disease is cured. During the initial attack, the victim
must make a Constitution check each day or die. The re-
curring attacks, if any, are painful but not deadly. 2. One
of the victim's limbs (determine randomly) swells to four
times normal size and becomes useless. The victim loses
one point of Dexterity, Constitution, and Charisma; if the
Iimb is a leg, the victim's movement is slowed by half. The
swelling and penalties persist until the disease is cured.
3. The victim's eyes and eyelids become swollen, causing
blindness. A cure blindness spell temporally restores
sight (1d4 days), but the condition persists until cured. 4.
The victim's Strength and Constitution drop by five
points and the victim falls into a coma for 2dL2 hours. If

either ability score drops to zero or less the victim dies.
The bouts of coma recur every 1d4 + L months for the rest
of the victim's life or until cured.

Habitat/Society: Culex mosquitoes most often dwell in
urban areas, where the supply of human and demi-human
blood is abundant. Anopheles mosquitoes prefer animal
blood, and usually are found in the wilderness. Female gi-
ant mosquitoes lay eggs every time they drain their fill of
blood-10-30 eggs per clutch. A single female giant mos-
quito can lay as many as 300 eggs in her lifetime. About
two-thirds of the eggs hatch and become wrigglers. Since
wrigglers are cannibalistic, only about one in 10 wrig-
glers becomes an adult. It takes about a month for an egg
to become an adult mosquito. Adult males live about one
month, females live two or three months.

Giant mosquitoes travel in swarms of assorted individ-
uals of the same species. To randomly determine the size
of a swarm, roll once for males and once for females ac-
cording to the entry in the Number Appearing gntryt
The swarms lair in hollow trees, caves, or abandoned
buildings. If the temperature drops below freezing, most
giant mosquitoes die, but some hibernate, especially
wrigglers, who bury themselves underwater.

Ecology: Wrigglers consume fish, insects, and any other
creatures they can catch underwater. Though they will at-
tack and kill anything, the seldom eat creatures they can-
not swallow whole. Wriggler meat is considered a delicacy
in some parts of the world. Adult mosquitoes eat only
blood. In addition to nourishment, females need large
quantities of blood to stimulate their ovaries to produce
eggs. Many insectivorous animals prey on giant mos-
quitoes, inCluding grant bats, frogs, toads, and dragonflies;
giant mosquitoes are too stupid to fear these creatures.



Moss by Gregory W. Detwiler

CLIMATE/TERRAIN:
FREQUENCY:
ORGANIZAfION:
ACTIVITY CYCLE:
DIET:
INTELLIGENCE:
TREASURE:
ALIGNMENT:

Bog Moss Forest Moss
Tbopical and temperate swamps and forests
LJncommon
Solitary
Any
Omnivore
Non-
Incidental
Neutral

Rare
Solitary
Night
Omnivore
Animal (1)
Incidental
Neutral Evil

Swamp Moss

Very Rare
Solitary
Any
Omnivore
Animal (1)
Incidental
Neutral Evil

NO. APPEARING T.4
ARMOR CLASS: 9
MOVEMENT: 1
HIT DICE: 2
THACO: 19
NO. OF AITACKS: 0
DAMAGE/Af,TACK: SPecial
SPECIAL Af,TACKS: See below
SPECIAL DEFENSES: See below
MAGIC RESISTANCE: NiI
SIZE:
MORALE:
XP VALUE:

L (10'cube)
Average (10)
r75

1-6
7
6
5
15
0
Special
See below
See below
Nil
L (10'cube)
Steady (11)
975

L-4
6
3
8
13
0
Special
See below
See below
Nil
L (10'cube)
Steady (11)
2,000

Bog moss appears as a rich green mass of vegetable mat-
ter, usuallyfound in approximately 10' cubes. The crea-
ture nestles in bowl-like earth and rock formations,
making itself appear as a normal patch of moss upon the
ground.

