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Turn Tracker Wandering Monsters Party Marching Order Dwimmermount Level 1 - The Path Of Mavors

T turn = 10 min. = 60 rounds 1 Kobold (4-16) e Excavated by the Great Ancients late in the Second Era to connect The Halls of Lesser Secrets (Level 4) to the surface of Telluria.
e - check wandering monsters every 2 turns

party must rest 1 of every 6 turns (hour) e  The main cross-section (Rooms 1, 11, 12, 56, and 57) was built at this time, and later joined to the pre-existing limestone caverns that were
torch lasts 6 turns (hour) 2 Orc (2-8) extant to the south.
= LlLsilste 2ol oL 3 Eldritch Bones (3-12) e The level was heavily damaged by Eld during their invasion of Dwimmermount, and the Elevator (Room 56) is the last intact Second Era
€ Ot¢ construction. The Eld rebuilt the level in their own fashion, but most of the Eldritch works were torn down by the conquering Thulians. Now
1 4 Giant Rat (3-18) only the massive Red Doors mark their reign.
2 ° e The rest of the level is characterized by Thulian construction, with interior walls and resurfaced exteriors cast from Thulian concrete, and
3 5 @ Giant Centipede (2-8) common doors of iron-reinforced oak.
4 * 6 Crab Spider (1-4) e The Thulians habitually honored the gods who made their capture of Dwimmermount possible by building temples to them throughout
5 P its levels. Level 1 they named for Mavors, the God of Warfare, and devoted to military, tribunal, and ceremonial purposes. The Termaxians
6 e, hour 1 7 @ Gelatinous Cube (1) subsequently maintained these uses, though they did so in the name of the Thrice- Great rather than Mavors.
7 .
s - 8 Fire Beetle (1-8) Factions Present
. Level(s) Origin and Leader’s . .
9 Faction Leader(s . Allies Enemies
0 ; 9 Dwarves (1-6) Present Group s) Location
11 10 ° NPC Party Kobold 1 C°r;it"'gt°sted Guran (Dwarf 2, C) 1-40 Orc, Spider ;
12 ¢, hour 2
3 11 @ Green Slime (1) Spider 1,4 AsFraI Spawn of Arach-Nacha 1-41 Kobold i
” Party Exploration Speed: outsiders (Demon 3, )
: 12 @ Roll twice, with the second result Vat-grown
15 appearing 1d4 tums after the first encounter Orc 1, 2A reglicts Segur (Orc 4, C) 2A-41 Kobold Ghoul, Gnoll
16 R to investigate the noise of battle.
= Level Access Points Quests, Plots, Things To do
18 | o, hour3 Room Activity Motive Factions
19 e  Stairway to Red Doors & surface - Room | . . .
. . . . Create and experiment with controlling . .
o0 N e Stairway down to the Antechamber (Room 1) of The Reliquary (Level 2B)- Room 15 1 8 - Chapel 3 - Eldrich Empire eldrich bones Expansion Termaxian, Eld
o1 e  Stairway to Stone-Wrought Stair & surface - Room 30
e  Stairway down to the Atrium (Room 1) of The Laboratory (Level 2A) - Room 45 28 - Cave of the . . Termaxian, Volmarian,
29 . 2 5 - Termaxian Empire Harvest true water Resource, Alchemy .
e Ancient Elevator down to Room 13 of The Halls of Lesser Secrets (Level 4) and up to Moon Pool City-States
23 Room 1 of The Divinitarium (Level 0) - Room 56
24 | o, # hour 4 3 37 - Azoth Spring 6 - City-States Harvest raw azoth Resource, Alchemy Termaxian, Eld
95 Notes
26 : 4 49 - Commandants 3 - Thulian Empire E"t?f‘d Ilfespan.o.r avp 'd. progressive Immortality, Healing Any fallen from Law
27 Quarters debility by remaining in timeless room
28 . . - . .
- . . Use pillar of submission to pacify . Beastmen, Eld, Termaxian,
20 5 61 - Waiting Room 3 - Eldrich Empire demihumans Security Dwarf
30 e hour5 ] .
31 6 64 - Chamber of the 5 - Termaxian Empire Query bronze face., monltgr activity on Security, Lore, Jailbreak Termaxian, any on level
Face level, communicate with Turms
32 o
33
34 .
35
36 ¢, hour 6
37
38 .
39
40 .
41
492 e, hour 7
43
44 .
45
46 .
47
48 e #, hour 8
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Turn Tracker Wandering Monsters Party Marching Order Dwimmermount Level 2A - The Laboratory

