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QUEST FOR THE FALZLitwOUD

SCENARIO:

You are oalled Athelfrogg the Agile, a freelance Master Pilferer with a modest
reputation for bold and clever thievery. You have alge had noxe tvaining in using a
awexd azd i nlnor thausaturgy, which has saved vour okin on more than ono occaslon
¥hea stealth fMiled you. &t the prenent tine, hoevox, your strimyg of siccessen seonn
te O at an end, for you slt none too coxfortadly ‘on the cold, kut.floor of a dark
undergzound cell.  Your mizzlitn had boon to ateal a valuable gom from the woird toWer.
ol Tormag, the Archmage of iuhe, a task for shich your anonynoun employer had offoroed
3 very hapiscxe rewand, Urfortunately, after working your way past all the traps and
guandn in the tewor, your theft was intetrupted by the untinely arrival of the Archmage
hizselfl whe.stunned you into unccnsclaisness with a single word of Povwer., T

Yeur rusings upon your unkind fate ond as you hear footstops approaching in the
corridor cutside your cell. With a rattling of keys and a few muttered words, your
cell dcor swings open, flooding your cell with the bright light of Tormag's staff as
the Archmage enters with an usly one-eyed troll at his side. Your spirits sink evon
lower, if that were rossidle, when you notice the brazier of glowing coals and red-hot

tongs borne by the troll,

"Hegained your wits, have you?" asked Tormag with a small grin, "Perhaps it is now
time to learn your nane and what you sought in my humble abode. D'tan hero enjoys that
sort of question game, though he 1ikes to work too hard at getting truthful answers."
The Archmage signalled the troll with a wave of his free hand, and D'tan extracted the
€lowing tongs from the brazier with a loathsomo grimace (as closo as he could come to
a cheerful smile), and lumbered forwxard with the smoking iron.

"tn the other hand," said Tormag as he halted the troll's progress, "such sport may
not be necessary, despite D'tan's disappointment. You did do rather well to avoid the
guaxds and devices and to reach my chambers undetected, and I may be able to make use

of your ablilities myself.™ Tormag gesturoed while muttering an incantation, then said
At the first lie, I shall turn you

*I have cast a spell to detect your very thoughts,
over to D'tan's not~so-tender mercy and delight. Now then, if I spare your life unharmed

and promise to set you free, do you agree to undertake a mission for me?”
Fear scems to have deprived you of your voice, but you quickly nod assont, vigorously,

Tormag smiles again, a curious smile of smug satisfaction. "Then listen well to my
tale, young Athelfrogg, and you shall learn of tho task you nust perform. The tale
begins several centuries ago in a far off land where I loarned, quite accidentally, the
location of the legendary Staff of Fazzlewood, said to possess rare powers of the arcane
arts. I naturally followed the clues to its location and found it in an ancient crypt
in the land of Kowloon,

"Now there dwelt in the land of Kowloon another wizard named Felspel the Necromancer,
an evil nemesis who had long been my rival., Years before we confronted oach other in
a duel of magick, but neither could prevail over the other., As fate would have it,
.Felspel must also have stunbled onto the secret of the Staff of Fazzlewood at the same
time as I, and arrived while I was in tho crypt. As I emerged from the crypt, he took
ne unavares and took the staff, then imprisoned me helpless in a vault of the cxypt.

wSeveral years later, I was rescued from my plight by a hopeful apprentice who followed
ny trail to the cxypt. After recuperating from my ordeal in secret hiding, I exacted my
revenge by surprising Felspel, imprisoning him in the body of a Burak-beast, and regaining

‘the Staff of Fazzlewood.



“After studying the ataff for ssveral yearas, 1 learned that its value wana highly
exaggeratad, and net at all warth the troudles it had cont mo. It doon posnons nome
rare powers, it of a rather escoteric nmature, nuch as elixminating atepe 3 through 8 of
the eloven axeane stopoe heodad ¢ turn gold to lead., I thought the anttor snded oven
LT Pelspel should ezcape his shanbdbling prieon since ho too know the nature of the staff,
To ay surprise, Felspol did oscape and hired a gang of thioves and brigands to steal the
3%all from mo. Thay succeeded desplic loging half their number, and in the process
stole overything they could carry, ani interrupted several important arcans experiments

in pogress.

“Mturally I hunted the brigandc down one by ono and regained mont of what thoy had
taken, except for the staff. After tending to othor matters for several score of years,
I procured the sorvices of a group of dayring adventurora to regain the staff, Half of
thea returned with the ataff and an impressive collection of rightful plunder for their
effarts. 1iater I heaxd that Felspel ambushed the survivors and stole. their piundor,

“Thus it went ovor the next ceatury, with Felspel sending larger and stronger mxango
of cutthroats to oteal the staff and then I sending noble adventurers Lo rotrieve the
staff, The staff itself was not important, but possession of the staff becane a. mattex
cf pride to both of us. Eventually it got out of hand: thes succession of xaids and
rescues was turning both of ocur dwellings into shambles and grieviously interfering
®with our respesctive magicksl researches. Worse yet, we found it increasingly difficult
to obtain volunteers to obtain the staff as word got out that even survivors usually hnd
shart life spans.