Combat: Unwary creatures who trod upon the moss fall

into the mass of it, where they will be devoured. The bog
moss' digestive juices inflict 10 points of damage per

round until the victim dies and is ingested. The bog moss'

body is more unstable than quicksand; creatures which

fall into its body cannot gain purchase to climb out. It is

difficult to rescue a trappld creature, as the bog moss' di-
gestive juices also consume organic matter, including

ioput and wooden poles. Only chains, metal cables, and

migic might be employed successfully.

Habitat/society: A bog moss prefers to locate where rich

soil is within easy reach. Every spring, each bog moss pro-

duces about a dozen spores which fly off with the wind.

Those landing on suitable soil quickly take root and begin

to grow. As ihe bog moss grows beyon{ a 2' cube, it no

lonler needs roots, and they dissolve. A bog moss does not

collect treasure. However, sometimes coins, armor and

weapons can be found beneath a bog moss-remnants of

victims.

Ecology: Bog mosses eat dirt, other plants-, and any crea-

tures *irirtt fall into its mass. When meals become sparse'

the plant exists through photosynthesis. The moss is espe-

cially fond of ferns.
Bog moss has no natural enemies. However, mages have

been known to seek the moss' spores for use in magical

elixirs and as spell comPonents.

Forest Moss: Forest moss is similar to bog moss. How-

ever, it is more mobile and actively seeks out creatures for

food. Forest moss is sensitive to light and is more active in

the evenings. It is only found in wooded areas, usually be-

neath large trees where there is plenty of shade'

Swamp Moss: This more powerful form of bog moss re-

quires a wet environment. Because so much of its body is

water, it takes only half-damage from fire-based spells-

cold-based spells put the creature in a form of suspended
animation.



Oortling 
by William W. Connors 

CLIMATEtrERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 
INTELLIGENCE: 
TREASURE: 
ALIGNMENT: 

NO. APPEARING: 
ARMOR CLASS: 
MOVEMENT: 
HIT DICE: 
THACO, 
NO. OF ATTACKS: 
DAMAGE/ATTACK: 
SPECIAL ATI'ACKS: 
SPECIAL DEFENSE S: 
MAGIC RESISTANCE: 
SIZE: 
MORALE: 
XPVALUE: 

Comets 
Ra" 
Herd 
Any 
Special 
Low (5·7) 
Nil 
Neutral 

2-20 
8 
12 
[ - 1 
20 
[ 

1-2 (ld2) 
Nil 
Nil 
Ni l 
S (3' tall) 
Un reliable {2·4} 
15 

Oortlings are a pathetic race who dwell on the natural 
comets that exist within the crystal spheres. While the 
oorilings once had a fairly sophisticated culture, they were 
dominated by the mind flayers early on in their evolution. 
Since that time, they have been manipulated and controlled 
by the space faring illithids and kept as cattle. 

The typical oortling looks much like a dwarf. They are 
short, stocky, and noted for their pallor and bloated skulls. 
Within these skulls are the over-developed brains of the 
oortlings. Although they are kept from acquiring education 
or knowledge by their overlords, the oortlings have the 
potential for great intelligence. As a rule, however, the best 
any oortling's brain can hope for is to be the main course at a 
mind flayer feast. 

Combat: The oortlings have had all knowledge of combat 
bred out ofthem by the mind flayera. They will cringe in fear 
from even the slightest possibility of violence. In cases where 
oortlings are in extreme pain or have lost their senses, they 
have been known to bite and scratch their opponents. While 
this attack is fairly feeble , it can inflict some minor damage 
(ld2 points). 

Habitat/Society: Oortlings live on the flying mountains of 
ice and iron that men call comets. They make their homes by 
t unneling into the frozen surface, eventually into the iron or 
stone nucleus of the comet. Their communities are usually 
fairly small by human standards, with only 40-240 (4d6xlO) 
oortlings living on any given comet. Of this number, half will 

be females and young. 
While the oortling culture was once advanced enough to 

construct great palaces from the ice of their cometary homes, 
it has degenerated to a state of primitive tribalism. The main 
reason for this is the domination and domestication of the 
oortling people by the mind flayers. Even at the height of 
their culture, the oortlings had no chance of breaking free 
from the mental and physical bondage into which they were 
thrust by the illithids. 