T turn = 10 min. = 60 rounds 1 Orc (2-8) e  Excavated by the Eld during the Third Era to conduct sinister and sorcerous experiments. Foremost of these was the breeding of monstrous
* - check wander;ngfmonsteérs evenghQ tur)ns life forms through use of the Essence Machines (Room 51) and Pool of Life (Room 50), a program which was continued by their Thulian
party must rest 1 of every 6 turns (hour : .
torch lasts 6 turns (hour) 2 Gray Ooze (1) successors and ultimately led to the creation of the beastmen races.
# - lantern lasts 24 turns (4 hours) e Eld cultivated crystalline lifeforms (see Room 8), engineered stasis tubes (see Room 49), and experimented with the effect of azoth on plant
e ote 3 @ Gnoll (1-6) life (Rooms 45-47). Because these programs were all continued by the Thulians and Termaxians, The Laboratory is more intact than Level 1.
1 4 @ Zombie (9-8) e Walls, floor, and ceiling show the flawlessly smooth and mathematically perfect excavation of the Eld. Doors are primarily oak reinforced
2 . with areonite, unless otherwise noted. Ceilings are punctured at twenty-foot intervals by fist-sized indentations fitted with orichalcum
3 5 @ Ghoul (1-6) sockets. 10% of these indentations contain a broken glass orb, while the others are empty. The indentations can be used to place glow bulbs
. (see Appendix A, New Magic Items).
itting Beetle (1-
S 6 Spitting Beetle (1-8)
6 | e hourt 7 @ Green Slime (1) Factions Present
7
i . Level(s) Origin and Leader’s . .
. 8 Giant Rat (3-18 Faction Leader(s X Allies Enemies
8 ( ) Present Group s) Location
9
9 Carcass Scavenger (1-3 -
10 . @ ger (1-3) Orc 1,2A Va:egnrc‘::“” Segur (Orc 4, C) 9A-41 Kobold Ghoul, Gnoll
11 10 0 NPC Party (5-8)
12 |  hour? Ghoul 9A, 3A Dege”erite Menas & Passara (Ghast 4, C) |  3A-47 Zombie Gnoll
13 11 @ Gelatinous Cube (1) remnants
” . Party Exploration Speed: Vat-grown
- 12 @ Black Widow Spider (1-3) Gnoll 2A relicts Varazes (M-U 3, C) 2A-50 - Ghoul, Orc, Yolmarian
16 . N . .
= Level Access Points Thulian Relict 2A Av::lriiged Arethusa (M-U 3, N) 2A-49 - -
18 e, hour 3 e Stairway up (Room 45) to The Path of Mavors (Level 1) - Room 1 - 9A Adventurous Rat Boss (Sapient Rat Cleric Adamas Wererat )
19 e Stairway down to the Stairwell (Room 58) on The House of Portals (Level 3A) - Room 9 locals 8, N)
20 . e  Stairway down to the Foyer (Room 1) of The House of Portals (Level 3A) - Room 16 .
Py Quests, Plots, Things To do
20 . Notes Room Activity Motive Factions
23 Experiment with growth of crystals as
o4 |« # hour 4 1 8 - Crystal Garden 3 - Eldrich Empire wealth, formation of animated statues as Resource, Immortality Any fallen from Law
o il route to bodily immortality
26 ° 2 14 - Control Room 3 - Eldrich Empire Control §cces§ to mgny Laboratory Security Any on level
97 functions via garrison or trap
28 .
29 3 45 - Hallway 5 - Termaxian Empire Experiment wn(f::;fg flttsli(?i azoth sprayed Alchemy, Immortality Termaxian, Volmarian
30 e hour5
31
. . . Extend lifespan through stasis, Immortality, Healing, —
32 * 4 49 - Stasis Chamber 4 - Thulian Empire experiment with retrieving other relicts Reproduction Hobgoblin, City-State
33
34 . . .
5 50 - Pool of Life 3 - Eldrich Empire | <Té3te new life, raise dead, heal wounds | o,y ction, Healing Any
35 and diseases
36 ¢, hour 6
37 6 S1-The I?ssence 3 - Eldrich Empire Creatg cpples of eX|st|r?g life, S.tUdy Reproduction, Arcane Eld, Hobgoblin
38 . Machines principles of essential matrix
39
40 .
41
492 e, hour 7
43
44 .
45
46 .
47
48 e #, hour 8
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Turn Tracker Wandering Monsters Party Marching Order Dwimmermount Level 2B - The Reliquary