"In the course of the last century, Felspel ard I have therefore svolved certaln
limiting rules by taclt agreement for our contest over poassesvion of the Staff, Firat,
I can send only ons person, a person who Will not pose any substantial throat to
Felspel hinself, which in the present case is you, Froggy. In return, he mugst permit
tho possibility that a single person can steal the staff without extra-ordinary abilities.
This means you will have to use your wits, tut the Staff will be in his quarters ani you
can find it without doing undue damago to the promises. When you find the Staff of
Fazzlewood, you can identify it as being about 6 in length, carven from the heart of
cherryvwood, and topped with a knob of gold molded into the shape of a nude maiden.

"You are fortunate that I recontly learned, at soxe expense, that the craven Felspsl
will be absent from his quarters for one-half hour on tho morrow cavorting lewdly with
a cartain water-nymph., This is an opportunity for you to steal the Staff, but you must
find 1t and depart before Felspel returns from his pleasures, If you axre there when he
returns, he will capture you as easily as I did, and you would prefer D'tan's treatment,
I'm sure, to the foul necromantic experiments of Felspel, You can recognize Felspol,
should you: tarry too long, by his palq withered visage, black xrobe adorned by a single
groy crescent moon, and his left hand scarred from his encounter with the Slime Creature
of Sibarrah,

*I can tell you naught of the design of his cave d#elling or of what you aight neet
therein, for he changes the design and defonses after each rald, as do I myself. All I
know is that he has a small band of ogres guarding the entrance to scare off common
riffraff, I will give you one item to assist you and to glve you as much time as possible:
a Talisman of Hoaing I made which will telesport you back to me when you have found the
Staff, It is activated by the, words "ROTPME TAEVAC", so romember them well,"

That night you study some spells suggested by Tormag before going to sleep. 1In the
morning he returns to your cell with all your possesalons. While you prepare, Tormag
consults a crystal ball for long hours, Finally, at mid-morning, Tormag looks up,
gestures at you with a swift incantation, and you find yourself teleported to a hillside
near a cavernous opening. You ave near the entrance to Felaspel's quarters....



CHARACTER SHEET

Namns  ATHSLFROGG the Agile
Human, FN-4/ wu~4/ T-8, 24 HP 4
Sharacteristicn: Str: 15 Abiliti@q:Cpcnylocks=.....65%2Iry once only) Saving Throws:.

Ints 14 Ramove traps ... 604(Try. once only) 2oison: 10
Wisr 9 Pldpocket ...... 655 o Wands: 11
Uon: 13 Hove cilently .. 654 Stone: 11
Dex: 16 Hide in ghadows 555 Dragons 13
Chr: 10. ‘Hear nolse ..... 1-4(16) ‘Spalls: 12

‘climo normal ... 6% slipping/turn
Read languages .. 205
Movement rates: #alking climoing
}{Ol'mé\l noyanent i__é,("n:‘f o e 0eie 12 oo .';
Movinr gilently or in shadows 9 ... 3
:Moving sllently & in shadows D i.e € |
Sombat Jonus: for atiacking silently from bshind: 4 to hit roll, triple normal damage.

Magic Spells: (Player may substitute one lgt level spell froa Creyhawk for any other
1st lovel spell listed bolow)

1st Zevel: Detect Magic: May be used as an arez spell, which will indicate all items

of a mugical nature in a room out will not indicate the particuler
nature of the onchantments, or mcy oe used on a particular item, which
will reveal the nature of the nagic or encnantment, if any, of the itenm.

<harm Person: ilay be czst upon & man-sized humanoid., If the victin falls
to make hig szaving throw, he «ill like, trust and want to help the caster,
The victin will still act rationally. =Hange 120'; duration min. one day.

Magic Missile: Sends one magic arrow at target doing 2-7 pts damage, Roll
for striking target as a normel missile. Range 150°,

Ventriloquism: The caster may project his voice to appear to come from any
object within 60'. Duration 6 turns, caster may move after first turn.

2nd Level: Strength: raiges the character's strength to basic 18.
Pyrotechnics: Creates a fiery display or a great deal of smoke as the caster
chooges. Casting requires a real flame, and the sizo of the effect (up to
an area 60* x 60') depends upon the size of the flame, Range is 240';
duration of effect is 6 turnms.

Itens Carried (location):

Weapons: Sword 1 (scabbard, left side)

Dagger 2 (shcath, right side)

Garrotte (belt, front): a 4' cord used to strangle victims, Must attack
silently from behind successfully to use. UDoes l-B pts of damage per
turn after initial hit and prevents victim from shouting. Victim must,
of course, have a bare neck to use garrotte. Victim may resist after
the first round by striking at -4 on hit roll, any hit breaking the
stranglehold,

Blackjack (belt, front): Must attack silently from oehind successfully, Does
1-6 points of damage and victim may be knocked unconscious: 90% if 1lst
level, 80% if second, 70% if 3rd, 60% if 4th, etc.. Victin's head must
be bare to be used, Monsters with haxd heads (most of them) subtract
20% from the chance for unconsciousness.

Magic Items: Bracers of Defense, AC 2 (on wrists)
Potion of Sleeping (in pouch on belt): Anyone drinking will fall asleep
for 1 hour,
Tormag's Talisman of Homing (on chain around neck)

Other Items: Lockpicking Kit 2 in pouch on belt)
Flint and Steel (in backpack)
Iron Rations (in backpack)







GENERAL INSTARISTIONS T DUNGBUNNASTENS!