Currently, the oortlings are a broken people. All creativity 
or curiosity has been crushed from their spirits, leaving them 
a ghastly race of cattle. They are tended and guarded by a 
group of mind flayer "farmers" and then hauled away to sate 
the hunger of the ilIith ids. 

Ecology: Oortlings feed on the ice that makes up the comets 
on which they live. Their systems are able to bt:ea k down the 
ice, ext racting vital nutrients from it and filtering out toxins 
that would kill other humanoids. Only cometary ice contains 
the chemicals they need to sustain themselves, however, and 
a diet of normal water/ice will do nothing to nourish them. 

Oortlings produce few useful byproducts or trade goods 
which other races might be interested in. The sole exception 
to this, of course, are the mind flayers who breed the oortlings 
as human races breed cattle. Some other cultures have found 
that the flu id around an oortling's brain is a useful 
component in the creation of many potions that deal with 
telepathy and other mental powers. 

o 
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Phase fetty by Greg Deckler

CLIMAf,E/TERRAIN:
FREQUENCY:
ORGANIZAfION:
ACTIVITY CYCLE:
DIET:
INTELLIGENCE:
TREASURE:
ALIGNMENT:

Any subterranean
Very rare
Solitary
Any
Omnivore
Animal (1)
J,M,Q
Neutral

NO. APPEARING:
ARMOR CLASS:
MOVEMENT:
HIT DICE:
THACO:
NO. OF AITACKS:
DAMAGE/A[TACK:
SPECIAL Af,TACKS:
SPECIAL DEFENSES:
MAGIC RESISTANCE:
SIZE:
MORALE:
XP VALUE:

1
8 (tentacles 5)
3,8r 1
4
T7
1-10
L-2
See below
See below
Nil
M (4',-7',)
Average (10)
1,400

The phase jelly is a disgusting blob of sickly-smelling

slime. Jellies can be any color lmaginable, but_ a single

,p".i*"" will be one colbr throughout.-Each jelly has 10

tentacles, each ranging from t2' to 18' long'

combat: The phase jelly attacks similarly to a marine

;"^, td tentacles 
"trrptlttg 

from the floor, ceiling,-or walls

of subterranean pu.i"g"r. The jelly has the ability to

;h;; into and oot of *Ua stone, making these attacks

i"*ilt". Alihough the tentacles secrete a noxious mix-

iure that only caus es l-2 points of physical damage, crea-

tures coming in contact with the mixture must save

verses poison at +2 or become paraly-zed'' 
'ilr;ffi;e je11y has a far morb insidious attack form. If

uty-.tii*al,"human, or demi-human remains relatively

,f"'tio""w for three rounds or more in the vicinity of a

hldd"tt phtt" jelly, the jelly will attempt to slowly envg-

i"p"-itr 
"ictim 

a"d phaie 6ack into the stone along witft

the victim's feet. This form of attack adds + 3 to the jelly's

attempt to surprise an intended victim. If the victim is

,rr"prir"a, the attack automatically succeeds. If the sur-

;;iJ;f.iil, the victim can avoid thelelty *itlt a successful

ilu"iurit' check. A victim who is phased into. the floor

with theletly looses 8 hit points per turn he is in contact

with the jelly and its acidic dig-estiv-e juices'

tt 
" 

j"tiy is i-mune to acid and attacks from blunt

*"rporrr. 
"naged 

weapons cause only one-h1tf damage.

Ft*, cold, anl electricity cause full damage. In addition,

electricity stuns any tentacles it touches for 1-10 rounds.

i-initiinor or paiswall spell will kill the jelly instantly

ii ii ir phased *ittt the stone. Spetls such as earthquakg,

iory elrth, rock to mud,, or stunb to flesh will force a jelly

to the surface.

Habitat/society: Phase jelly inhabits the darkest

a"rg"o*, usualiy lurking within the stonework and us-

ing lts hntacles io r"ttr" the vibrations of ppssing crea-

tuies. Metal armor, weapons, and coins can be found in

;h;;i.ility of a jelly, as ils digestive juices cannot handle

these materials. Ttt"r" expelled materials often inadver-

tently create a trap for adventurers who attempt to greed-

ily gather up the items.
it"ir a soliiary creature and will not tolerate the pres-

ence of other phase jellies in its territory.