1turn =10 min. = 60 rounds 1 Eldritch Bones (3-12) e In the Fourth Era, the Thulians built The Reliquary, an entire level devoted to showing reverence to their gods. As one of the most
* - check wandering monsters every 2 turns recently-built levels (only the Ossuaries are newer), The Reliquary has not endured the many cataclysms of the more aged regions of the
party m;’;:gﬁ;;:g::ﬁz f’hg’l::)s (hour) 2 @ Zombie (1-6) dungeon, and remain still largely intact.
# - lantern lasts 24 turns (4 hours) ) e Beautiful examples of Thulian sacred architecture include the majestic Hall of Truth (Room 2), Pillars of the World (Room 12),
e ote 3 Hobgablin (1-6) Six Metals (Room 13), Chamber of Heroism (Room 40), and Temple of Law (Room 51). With vaulted ceilings supported by tall columns, poured
1 4 Throghrin (1-3) concret.e walls.decorgted with s.cintillating mQSaics, and classical marble and bronze statue§ proudly erected in its halls and chambers,
. . @ The Reliquary is a poignant reminder that Dwimmermount was a holy place for a Lawful empire.
3 5 @ Shadow (1-8) ;
” - Factions Present
5 6 Gray Ooze (1) . Level(s) Origin and Leader’s . .
‘ Faction Present Group Leader(s) Location Allies Enemies
6 *, hour 1 7 @ Gelatinous Cube (1)
7 Hobgoblin 98 Awakened Rukruk (Hobgoblin 5, C) 9B-34 Zombie -
3 . 8 Giant Rat (3-18) relicts
2B, 3A, 6A Imprisoned Hu P'an (Paladin 9, L 8-49 .
190 . 9 @ Carcass Scavenger (1-3) Law ’ 8, ‘l? ’ repmnants The Iron God( (Empyreél 1) 3,L) 8-51 ) Necrolyte, All Chaotic
11 10 e NPC Party (5-8) Zombie 28 f:;t:;ffs' Zombie Lord (Zombie 3, C) 9B-62 Ghoul, Hobgoblin
12 e, hour 2 R
3 11 (Bs) Seiting Beetle (1-8) Quests, Plots, Things To do
14 . 12 Crab Spider (1-4) Party Exploration Speed: Room Activity Motive Factions
12 ; 1 2 - Hall of Truth 4 - Thulian Empire Grant clerlcaLzﬁe;;EZ?gggé one attempt Expansion Volmarian, City-State
17 Accelerate rest for healing and recovery
2 25 - Place of Healing 4 - Thulian Empire - Healing, Divine Volmarian, City-State
18 | e, hour3 e Stairway up to the Hall of Memories (Room 15) of The Path of Mavors (Level1)- Room 1 of divine spells
19 e Access to water system pipes via well - Room 15 3 36, 38 - Stasis 4 - Thulian Empire E>.(tend Iifgspan t.hrc')ugh stasis, ' Immortality, Hfaaling, Hobgoblin, City-State
20 . e Access to water system pipes via latrine - Room 20 Chamber #1 and #2 experiment with retrieving other relicts Reproduction
21 *  Stairway down to Dry Fountain (Room 1) of The Reservoir (Level 3B) - Room 34 4 51 - Temple of Law 4 - Thulian Empire Heal and refresh spells for Lawful clerics Divine, Healing Volmarian, City-State
29 o e  Stairway down to Pillared Chamber (Room 28) of The Reservoir (Level 3B) - Room 35 ! !
23 e  Crevasse down to Cavern of the Arcanoplasm (Room 48) on The Reservoir (Level 3B)
- Room 50
24 | * # hour 4 e Access to water system pipes via latrine - Room 68
25 e  Stairway down to the Vestibule (Room 40) of The Reservoir (Level 3B) - Room 70
26 .
:
28 .
29
30 e hour5
31
32 o
33
34 .
35
36 ¢, hour 6
37
38 .
39
40 .
41
492 e, hour 7
43
44 .
45
46 .
47