The notes to each arca of the dungeon are divided into two parte: firat do an introe-
ductory passeaph o bo road to the player deserlblng thoe area, and the second part.
containa instmuctions to the DN for hamdling (alnong evaxry option avallable to tho
player. Anything in quotation marks in the DM notea should be road to a playoxr who
has chosen that opticn. If players ask any quostlions concorning room demcxriptions not
covered bare, make up soaecthing appropriate, Try to handle any othor quoations, tut if
any arises you can't answer, ask a tournamont master and give the player oredit for tho
tine used geiting the answer,

This dungecn has a real tinme linit of § hour. You will be reminded to check the
time remnining at the ond of each area, and you should give the player a general idea
of how auch time he has left., Warn the player when only ons ninute remains:in the half
hous. At tho end of the half hour; stop all other actions and turn to the section
FELSPaL'S RETUAN for instructions (unless the player has left the dungeon). Remambox
to slve the player credit for any "tire-outs™ while you got necessary answors to
questions froa the tournarzent masters. If you can ansWer-a queation yourself, the
player gets no "time-out™, and you should try to answer all questions yourself,

Use a PLAYSER SVALUATION SHEST for each player. As the player goes through the
dungeon, check off or circle the points for each action. taken by the player. Circle
211 points that apply in a given area. Mark the time startad on the sheet, note any
time—-cuts, and mark the end time. Don't allow players to see thg shest, but you may
tell a player his score at the end. Turn in the sheets to the tournament nmasters,

NO MAPPING IS ALLOWED, If anyone tries to map, ask him what Athelfrogg is writing
with (he has no writing implements)., A player loses points for irying to map == he
should know better, )

INSTRUCTIONS TO BE READ TO PLAYERS PRIOR TO THE START OF PLAY:

»This dungeon has a 4 hour tine 1limit in real time. I will note the time we begin
and the expedition will end exactly one half hour latex, so act accardingly. '

"As you reach each area of the dungeon, -you will be ‘given a map of the area on which
to move your figure. The floors of the areas are marked -off into squares 5* by 5' for
novement purposes only. You must. physically move your character on: the maps from square
to square. Your movement rates are stated on your player sheets, If you have combat,
you may roll your oWn die and I will tell you if you hit or:miss. ‘

"Hive you read the Scenario shesets? ’

"Do you have any questions? ,

"As Athelfrogg, you have spent the night as Tormag's guest. Are your preparations
conplots and ave you ready to proceed?” (To DM only: At this point the player must
inform you if ‘he wishes to change: any spells or if he is writing down the words to.
operate the Tdliswan of -Homing. Tormag Will not give him any other oquipment. When
the player announces he is ready, TAKE THS SCENARIO SHEETS from the player. He may
have ‘them back at the end of ‘the expedition, but during play he must rely on his memorxy.
The ‘Player zay keep his Character Sheet.) '

‘mNow Tormag casts the Teleportation Spsll and you are on your wWay, You naterialize on
.. barren, rocke-strewn hillside in an unfamiliar area. This is what you see..."”

{(NOTE TIMR STARTED, TURN TO AREA "A" AND GIVE PLAYER PICTURE OF CAVERN ENTRANCE)






Ao CAVERN ENTHANCT

Nond to playor: "fou ars bohind a boulder on the right side of a 40' cavern opening
in the hillalde, Cauticunly pearing arcund the  bouldor, you ses. the
cavern oxtonds tack 30' to a 5° wids passageway leading deepor into the
hillaide, A eingle ogre guard clad in chainmall sits on a boulder in
tho center of the cavern about 10° oack from the front opening. The
ogro watchos the .opening ard tho sloping hillside in front of the opening
and carries a huge club in his hand, Beside the ogre is a brass gong.
Fron the pasnagaway to tha rear of the cavern you can hear occasional
ogro voices, but they are not approaching,*

DM: Tha ogre guard will investigate any noiss befors alsrting the other ogres, walking

towaxrds the nolee. Thus »

1. the VENTRILOQUISM apsll, if used, will distract the ogre and Will mask any
slight sounds of movement bshind him. The player, if moving silently, can
creop through the cavern undetected —— no roll for discovory unless he is.
Walking normally,

2. a THROWN ROCK (there are many handy rocks) to the other side of the opening
w11l distract the ogre into looking the other way. The player must roll for
noving silently to pass undetected.

3., a SIESP 8PELL automatically puts the guard to sleep, but the player must have.

substituted the spell for one of the other lst level espells prior to play.

a player may try to sneak through moving silently and hiding in shadows, but
mugt roll for discovery each turn of movement. Once he is behind the guaxd,
roll only for moving silently (since the guaxd couldn't see him anyway).

5. the player may ATTACK the ogre:

a. To garrotte or blackjack, he must sneak behind the ogre first, then roll
for moving silently to attack from behind, If the ogre is distracted as in
#1 or 2 above, detection is as specified there., If the character is detected,
the ogre will turn around, making either weapon useless,

b, the character may strike with his sword from behind. Detection is as in "a".
If dotected, the characier gets no bonus for attacking silently from behind,
but fights normally. If not detactad, the player gets one free strike from
behlnd before the ogre turns aound.