Ecology: Although the phase jelly can-eat virtually any

type ollrganic material, it is espe9i4lv fond of drow'

Phase jelly has no natural predators. wizards have exper-

imented with the jetly and its tentacles, but have found no

useful spell components.
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CLIMATEIERRAIN:
FREOUENCY:
ORGANIZATION:
ACEVIY CYCLE:

DIET:
INTELLIGENCE:
TREASURE:
ALIGNMENT:

NO. APPEARING:
ARMOR CLASS:
MOVEMENT:
HIT DICE:
THACO:
NO. OF AITACKS:
DAMAGE/AITACK:
SPECIAL AITACKS:
SPECIAL DEFENSES:
MAGIC RESISTANCE:
SIZE:
MOMLE:
LEVEL/XP VALUE:

I
0 (8)
9
7
15
0
n

Embrace, controI water
See below
5lYo
M
Champion (15-16)
1,000

The rusalka (plural rusalki) is the spirit of a drowning victin,

usually a woman, who was murdered. Most rusalki desire

revenge on their murderer, and wilt do all in their power to

gain this revenge. fhis is not always eaqy since the spirit of

ihe rusalka is tied to the body of water in which it was

drowned. Ifthe rusalka is successful in its quest for revenge,

it will cease to be bound to the Prime Material plane and will

be released to rest in peace' As time passes the rusalka's

alignment shifts further and further toward Chaotic Evil'

Ilrus. a recently manifested rusalka will retain some of the

memories ofits former seU. but a rusalka oflong standing is

abeing of almostpurelyChaotic Evil, whose onlythoughts are

revenge on the one who put her here' Male rusalki are some-

times calledVodyanik.
Rusalki retain the general appearance they had in

life, and anyone who knewthem in life should be able to

recognize them. They usualiy appear to be dressed in the

clothing they were wearing when drowned, although the

colors are washed out to a faded, watery green. They have
pale complexions with a greenish tint and long greenish-

blond to green hair, which may appear to have water plants

woven into it.
Combat All rusalki will attempt to lure their victims to

their deaths with siren songs, or tangle the nets of fishermen

and overturn their boats. drowning them in a watery

embrace. The song ofthe rusalka is enticing, and their forms

are beautiful and welcoming, but neither their song nor their

appear:mce have any magical allure. All those seeing a

rusalka, except for the murderer, may choose to approach or

to avoid them of their olvn free will. If the murderer of the

mortal who has became a rusalka sees the rusalka. he must

save vs. spell or be drawn into the rusalka's embrace.
Rusalki become semi-material upon contact rdth air,

assuming human form. They must be in this form to embrace

their victims. Rusalki are AC 0 while semi-material, and can

only be struck by magical weapons (futt damage), or by

normal or magical fue (haU damage). Rusalki can also be

attacked on the Ethereal plane, where they are AC 8. Rusalki

can be turned like regular ghosts, but holy water has no

effect on them.
Anyone who touches or is touched by the rusalka is

subject to its embrace, the rusalka's embrace pulls its victim

beneath the water, causing a victim to drown unless a suc-

River banks/ Shorelines
Uncommon
Sotitary
Any (Usuatty at dawn or dusk. or
in foggy or ctoudY conditions)
None
Hish (13-14)
W (x Rusatka's age in Years)
Chaotic Neutral - Chaotic Evit

cessful saving throw vs. breath weapon is made. the mur-

derer must make this save with a -3 penalty' The victim may

be revived if removed ftom the rusalka's embrace (and ftom

the water) and some means of resuscitation is applied within

five rounds ofbeing drowned. Those who successfully avoid

the embrace must also make a swimming proficiencycheck or

a strength check to break free. lhe saving throw vs. breath

weapon must be repeated each round until the victim either

breaks free, is pulled under. or is released bythe rusalka.

