






FIRST QUEsT
PART ONE

Information for running the adventure

This intbrmation is for those who are familiar with the EDEANCED
DUNGEDNS it DRFLGDNS1?‘ Fantasy titdventure Role-Playing Game.
Those who are not familiar with the game will find rules for it {and its sister —
the DUNGEONS it DRAGONS-E Fantasy Adventure Role—Playing Game}
in games shops and good toy shops everywhere. It is not presented in the same
way as in most adventure modules but is simply a structune to allow you, the
DIM, to create an adventure that follows the storyline told on this album.

DM’s Introduction to Part One
In Part One the party will be continually harrassed by the minions of the {lid
Gods (Shades) as it makes its way across the Fenial Fields and follows the River
Ctsgorrim upstream to the Goblin Kingdom in search of the Entrance to the
Underworld. Legends tell that the Chalice can be found by passing through the
Entrance to the Underworld, and local enquiry [in Gorrim and beyond] will
reveal that only the Gnomes ltnow where this Entrance is. In order to gain the
Gnomes’ trust the party will have to vanquish nests of Xorn who have been
gradually forcing the Gnomes out of their underground homes. Unfortunately
{for the Hobgoblins} the Entrance is io the middle of a Hobgoblin Kingdom—
although there are 250 of them, a quick party may only meet a few. No scale is
shown on the map — it is only a rough representation of the lands crossed.
From Gorrim to the Entrance to the Underworld is many days travel.
Similarly, the caravan is not listed as the party may meet it whenever you feel
they need aid and succour.

Along the way the party will he ioined by monlts and elves [see NPC stats — you
will need to be familiar with the monks‘ amazing attaclt abilities and to list the
elves’ spell hooks}. Each night the party will be silently attacked by Shades —
there will always be 6 Shades in theattacking group no matter how many where
killed the previous night.

Treasure: The Shades have no treasure, and the Xorn and I-lob-goblins have
the normal treasure to be found in their lairs.
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First Quest is an adventure for a very ltigh level party. Even with charucte rs ol'
15th level and better, players are going to find it clilficuit; consequently they
may wish to use one or rnorc ofthe characters set out below. {When allowing
those eitaracte rs to select their magical arsenal use your iudgenient as to what is
or is not reasonable]. The information presented here is only the outline you
will need to run the adventure, be lore play can start you will have to he sure you
are familiar with the stn ry the album tells and ha ye a strong sense ol' the
forhidding and grim atmosphere ofthe plot. Similarly. you will have to he sure
you understand the various monsters that will he encounterrtl [particularly in
l'-‘art Two}. You might not have all the reference works quoted l'rt|m, no truly
have to flesh out some of the mooste rs from the stat istics given. ‘ill-‘hen doing an
remember that they are meant to he powerful and prubaliiy have tnany innate
magical abilities.

Monster Roster for Port (Inc
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NPCs for Part One
Monks 5 | as M12 ta 5:2 4-is LN st — lo PHB
lflbloodg-uarclll _
Elves 3 -2 J2 lilflr-"M.l_-‘ll var var var NG M — 12 PHB

* each to he armed with at least one +2 weapon
* each to choose protection so as to be ACE or better
* each character to have a single additional magical item -[not
artifact) of choice

* spells to he chosen by player
* Ranger‘s followers not on this adventure
* Pa|adin's warhorse will go as far as the Underworld only
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FIRST QUEST
PART TWO

DM’s Introduction Part Two

Part Two of the adventure is a complete contrast to Part One, involving a
traditional dungeon exploration. The numbered areas of the map are occupied
with either traps or monsters and are referred to in the notes below. The map
shows tunnels and corridors leading away from the main route but there are no
monsters or traps listed for these areas. You can either ignore them by leaving
them blocked off or let them lead to traps and encounters of your own devising.
There are quite likely to be Fire Giants around somewhere and it would he
surprising if there weren’t a fair smattering of golerns and elementals too; they
could even lead to other adventures, D l-3 or Q1 perhaps.

The Entrance to the Underworld is through the ‘mouth’ of a rock formation
that looks like a face {the Gnomes will have given explicit instructions}. As the
mouth is approached the land becomes barren and the air is so thick with a sense
of evil and horror that it can almost be tasted. Inside it is pitch black —- torches
and lanterns illuminate only half their normal area {spells work as normal]
—and the sense of evil is very strong. Clerics turning undead do so two columns
to the left of normal on the Cleri-cs vs Undead table.