¢. Normally, a frontal assault with sword, missile, or dagger. This is the
worst choice a player could make, and he deserves the results,

If the ogre detects a player, or if attacked frontally (or if the player attempts
to talk to the ogre), the ogre first strikes the gong, then immediately attacks
the player. Note that if tho ogre has been distracted and has walked away from
the gong, he cannot strike it until he moves back. The ogre can shout for help
(but not if being garrotted) with a 50% chance of being hoard,

The gong, or shouts for help if heard, bring ogres #1, 2, and 3 through the
passageway to help him. (The other ogre remains in the ogre den "B" waiting by
the entrance ready to bash anything that tries to enter,)

Conduct combat using the COMBAT SHEET. Ogres Will attack 3 at a time if in
the open, or 2 at a time if the player is against a wall,

Notes CHARM PRRSON will not affect the ogre, and there is no fire to use PYRO-
TECHNICS. Elther spell is used up if cast, however, and the guard will hear
the spell being cast on a roll of 1-4(DS),

MAKE SURE that the player moves his figure physically over the map to show where
he is going, CGet the player used to the system right away, '

The passageway leads to area "B"

CHECK TIMZ






Real to playert  “You enter the $' wide masagenay and follow b an 1t n 107, thy
(3f unletected) turne to the left fur 10° and openn to the right into gml’nréo :jl\::g:r
approximately 35* by %0'.  You oere to the leoft side of the chanber a
large fixe pit with a Blaring fire. Ovor tho fire Lo.a long apit
roasting an iniistinguichable humanoid body, One ogre- As turning
the ppit plowiy and tending the fire, Thare are ) othor ogres in
the ‘chamber, nquatting on the atono floor to your right and drinking
fron skull cups in great gulps, You ooe a largo keg of alo with an
opon top sitting on'a esall bouldexr about 5' t0 the loft of the
entrance. (n the opposite wall of the well-1it chambax you 000 a
5' wide pnsagovay leading 10* to & door. The akull cups ave oxall
and ggcg; ;nvt.iei by Q@ OFXoB, and 88 you NOXe oxunining the
chamber all four ogres have refilled their ekulls by dipping th
‘ %nt,:e *--*?griﬁes of atgn | by’ dipping ‘them
Note: If the player had ‘to fight the ogroes in tho cavern outside
the fourth ogre attacks hin 4s he reachos this chigber. If the
player defeats the last ogre, describe tho room, tut omit the ogron.)
DM: The ogres begin at the places indicated on the map, Each turn, roll a DS for each
ogre: on a roll of "1% that ogre gets up to refill his cup and walks to the keg,
spends one turn, then returns to his place. Qgres movo 12 per turn,
Possible player actions:

1. The FYROTECHNICS spell will £111 the chamber with dense smoke in one turnm,

The ogres will begin shouting at the fire-tender and blundering around, The
snoks and confusion will enable the player to sneak through the chamber and
door with no chance of detection by the ogres. :

2. The VENTRILOQUISM spell can b used, The player doesn't spsak the ogre language
nor do the ogres speak the Common tongue. If the spell is cast upon the roasting
body, however, the not=so~bright ogres will be amazed, uttering loud bellows and
walking over to the f£ire. The player can sneak past undetected 75% roll,

3. The SLEEP POTION can be put into the keg of ale if the character nakes his
rolls for moving silently and hiding in shadows to reach the keg, The potion
rust be drunk to have any effect. Each ogre will fall asleep after refilling
his cup and returning to his place. A slow method to use. This is a very
good thing to do, however, after using Pyrotechnics or Ventriloquism and while
crossing the room since it nakes sure the ogres will be asleep if he returns.

&, SNEAKING quietly in the shadows without any other distraction can be done at
high risk. Roll for moving silently and hiding in shadows each movement turn!

5. If the playoer attacks:

a. he can try to attack one ogre silently from behind, after that the rest
of the ogres will know his location,
b. The ogres will attack the player three at a time if away from the wall,
or two at a time if he is against the wall. The ogres will try to
. pwevent him from reaching the door.
If the -player is detected, the ogres will attack. If the player reachss the door,
the ogres will mirsue him through "C"™ into "D", but will go only 30* down the hallway
in "D™ where they will. stop and wait (unless the player has entered "E%, in which
case they wait for him in their den "B").

CHEOK' TIHE
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C. The ANTDCHAMBER
Read to player: "The door opens into a 25' square room. The floor are
paint, The paint is dry.

DM: When the player comes within 5' of the right hand skull on the double doors, it
will 88Y5  wyp you meek audience with the mighty Pelspel, Wondrous Necromentio
Wizard, leave your weapons here and let the arrow lead you right.”

The skull is thed to repeat this message every time someone in the room

comes within 5° of it.
(The loft hand carved skull orders paint to spray from the ceiling if anyone
invieible or in gaseous form enters the room, It does nothing else,)

The GLOING SKULLS are described as "Human skulls which glow trightly and are
hard to look directly at because of their brightness. They are cool to the touch.”
(The skulls merely have Continual Light spells on them, and are otherwise normal,)

The items hanging on pegs are & quiver of arrows, a short swoxrd, a spear, a bow,

and a large sack, If they ask about any of these items:
“In the quiver of arrows are 9 white-feathered arrows and one black arrow.”

"In the sack are bones, human sikulls, and rocks.”
(DM Note: none of theso items are magical., If the arrow is thrown into

the air it will land randomly in one of eight directions: N, NE, E, 8SE, 8,
SW, W, or Mi. You can pick any mapside as north, btut be consistent.)