Rusalki can conbol water within 10 feet; they can use

waves to slow movement to 1/4 normal and increase chances

of drowning by 10%.
As soon as the rusalka takes any damage, it will release

any embraced victims, disappear back into the water, and

reappear again 15 feet further out into the take. Any who

foltow wilt be subject to the contol water attack. Those who

follow are slowed to 1/4 normal movement. They must also

make a swimming proficienry check at -2 each round or be
pulled under the water.

IlVhen a rusalka's hit points drop to 5% ofits total, the
rusalka will withdraw to the Ethereal Plane. where it will
remain for 1 year gathering enough energy to re-manifest
in the Prime Material Piane. If the rusalka is pursued into

the Ethereal Plane it can be "killed" there, but the spidt
thus released becomes a true, ftee-ranging ghost, and as

such, it will do ail in its power to seek out and destroy its

original murderer.
Habitat/Society: Rusalki are found in any climate or

region capable of sustaining open bodies of water, but
seem to be more common in ponds, streams and smalt
lakes of the more temperate climates. Rusalki usually
appear within 5 feet of the shoreline, near the spot where
they were murdered, but may appear anywhere in "theif
body of water. They cannot come onto dry land. but can
manifest in water as shallow as 1 inch deep, thus the occa-
sional reports of rusalki who "walK the shoreline or who
sit by the edge of the water.

Ecology: Rusalki do not contribute to the environment
in any way. Various coins and items ofjewelry can often be
found submerged in the shallows or covered with a layer of
sediment near places where rusalki are known to appear.
These items are all that is left ofthe rusalka'svictims, and as
such, increase with the passing ofthe years. I



RUSALKA

CUMAIEfERRAIN:
FREQUET{CY:
ORGANIZATION:
ACIMTYCYCLE:
DIET:
INTELLIGENCE:
TREASURE:
AIIGNIIIENT:

Lesser Rusalka
Temperate shores
Rare
Pack
Constant
Nit
Low (5-7)
0
NeutraI EviI

Greater Rusalka
Temperate shores
Rare
Pack
Constant
Carnivore
Average (8-10)
MxZ,X
Neutral EviI

N0.APPEARING: 1-8
ARl.l0UR CLASS: 8
MOVEltf El{T: 9, Sw 72
HTTDICE: 3
THACO: 77
N0.0FATTACKS: 3 (ctaw/cLaw/bite)
DAMAGE/ATTACK: 7d3 / td3 / 1d4+1.
SPEGATAITACKS: Seebetow
SPEGAI- DEFENSES: +2 save vs fire
MAGICR6ISTANCE: Nit
SIZE: M
M0M[E: Fanatic (17-18)
XPVALUE: 250

L
6
9, Sw 12

75
3 (cLaw/cLaw/bite)
7d4/7d4/7d6+7
5ee below
+2 save vs fire
Nit
M
Fanatic (17-18)
500

Rusalki are fema[e undead who haunt bodies of water in
temperate regions. A lesser rusatka is created when a
femate human or demi-human is drowned by either
variety of rusalka. This new rusalka is then under the
controI ofthe pack teader (a greater rusalka. or the
lesser rusalka with the most hit  points). A new rusalka
retains the physicaI charaCterist ics she had in l i fe. For
exampte, an e[f wou[d be have a Light bui l .d and pointed
ears. a dwarf would be stout and have a beard. In
undeath, the rusalka's skin becomes pa[e, btoated and
sl ightly scaled. Her most noticeabte feature is her eyes,
which burn with green f ire.

For every pack there is an 80% chance that one of
the rusalka wil l  be the greater variety, I f  a greater
rusatka is present, she wit[  aLways be pack [eader. 1n her
true form. a greater rusalka appears much [ ike her
lesser companions, but with tougher skin and a more
intense f ire in her eyes. The true form of a greater
rusatka is rarely seen due to a permanent i t lusion sur-
rounding her. This i t lusion causes the viewer to see an
image of the fairest possibte femate that his or her
mind can concoct, clad in onLy a robe of mist.  True
seeing, a gem of seeing, or a robe of eyes wi[[  at low the
viewer to see the greater rusalka's true form.