A
0o

e #, hour 8
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Turn Tracker Wandering Monsters Party Marching Order Dwimmermount Level 3A - The House Of Portals

T turn = 10 min. = 60 rounds 1 Bugbear (2-8) e The House of Portals was excavated by the Eld during the Third Era as a hub for portal travel. With portals to Areon (Room 8), loun (Room
* - check wander;ngfmonsteérs evenghQ tur)ns 34), Kythirea (Room 43), and the most distant reaches of Telluria (Room 61), The House of Portals allowed the Eld to travel instantly
party must rest 1 of every 6 turns (hour A . ) s : .
torch lasts 6 turns (hour) 2 Giant Carniverous Beetle (1-6) anywhere within the Eldritch Empire.
# - lantern lasts 24 turns (4 hours) e The Eld could also call on the Great Void and Elemental Planes from special summoning chambers (such as Rooms 53 and 54) they built
- ” 3 @ Eld (1-6) here
1 4 @ Ochre Jelly (1) e Eld decorated The House of Portals with trophy halls such as the Otherworldly Museum (Room 2), Astronomy Room (Room 9), Art
2 . Gallery (Room 31), and Vault of the Worlds (Room 63). The walls, floor, and ceiling of all these chambers are flawlessly smooth and
3 5 Dretch (2-8) mathematically perfect, as is typical with Eldritch excavation. All bear the characteristic elements of High Eld architecture, including
. areonite doors, archways, daises, arcane carvings, and abstract symbols.
. 6 @ Ghoul (1-6)
Factions Present
6 *, hour 1 7 @ Carcass Scavenger (1-3)
. Level(s Origin and Leader's . .
7 Faction (s) S Leader(s) - Allies Enemies
s . 8 @ Shadow (1-8) Present Group Location
2B, 3A, 6A Imprisoned Hu P’an (Paladin 9, L) 8-49 .
9 i / v ’ _
o : 9 Doppleganger (1-6) Law 8,9 remnants The Iron God (Empyreal 13, L) 8-51 Necrolyte, All Chaotic
11 10 NPC Party (5-8) Eld 3A Interplanetary Virsor (Eld 4, C) 3A-8 - Volmarian
outsiders
12 ¢, hour 2 I o f
13 11 () Wererat (1-6) . Volmarian 3A mpera’ for Opilio (Cleric 4, L) 3A-59 Law Eld, Gnoll, Ranine
Party Exploration Speed: eigners
14 ° 12 @ Throghrin (1-6) Degenerate
15 Ghoul 2A, 3A Menas & Passara (Ghast 4, C) 3A-47 Zombie Gnoll
remnants
16 U R N
o Level Access Points Quests, Plots, Things To do
18 ¢, hour 3 e  Stairway - Up to The Hidden Staircase (Room 16) of The Laboratory (Level 2A) - Room 1 Room Activity Motive Factions
9 *  Access to water & azoth system via Pipes - Room 3 1 12 - The Healing Tree 3 - Early EId Control access to pqrtable healing fruits, Healing, Alchemy Any
20 . e  Portal to Red Planet (Areon) - Room 8 study their growth
921 e Portal to Unknown City or Volmar - Room 28 0 19 - Shrlnzof;he 5 - Termaxian Empire Repair brazgn hea‘dr,1 use it to Lore, Jailoreak Termaxian
29 . e  Portal to Moon (loun) - Room 34 Brazen Hea communicate with Turms
23 e  Portal to Green Planet (Kythirea) - Room 43 3 23 - Altar to the 4 - Thulian Empire Grant increased W|sdom, once per Expansion, Divine Volmarian, City-State
9t | s 7 rour 4 e Ladder Up to the Guard Room (Room 56) of The Laboratory (Level 2A) - Room 48 Unknown candidate
il e  Stairway up to the Stairwell (Room 9) on The Laboratory (Level 2A) - Room 58 28 - Alteration Heal, remove negative effects, study Healing, Alchemy, Repro-
95 4 3 - Early Eld R ) Eld, Beastmen
e  Portal from Achemist Door from surface - Room 64 Chamber process of altering living forms duction
26 . . .
Portal to Volmar - Room 61 . . Grant Intelligence at expense of . . .
97 5 31 - Art Gallery 3 - Eldrich Empire Constitution, once per candidate Expansion Eld, Termaxian, City-State
28 . i i
Notes 6 53 - Braziers 3 - Eldrich Empire Summgn m|no.r flre.ele.mentals, Arcane Eld, Termaxian, City-State
29 experiment with binding them
30 e hour5
31
32 o
33
34 .
35
36 ¢, hour 6
37
38 .
39
40 .
41
492 e, hour 7
43
44 .
45
46 .
47
48 e #, hour 8
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Turn Tracker