A DETSCT MAGIC spell, if cast, would reveal magic emanations from the four glowing
skulls and from the two skulls carved on the door (if used as an area spell), If
cast on any ono item, tell ths player if it is magical and the spell on it (eithar

continual light or Magic mouth).
CHECK TIME
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D, THR HALIWAY |
fleads "The doubls doors opan into a long hallway 15' wide and 15' high. The hallway
ip enpty. The walls, oailing, and floor are of white marble, excopt for the
aonter 5' of the floor which is a strip of black obsidian. The center strip
of obsidian is inlaid with silver symbols svery 15°. The hall is brightly 1it
by mora gloding skulls along the walls. At the far end of the hall the
obeidian strip leads to anothar set of double doors carved with skeletons.”

pM: 1., If the DRTZCT MACIC opsll is used as an arsa spell, it will reveal magic
' emanations from the glowing siills arnd from tha section of wall to the right
of the arrow symbol.

2. The wall section to ths right of the arrow symbol is a PERMANZNT PHANTASMAL
WALL which looks identical to the rest of ths walls. The player cannot tell
that it is an 1llusion by looking at it, nor will it digappear when touched.
Anything that tries to touch the wall w11l eiaply pass through the wall into

area B,

3, The PITs If the player walks down the hallway, as soon as he steps anyvhere
within the last 5* of the hall, the trap indicated by the dotted lines opens
beneath him. Read:

nas you set foot in the last 5' of the hallway, the floor falls away
boneath your feet before you can leap to safaty and you fall into a
gaping pit 30°' deep. As you land heavily at the bottom, you obesrve

that the floor of the hall divided down the center of the obsidian stxrip
and fell away to both sides of the pit's walls, The entire 15° by 15' end
of the hallway has opened into the pit., You see no openings or cracks in
the smooth, damp walls of the pit. The trap floor does not close above

you, but remains open.”

Falling into the pit causes 3D5 damage. The only way out of the pit is to
olinb out, but the smooth, damp walls and the character's injurles make
climbing more difficult, The % chance of slipping is raised to a basic 20%,
plus 1% for each point of damage the character has sustained up to this point,
IT the player slipe trying to climb cut of the pit, roll one D6 to determine
how far he fell:; 1-2 is 10%, 3-4 is 20', 56 is 30', and character takes 1D6
for each 10 he falls.,

L. The DOUBLE DOORS at the end of the hallway are false doors nailed to bare rock
at the end of the hall, but they appear to be normal doors until they are
actually opened, A player may try to open the doors if he can get to thea.

To open the doors, make the player describe how he is doing it. There is
no place to starnd in front of the doors because of the Pit, so the only way
to exert any leverage is to grab one handle with one or both hamds and brace
your feet against the other door. If using only one hand to pull on the handle,
the player can hold thes other handle with his free hand,
Using one hand, door opens on roll of 1 (DS) normally or 1-3 with Strength.
Using both hands, door opens roll 1l-2 (D5) normally or 1=-5 with Strength.
Opening the door rips the nails out of the rock wall behind, On a roll of
1-4 (D6) the door will fall completely off, otherwise it will hang precariously.
If the door falls off and the player was using both hands to open the door, he
will fall (back) into the Pit, taking 3 (DS) damage.

5. CLIMBING on any of the smooth marble walls in this hallway is difficult, with
the same chance of falling each turn as trying to climb out of the Pit:
20% plus 1% per HP of damage

CHECK TIME






. CorzAALE te the RUAUK DR

eale  hon, eheree thraugh' the wall into A short, 5'’wide vorridor it by two
BXY guowing skuum At the opporito end of the corrhmx* thoro apponrn to:
e a biack door, I%e door aypoare ‘to have heither binsos nor hnndlo. bt
ovvasional *l;mlea flox accrote ite glistening aurface,"

Yhez the player approaches within 10' of the slack Doox, READ:
“Ax yOU epproach the door, a mouth and an ear appoar on the surface of
Lhe door. and it mpeake to you, maying:
‘State your name that I aay announce your entrance to all within 'the
OQiter Sanctum of Felmpel, I will let no-ono onter without announcing

his name.®

Dt (The door is really a former thief captured by Pelspel and polymorphed into a
SLACK FUDDING, then placed under a goas to act as a guardian door and to give
the above message. The door does his duty, but has little affeotion for the
evil wigard end tius follows hie inatructions vary literally,)

1. If the player gives any nome, ®hether true or false, fEAD:
*The 3nck Door swlngn open, and you hear it announce on the other side
tn a verr loui veise ® (neme given) NOX ENTERS THE QUTER SANCTUM!® The
door then closes swiftly behind you &s you pass through.”

2. I!'theplmrsayshismmis"!‘ome“ READ:
"The door opens quietly and closes behind you as you pass through "

3. If a player touches the Black Door, he takes 3(DS) damage from the corrosive
acids of the hlack pudding if he touched it with any part of his body, and if
touched with any object, the object is destroyed. If touched with an object,
the door will consider it an attack and will strike back, Combat is given

on the combat sheet.