Combat: The tact ics of the rusalki vary depending on
whether or not there is a greater rusalka in the pack. I f
the pack consists entirety of Lesser rusatki,  they wit l
hide on [and close to the water. There they wi[ | .  wait
unti I  someone passes nearby, at which t ime they wi[[
attack. Thejr f i rst act ion wit[  be to use their gaze attack
on one creature with which they are engaged in me[ee.
They can use their gaze attack once per day, with the
effect of ray of enfeeblement as cast by a 3rd [eve[
mage. They wi[[  then proceed to attack with their sharp
nai[s and teeth.

If  a greater rusatka is in the pack, she wi[[  [ure vic-
t ims into the water where the others hide in wai t ing.
5he does this through the use of  an audio i [ [usion. a
singing voice so sweet i t  woutd put an elven minstrel
to shame. This song charms (save vs spet[  to negate)
humanoids into approaching i ts source from up to 30'
away. When they come into view ofthe greater
rusalka,  they see her (or rather the i [ [usion) standing

BY MARK TEMPLETON OF OSOUIP

at the edge of the water. Those males not atready
charmed must make another save vs spett,  with a -2
pena[ty, or be charmed as wetl .  I f  unaffected by the
charms, the viewer sees past the i l lusion and retains
free wi[[ .  Those charmed must fot low the greater
rusalka into the water. When the vict im is waist-deep,
the lesser rusatki surface behind the vict im and
attack. As their f i rst attack, both variety of rusa[ki
wit[  attemot to overbear the closest vict ims and ho[d
them underwater unti I  they drown. I f  this fai[s, they
wi[[  use their gaze attacks and engage in regular
me[ee. The gaze attack of the greater rusalki has the
effect ofthe spetl  eyebite cast by a 5th [eve[ mage
using the sicken option. The greater rusalki can use
their gaze attack 3 t imes per day, though mutt iple
uses on the same target have no effect.

I f  a female human or demihuman drowns in the
hands of a rusalka, she wit[  r ise as a lesser rusalka in
six turns unless a remove curse is cast on the body. I f  a
femate dies by means other than drowning, she escapes
the horribte fate. The pack leader eats a[[ those who die
and do not r ise as lesser rusalki.  inctuding a[[ males.

Lesser rusatki can be turned as 5 HD undead. Greater
rusalki can be turned as 9 HD undead.

Habitat/Society: Rusalki are organized into packs of
lesser rusalki ted by a greater rusatka. Shou[d the
greater rusatka die, the lesser rusatka with the most hit
points takes the ro[e as leader. They a[[ watk onto dry
land and await a vict im. The f irst humanoid to have the
misfortune of coming across them is attacked. The car-
cass is then fed to the pack leader. After f inishing her
mea[. the pack leader wit | .  begin transforming into a
greater rusalka. None but the pack leader is al lowed to
eat at this strange r i tua[.

Ecology: No one knows where the rusatki menace
came from. The most poputar theory is that  some gir [
[ong ago insul ted a god. This god caused the gir [  to
fat[  into a r iver and drown, She was then cursed to
return as an undead. The girt  was horror-str icken and
she appt ied the same punishment to anyone who saw
her, thus passing the curse a[ong. Whatever their ori-
g ins,  rusalk i  are unnaturaI  and are not a part  of  the
naturaI ecotogy. I
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Skum by R. Derek Pattison

CLIMAIIE/TERRAIN:

FREQUENCY:
ORGANIZAfION:
ACTIVITY CYCLE:
DIET:
INTELLIGENCE:
TREASURE:
ALIGNMENT:

T?opical and temp er atel
subterranean
Very Rare
Brood
Night
Omnivore
Animal-Average (1-10)
Nil
Lawful Evil (see below)

NO. APPEARING:
ARMOR CLASS:
MOVEMENT:
HIT DICE:
THACO:
NO. OF AITACKS:
DAMAGE/ATTACK:
SPECIAL AITACKS:
SPECIAL DEFENSES:
MAGIC RESISTANCE:
SIZE:
MORALE:
XP VALUE:

2-8 (2d4)
I

6, Sw 15
2+2
L7
5
2-t6lt-6lL-6lt-&lt-8
Nil
Nil
See below
M (4'-6'tall)
Steady (11)
t75