It will be necessary for you to prepare this section carefully as the monsters arc
very powerful and many have spell abilities that should he used to their
advantage. It is also worth studying the general abilities of the classes some of
these monsters belong to (cg daemons]. It is not meant to be a cake-walk!

Spells: the spell abilities of the monsters and NPCs are given as references to
the numbers the spells bear in the PHB. First the level number is given
followed in brackets by each spell currently available. ‘When the reversed form
Di‘ E 5Pt.'11 has heen learned it is marked with an “. So, for example, a character
with Cleric abilities that has learnt darkness [reverse of the first level spcll
light} and hold person, would have his spell ability shown as; ]{?*_],; 2|[5},

Treasure: All the monsters in this part of the adventure arc in their lairs and
have the normal treasure allocation.

Monster Roster for Part Two
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Encounter Areas in Part Two

1 Charon the Boatman
Charon is not a foe. He will transport the party to and fro across the river so long
as they pay his price (MMII p-25}. If the party choose to fight him the
Hydrodaemons lurking in the river will loin in the fun.

2 The Gates
These are modest iron gates, each s’ wide and 11]’ high, which swing easily on
creaking hinges. They are not locked and may be climbed. Carvings on the
stone surrounds act as a symbol of hopelessness {PHI} pill]

I The Living Dead
This is a straightforward light. Once all the party have passed the Gales, Ky utts
will distract them by letting his Sons attack and will cast spells from the
shadows. Recommended spells for Kyuss are: i[2t2, 5*, rt, '.l*tt2, l11t2, I2};
2[5:t4, ft, 'i:t2,Btt2);3-[1, 2*.tt2, 4*tt2, -tiitll, ll]tt2]; 4{l*tt4, h*ir-‘l, 'l""J; ‘ill, 1", 4",
51:2, 9*, 10x2), 6{2, 3x2, o*it3); ‘Fist-pain,=l—me:r;t:o-daemon}.

-1 Wandering Monsters
This small labyrinth is the home of several Dactnuns and rt. group tti'H|,1rclrr!t. it
is inevitable that the party will meet at least one ofrhe iiaetnootr and the noise ol'
the fight will inevitably attract the others.

5 Hall of Spiders
Another straightforward fight. lipossihlc the s|1i|.ier1 will wail ulttli the party
are all ill the to-nt|‘| licfutt- sttttlittg the |l1|a.t'lt.

It Dragon Pttssuges
Ht least one of the llragtltts will I1-r at ltotttc when the party atrtvrlr lttti liroar
that aren't there will soon retttrtt,

'i' liluttm of Pools
The pools are tr dangerous 1 rap. I i tiny l't '. or N l't I rltoultl look lrtlo rt pool. larrt
ol'dcur.l friends and relatives will he seen. 'I'ltr l‘t lot N l't '.1|1.t|i| .'s'av-r vr Spells at
-4 or tiivc in and be ttupprti. ihrly tr tlllprl evil It-pril can II“-'i." 1hr rltlrlrtrt

ii Magical Portal
Between the Room of Pools and the cave which has the Hook of Never Ending
Spells there is a Magical Portal. On it are carved three heads — one of a
Daemon, one of a Spider and one of a Dragon. These must be touched in that
order (the order in which these monsters were encountered by the party} for the
Portal to open. Any form of ‘information’ spell used sensibly Eaugury, for
example} should help. If touched in the wrong order the party is transported to
the cave mouth and back in time to the precise moment they first entered, but,
sadly, without recovering any hit points of damage.

9 Book of Never Ending Spells
This wondrous book contains spells that do not vanish when read as a scroll,
and the book states as much on the cover. As with the Book of Infinite Spells
the spells must be read in turn. The first one is a spell for opening the doorway
to the Chalice. Upon uttering this spell, the whole book crumbles to dust. Once
the spell is spoken a doorway th rough to the chalice appears and can be opened
without difficulty {if the Book is removed from the Underworld before this
spell is uttered then the Book does not crumble and it then acts as a Book of
Infinite Spells; the doorway to the Chalice does nut open, either}.

ID The Chalice
The Chalice is hidden in a Prismatic Sphere which is in the centre of the room
and is guarded by 4 Carnbions who stand motionless until any member of the
party touches the Sphere in any way or attacks them. Suggested spells for the
Cambions are: llfldtt 3, 23); 2|jl5, 21 1|; for each and 3(=l=, I 1, 19*, 21) split between
the 4 of them. Their characteristics are: S135“ I15 ‘W14 D16 Cl? Chill
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