4, In combat, black puddings are affected only by fire, which will do 3D6 each
turn it is struck by fire. The player is in a difficult position to fight
sinoce he has no comtustible materials convenient in the corridor,

A hit from a veapon does no damage to the black pudding, but breaks it into
snzller black puddings. Each piece of black pudding gets to strike each round
of combat,

S. ‘A DETECT MAGIC spell;

a) if used as an area spell, will reveal the skulls and the door emanate magic.
b) if used on the door specifically, it will reveal POLYM(RPH and GEAS spells
to be present.

‘Pasaing through the door takes the player to area F.

CHECK TIME - award points for area
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F. Tho QWTER SANCTUM

" enter the Quter Sanctum as depicted in map F. Thers is a door in the

Roads g:ﬁter of each side wall, Along the walls to your left and right hangs an
arras projected about 2' out from the walls, On the stone dais directly
opposite from where you stand, you obsexve a man clad in a long black xobe
adorned with a grey crescent moon. The man has his back to you and seems to
pay no attention to you. He is painting Runes on the blank wall in front of
hin, holding a brush in his scarred left hand and a red paint pot in his right
hand. As you watch, he completes a row of Runes about six feet long at a
height of 7* up the wall and begins to paint another row of Runes one foot

balow the firast row.”

and the blank wall on which he is painting Bunes are all paxrt of a
D 1. g::nzzg:al 11lusion. The illusion will dlsappear only if touched. Wwhen any ‘
part of the illusion is touched, the illusion vanishes and reveals that a door
exists in the wall to Area J,

The "nage" paints one row of Runes each movement turn, each row 1' below the
other, until 7 rove of Runes are comploted, The illusion is programmed to °
repeat the cycle wWimever the room is entered. shen all 7 rows of Runes are
completed, the total design forms a S8YMBOL OF BLINDNESS, If the player is
looking at the illusion when the bottom row is completed, he is immediately
blinded, no saving thro< possiole., The player willl be looking at the itunes
as long as he is anywhere in the room (except behind the arras) unless he
specifically states that he is not looking.

If the player is blinded, remove the map and playing piece or shield the
nmap and figure from the player's vision. From this point on, the player must
suffer the same handicap as his character., Describe only things he touches or
hears for the rest of the expedition.

After the Symbol appears, the Runes will disappear and the mage will again
begin to paint Runes upon the blank wall, repeating the cycle.

KEEP TRACK of each movement turn, After each movement turn in this room,
tell the player how many rows of Hunes have been completed as long as he is
in sight of the illusion. The Symbol appears after 6 movement turns in the
room,

2. THE ARRAS: The character may move behind the arras to either side, but therxe
is no light behind the arras. When the character reaches the indicated locations
he will be caught in magical WEBS placed there by Felspel.
If caught in the webs, he can free himsolf on roll of 1-2(D§), or 1-4 with
strength spell. Each turn trying to free himself is one movement turn,

3. INVISIBLE WALL: located along the front of the stons dals, it will prevent
the player from moving directly to the mage and will blook any missile fire,

4, Other items in the rooa:
The Pentagram: a magical symbol used to confine demons when summoned.
The Alanthor: a magical alchemical furnace,
2 standing braziers containing glowing stones: the stones are enchanted
with Continual Light spells to light the room.

5. Going through either side door takes the character to corridor G.
Going through the door concealed by the illusion takes him to room J.

CHECK TIME - award points



PaLERN



5. SIDR SURKIINRS (Note to GN: Use nRp G for elther alde vorridor)

soft Jexzidor: Head: "You see a coxridor as Ghown onmap G.  Not shown on the:
map is a oliding panel on your side of tho door at the far
end of the corridor, The sliding panel is at eyes level and
appears to be a peophole into the room beyond."

M: If the player listens at the door, on roll 1-4(DS) he hears;
" a slight Tustling noise and scratching sound of a omall body moving
beyond the door®

If the player opena the pesphole and looks within:
"You see a basilisk sitting in a pile of strax in the center of a room,
. The basilisk is gacing at the direotion of the door, and you must make
your saving throw against being turned to stona."

Right Corridor: Read: "You see a corridor as shown on map G With a door at the
opposite end of the corridor.”

D¥: 1. If the player listens at the door, on roll 2-4(D6) he hears:
"A young male voice muttering and the sound of pages being turned
occasionally"

H, 3ASILISK ROM (there is no map for this room)

Read: "You enter a room 20' square. In the centor of the room is a nest of straw
on “hich you ses o basilisk :mzin; dacik at you. There is nothing else in the
room. You must make your saving throw vs., being turned to stone.

DM: If opened, the rusty door to this room will tend to jam open and can only be
closed on same roll as to open the door. The player has only one chance to
close the doar before the bagilisk reaches the character and attacks him.