Skum are a race bred by the aboleth from human, demi-
human, and other humanoid "volunteers" as beasts of bur-
den and cannon fodder. Skum, however, do not resemble their
ancestors. They have an aboleth-like tail and four extremely
strong legs, each ending a webbed paw which has two fingers
and an opposable thumb. Each digit ends in a retractable
claw. A skum's body is covered with a clear, slimy, hairless
membrane that is gray-green. While a skum has no external
ears, they are not deaf. In the water, they can hear twice as
well as a human can in air. The creature's eyes are much like
an aboleth's-purple-red and spherical. Having been bred to
function in the underdark, skum have 60-foot infravision.

Combat: The skum are pure fighting machines and can at-
tack three opponents at a time, though they usually choose
to concentrate their attacks on a single enemy. Skum males
have an effective strength of 18 and females have 18/50. Wa-
ter is the skum's natural element, and when in water they
can attack with their bite and all four limbs. On land, a
skum's large, buoyant body is clumsy, and the creature suf-
fers a -2 penalty "to hit" and can use only its arms and bite
in melee. While in the presence of an aboleth, skum fight un-
til they are victorious, slain, or ordered off by the aboleth.

Skum can be trained to use weapons, but only awkwardly;
a skum fighting with a weapon suffers a -2 "to hit" penalty.

A female skum can carry as much as a heavy warhorse in
water if the load is strapped to her back. Males can carry as
much as a medium warhorse. On land, a skum can carry as
much weight as a human with the same strength. A skum's
limbs are designed for fighting, not carrying, and they can-
not haul loads very far by holding them in their arms.

Habitat/Society: Skum are the end result of at least a mil-
lennium of genetic manipulation. They no longer resemble
humanity in body or mind. The aboleth have removed what
they regard as unnecessary parts-vocal chords, lungs, exter-
nal ears, hair, hands, etc. The aboleth added what features
they thought would be necessary for their servants, such as
the tail for swimming and claws and teeth for fighting.

Most skum who still are controlled by the aboleth have low
intelligence, but some have been bred to be even less intelli-
gent; some individuals have only animal intelligence.

skum tend to be as coldly logical as their limited intelli-
gence allows. They have almost no emotions. They communi-
Iate with their aboleth masters and with each other through
a limited form of telepathy (range 30 yards) that allows them
to understand simple commands. skum telepathy does not
allow communications with races other than skum or abo-
leth, but true telepaths can communicate with skum freely.
skum minds are very susceptible to mental domination.
They get no saving throw vs. the aboleth's enslauement
power and save vs. all other charms at -4.

Ecology: Skum breathe through the skin, but their outer
membranes must be moist to do so. A skum out of water can
breathe normally for half an hour before drying out; after-
ward, the skum suffers 3d4 points of damage each turn until
it dies or returns to the water to rehydrate its membrane.

A skum female lays one egg at a time, after a gestation per-
iod of about six months. The egg must incubate on land for
four to six weeks, and the female usually buries it in sand or
otherwise hides it. If possible, the parents remain nearby to
guard the egg. once hatched, the baby skum is nursed like a
f,n-ut infant and reaches maturity in three years. Skum
can live to be about 30, but most die in combat or from abuse
much sooner than that. only about 257o of the eggs laid ma-
ture into adults.

skum have no natural enemies, but most land dwellers in
the underdark despise them. A skum unlucky enough to !9
captured by drow or duergar is in for a long and painful
aeatn. svirfneblin usually take pity of skum captives. Kuo-
toa are not known to hate skum, but no skum servant ever
has been observed in a kuo-toa city.

skum will eat anything they can catch, and the aboleth are
not above letting them scavenge.

Although the aboleth cannot transform captive humans,
demi-humans, or humanoids into skum, they can change
them so that their offspring will be skum. This practice has
set many lurid tales circulating in the underdark.





Telexian Vine by Eric Sanko

CLIMAIrE/TERRAIN:
FREQUENCY:
ORGANIZAf,ION:
ACTIVITY CYCLE:
DIET:
INTELLIGENCE:
TREASURE:
ALIGNMENT:

Any non-arctic or desert
Very rare
Solitary
Day
Omnivore
Average (8-10)
Nil
Neutral Evil

NO. APPEARING:
ARMOR CLASS:
MOVEMENT:
HIT DICEI
THACO:
NO. OF Af,TACKS:
DAMAGE/A[TACK:
SPECIAL Af?\CKS:
SPECIAL DEFENSES:
MAGIC RESISTANCE:
SIZE:
MORALE:
XP VALUE:

1
8
0
4+4 (main stalk) 2 (each root)
20
1
T.4+I
Entangle, spells
Camouflage, spells
25Vo
M (5' tall)
Average (9)
385

The telexian vine is a malicious and dangerous plant

which is capable of speaking and fighting. It_ produces an

addictive, srreet-sm"ilittg fruit and deadly blossoms. The

vine has a complex system of 8-24 roots that stretch u_p to

26' away from the plant, camouflaging- themselves

against th" groottd. Mbre roots extend 10' deep into the

earth, anchoring the telexian vine.
if," plant boalts one large_ stalk that hosts its mouth

""a"yfr 
and,2-4 smaller stalks, all dark greel and all re-

sembiing corn stalks. In addition, each plant has numer-

ous wire--thin vines that snake up to 60' away from the

plant to search for water. These feeler vines are typically

io""tua with beautiful black flowers and are very sensi-

tive to vibrations, acting as sensing organs for the plant.

combat: Tblexian vines usually wait for their prey to

come to them. The evil vines sense the approach of crea-

tures through the wire-thin feelers and will release a fra-

grant ,cenfto catch potential-victims' attentions. If the

iine believes a creatri.re intends to eat its fruit, it will do

no[fritrg, waiting for the fruit to take effect. However, if

the creator" app"urs suspicious of the plant, t_h". telexian

vine will attempt to enfangle its target, with its feeler

vines and strong roots. Any creature within reach of the

vine has a1y7oJhutr." to become so entangled. Entangled

creatures must make a successful bend bars roll to break

free or be cut out by another character who is not entan-

gled.

special Abilities: The fruit of the telexian vine is addic-

ti^ve and contains a special, mild paralytic poison. Any

creature eating the fruit must save versus sp,ell or become

ch,arrned.bv the plant. creatures so charmed walk numb-

iv io the vine's main stalk, which usually eats them. Tble-

"iun 
vines do not devour all human and demi-humans

who eat the fruit, however. commoners and non-spell

casting adventurers are frequently kept argun$ as slaves,

their l6yalty insured by their addiction to the fruit. These

slaves perform errands for the plant, such as acquiring

food, water, and-if possible-magic items, some of which

the plant can employ. Tblexian vines can consume potions,

and often do so to aid in their capturing other, useful vic-

tims. The slaves are also used to lure others to the plant,

sometimes in elaborate ploYs.
The telexian vine is especially fond of eating spell-using

creatures, humans, and demi-humans' as it is able to "ab-

sorb" all 1st and 2nd level spells held in those victims'
memories. The plant can retain up to L2 spells of each
level, Iosing a spell when it uses one to attack a target or

to deiend itielf. It "casts" these spells as if it were a 5th
Ievel wizard.

Habitat/society: Tblexian vines prefer temperate cli-

mates, although they can handle some extremes in heat

and cold. Theyare usually found within 10 yards of a con-

stant water source, such as a pond or stream. A few vines
are mobile, having charmed slaves who will transplant
them to different locations as the plants desire. one vine

was reported to be planted in a large wagon, with slaves

moving it around from place to place. Tblexian vines k!"p
their treasures buried beneath their main stalk. The

vines are especially fond of collecting magic items they

can use, particulariy potions and wands it can wield with

its roots.

Ecology: Tblexian vines are capable of eating virtually
any plant or animal, although they prefer the flesh of

demi-humans. They reproduce through the aid of slaves
who carry seed pods to other locations, plant them, and
tend them until they start to grow.

The vines are sometimes sought by adventurers who

use the fruits for spell components.
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