I. APPRENTICE'S QUARTERS (there is no map for this room)

Read: "You have opened the door into a room about 20' long and 15' wide. At the
far end of the room a young man sits at a table reading a large tome. The
only other items in the room are a bed of straw, a small cabinst, a bookcase,
and an astrological chart hanging on the wall behind him,"

DM: 1. If the player has picked the lock and successfully rolls for moving silently
to open the door, the apprentice will not notice the door being opened, and
the player has 1 turn of surprise in which to close the door without being
detected or to close for combat or to cast a spell,

2. If the playexr is detected, the apmrentice will attack with spells.

The apprentice's name is Clgan, a 5th level magic-user, having 15 hit points.
His abilities are 10-17-8-11-15-9, and his ST vo Magic is 13.
He wears Bracers of Dafense (AC &),
If Cigam detects the player, he will attack immediately, using the following
spells in the order listed (these are the only spells he has):
1, HOLD PERSON: player must save vs magic, -2 from roll, or frozen in place
2. WEB: covers a 10'x20' areca. Player cannot cast spells while caught.
3. CHARM PERSON: player will be persuaded to stay with cigam in room
4. LIGHTNING 30LT: does 18 points of damage, or 9 pts if save vs magic

If Cigan is CHARMED by player, he will be friendly and talk freely. If asked to
help the player, he will advise him to leave immediately for his own good. He will
Dot leave his room. He has not seen the Staff if asked, but will guess it's in the
Imner Sanctum bshind the dais. He doesn't know about the "mage® in the Quter Sanctum
tut he is sure Felspel has left and no one else should b2 present. He will not cast

any spslls at Felspel (ar at the player) while charmed. The charm is broken if the
Piayer attacks him, however.



Q)i =]




Jo

THS INNER BANGTUM

Hands "You ontar » room as platured in map J."
DHi The playar should find tho staff ad quickly as possible in this room. the

1tens in tho room, olockwise from the door, are:

1.

2.

3.

13.
14,

15.
16.

17.

18,

HOGDRI WOHKHENCH: on top are an empty bsaker; a flask of water; three gaall vials
(when mixed togethoxr obtain Potion to control undsad)s a flask on.a burnar (brewing

a ‘poison); a'mortar and postle; a human thigh bome; and a acroll for making poisons.
FLYING CARPET: reats on the wall without fastening. FPictured on the carpet is a
phoanix with 4 Runic symbols, It functions only by commanding the demon Fhenos Woven
inside by name,

CABINET : this wooden cabinet is locked. If picksd or twoken open, thexe are four
shelves inside. On the top shelf are & vials of blood, from left to right: Dragon*,

Medusa®, human, Troll, Werswolf#, and basilisk®, (* indicates poison or special effect

if material is consumed, 6.g. medusa blood tuxms to stone, dragon blood poisons, etc.)
On second shelf are 10 jars of matsrials: arsenic®*, Selladonna®, basil, hemlock®,
Mistletoe, mushroom#, nightshade#, opium®*, wolfbane, black lotus*.
On the third shelf are 6 jars of powered materials: mat wing, unicorn hornm,
nent eyes, lion's heart, hippogriff Zeathers, and dragon scale,
On the bottom shelf are 2 empty alembics, a retort, and a caldron.

MIROR: appears ordinary, out ¥ill answer ons question on command "Mirror, mirror, on
the wall, tell me ..."

BROM: 3s a flying broom, operates when tapped three tines with a feather,

BOOKCAST: all books are magical, and all have Runes of Protection doing 14 points of
damage to anyone opening them except Felspel and destroying the book.

Desk: contains an inkpot of magic ink for writing scrolls, an open book with a half
completed spell for summoning a demon VI (the demon can be summoned but it cannot be
controlled and will attack the summoner), a pile of sheets of vellum, ard a number of
gcrolls with =xplosive Runes on them (as on books).

gED: a normal bed with stuffed pillows and mattress.
SHIELD: a magic plus 3 shield.

. SWCRD: this item is the Staff of Fazzlewood concealed with an Illusion to look llike

a sword, If touched, the illusion will vanish. The sword and shield above it are
strange ltems for a wizard to have above his bed and should lead the playsrs to
investimato them Iixct.

. “ST: This chest is 3' wide, 3* high, and 2' deep, too small to contain the staff. It

has a polson latch doing 30 pts of damage (15 pts if save ve. poison). Inside are the
wizards clothing and spare robes, non-magical, an Amlet of Protectlon from Undead,
and gems worth 20,000 GP.

TAPESTRY: the tapestry and rod are normal, non-magical,
PICTURS: a non-nagical picture of a witches® sabbat.

ELBPHANT'S FOOT: contains various staves and bones, None match the Fazzlewood, but
all are partially enchanted and thus will register for a Detect Magic spell.

CAULDRON ON TRIP(D: with a bed of coals beneath., This is whexre Felspel cook his meals.
CURTAINED CLOSZT: inside is what every necromancer has - a skeleton in his closet. It
is only animated by the command of Felspel himself, although it is magical,

PENTAGRAM: composed of various chalks and powders for confining demons, It is magical
but has no demon inside at prasent.

BRAZITR: This mazic itom is a reneral purpose item for enhancing spells by burning
the propar po4dars or nnterials inside.



(itaen J contimuod)

19, CIACLE & PRCTZSTIONs drawn on floor in various colors of maglc paint, this is.
vhere Felapol returns, No ono except Felapol may enter or leave the Circle, and.
the Circle adds 3 to all saving throws for those inside against spells,

FELSPZL'S RETURN:

General instruotions: At the end of 4 hour, Felapel telepots back to his inner
sanctur and materializes inside Circle of Protection, He immediately casts
an 9SP spell to locate any intruders anywhere within the dungeon, If the player
is still present, Felspol will -DIMENSION DOCR to the locatlon of the player.
Befors Felspel retwrns, be sure to notify the player that his time ig up, then
stop all other action (unless the player uses the Talisman of Homing).

“hen Felspel returns, read to player:
nPelgpel suddenly appears before you, obviously aware of your presence and
looks quite upsot. He utters a single Word of Power which stuns you senseless,
and you have no saving throw against :oxrds of Power., You are captured and the
expedition is ended."
DM note: The player camnot cast a spell in time against Pelspel. The only
hope of escape is to say the words "Rotpme Taevac® and use the Talisman of homing
before the DM says "aord of Power".

USE OF TH% TALISMAN OF HOMING:

The player must remember and sy the words "Roptme Taevac" for the Talisman to work.
It will work as long as the player makes a good attempt at the words and is close in
pronunciation. A player could have written the words down before he left if he so

gpecified »rior to play.

DISTUR3ING TYPTRIMZNTS: in room J (the Inner Sanctum), players lose points for
tauchin: the floo.nin: itons:
1, any itom on the norkbanch
6. any book in the bookcase destroysd
7. the open book on tho dasx or any scroll destroyed
17. touching or entering the pentagranm
13. putting anything into the brazier
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COMBAT TABRIES:

VS Qgres, Basilisk, ar Apprentico roll d

Player to hit: gword ,...... 11 1=12pta
dagger ..... 12 14 pts
garrotto gmm behind onlygll 1-10 pta/turn
blackjack(froa dehimd only) 9 1-6 pts, 40% chance unconscious
throxn dagger, missile 10 1-6 pta
mmhnm esves s 16 1-3 ptﬂ

With Strength opell, add 2 to hit roll, amd 3 to damage roll
If striking silently froa behind, add 4 to hit roll, damago X 3.

Any ogra to hit character .. 15 1=10 pts
Apprentice to hit chaxacter 13 1-6 pto
Basilisk to hit character ... 15 1-10 pts, plus must save vs stone each hit

Hit Points:

. AthelfYogg ...... 24

Ogre sentry ..... 17
O3re #1 ......... 19
Ofre #2 veeeau... 20

0gre #3 teeieaees 22
\4@0 #l*’ seeseevee 24

Apprentice ...... 16
fosilisx ....... 27

Y5 3lack Door

The character cannot do any damage. to the Door, being a black pudding, tut on a
strike with a weapon and a roll of 10 or nore, the pudding is cut into two plecos,
‘each of which can attack.

~ The black pudding can strike at the character, touching him on roll 9 plus, doing 3D6
damage, The pudding has 40 hit points, if it ever does matter.




DESIGNER'S NOTES by John Van De Graaf

When we were given the task of designing the D&D tournament dungeon for
Wintercon VII, we decided to design it as a tournament first and an adventure
second. Most D&D tournaments we have seen and participated in have suffered
from the fact that the dungeon is designed as an adventure first, without regard
to the needs of tournament competition. Whether we have been successful remains
to be seen, but we hope that our approach will foster some thought for future
tournament dungeon designs.

The most important requirement in a dungeon to be used for a tournament is
that every player should be judged for his own ability. The most frequent complaint
heaxd at tournaments from players is the variability of the groups to which they
are assigned. A good player in a poor group usually loses quickly, while a poor
player in a good group may be carried along to the final round. If we want to
rate each player on his own merits, the logical step is to run each player through
the dungeon by himself, eliminating all problems of assigning players to random
groups. We decided to try this approach if the other proolems this raised could
be solved.

There are certain practical difficulties to running players through a dungeon
one at a time. A convention cannot afford to have as many bhs as plsyers, and it
is difficult to get DMs to volunteer to run more than one 4=5 hour session. We
calculated that if one DM can run a group of 8 players for a 4 hour dungeon, he
can run 8 players through a 4 hour dungeon in almost the same amount of time. A
ratio of 1 DM per 8 players is about normal for D&D tournaments. Would this
detract from a player®s participation in the tournament? A dungeon lasting only
a half hour sounds very short, but on the average players cannot contribute more
than one-eighth of the time in a four hour, 8 player group. In theory, at least,
it seemed that a player could get as much participation in a one-half hour dungeon
as in the normal 4 hour dungeon.

Designing a dungeon on the basis of a single player with a {4 hour time limit
made certain demands of the dungeon. We had to give the player a clear objective
to reach within the time limit, and of course it must be attainable within the
time limit. To provide a means of evaluating performance, we had to include as
many decision points as possible for the player to deal with. The dungeon thus
rewards players who make correct decisions as quickly as possible,

To make the tournament as fair as possible, the players will generally
encounter the same situations during the tournament and random elements have
been minimized as far as possible. With only one player to deal with, the
player's choices in a given situation are rather small; thus we were able to
instruct the DM how to handle most situations and monster reactions. This also
had the benefit of eliminating another common complaint: the variability of the
DMing. Given the nature of the D&D rules, local interpretations, and individual
idiosyncrasies, it is almost inevitable that 20 DM's will handle combat, spells,
and the like in different fashions if left to their own devices. A tournament
should be run consistently, so we have provided extensive instructions to the DM
so that there will be as little variation between DM's as possible.

With the dungeon designed on these lines, it was relatively easy to incorporate
a polnt-scoring system for an objective determination of victory.

The dungeon has been play-tested by over a dozen people, and thus far no one
has complained of the 4 hour time length or that it is not challenging. We have
also found that it is a good dungeon to give novices a short taste of D&D campaign-
ing: new players are far more likely to try a half-hour adventure than to get
involved in a 4=6 hour marathon.