Dwimmermount Level 3B - The Reservoir

Wandering Monsters Party Marching Order

1 turn = 10 min. = 60 rounds 1 @ Throghrin (1-6) e The Reservoir was built around a series of pre-existing limestone caverns located mid-way between the peak and the lower astral dome to
* - check wandering monsters every 2 turns contain azoth drawn from the quintessence of space.
party must rest 1 of every 6 turns (hour) 5 Ochre Jelly (1)
torch lasts 6 turns (hour) @ Y e Using the Great Ancients magical technology, vast quantities of stone were dematerialized to excavate space of the desired dimensions,
# - lantern lasts 24 turns (4 hours) ) ) resulting in hewn areas of sheer smoothness and flawless geometry.
3 @ Giant Tick (1-8)
€ ote e Adamantine steel hatches, capable of being sealed against azoth, were installed between the rooms and corridors, and vitreum radiance
1 4 Eldritch Bones (3-19) panels were placed every ten feet to illuminate the level.
2 ° e  Much of this construction has been damaged or destroyed. The original construction is still evident in the Control Room (Room 3), Pump
3 5 Doppleganger (1-6) Room (Room 7), Engineering Room (Room 9), Power Generator (Room 10), Strange Storeroom (Room 18), Observation Room (Room 29),
4 . Distillation Room (Room 35), and Arcane Library (Room 37).
6 Shadow (1-8
5 @ -8 e  Much of the rest of the level is of Eld, Thulian, or Termaxian construction.
6 o, hour 1 7 Ranine (1-8) i
7 Factions Present
8 . 8 Hobgoblin (1-6) . Level(s)  Origin and Leader’s . .
Faction Leader(s) X Allies Enemies
9 Present Group Location
9 @ Carcass Scavenger (1-3)
10 .
Ranine s‘;bte."a”ea” Groak (Ranine Cultist 4, C) Al Lawful
11 10 o NPC Party (5-8) oreigners
12 *, hour 2 Wererat Imprisoned Krishka (Wererat 4, C) Minotaur
13 11 @ Wererat (1-6) remnants
Party Exploration Speed: P
14 . 12 (G Gy Coze D Quests, Plots, Things To do
15 Activity Motive Factions
16 U R
17 Level Access Points 1 1 - Dry Fountain 4 - Thulian Empire Harvest raw azoth Resource, Alchemy Termaxian, Eld
18 e, hour 3 e  Stairway up to the Throne Room (Room 34) of the Reliquary (Level 2B) - Room 1 i
yup . o auary 2 3 - Control Room 4 - Thulian Empire Control a.c C.ess.to ?ZOth pump ing and Security Any on level
19 e Access to azoth system via fountain pipes - Room 1 distillation in Reservoir
20 . e  Portal to Entrance Chamber (Room 1) on The Path of Mavors (Level 1) - Room 15 3 10 - Power 4 - Thulian Empire Control functioning of azoth pumping Resource, Security Any on level
21 e  Portal to the bottom of the Staircase (Room 1) on The Ossuaries (Level 6A) - Room 15 Generator P and distillation in Reservoir ! Y
o e  Portal to an empty chamber containing a Dead Dwarf (Room 10) on The Manufactor - i
22 (Level 6B) - ROOIX;YI 5 & Y 4 29 %t;s:;}vatlon 4 - Thulian Empire Monitor activity on level Security Any on level
23
e  Stairway down to Entry Room (Room 1) of The Halls of Lesser Secrets (Level 4) - Room 16 Distill raw azoth into other com
R o . . pounds .
24 | o, #, hour 4 e Access to water system pipes via latrine - Room 25 5 | 35 - Distillation Room | 4 - Thulian Empire repair distillery ! Alchemy Termaxian, Eld
25 e Stairway down to Ranine Explorers (Room 6) of The Halls of Lesser Secrets (Level 4) 39 - Chamber of the
26 . - Room 26 6 Pyramid 4 - Thulian Empire Enchant weapons for 1d6é days Expansion, Security Any
27 e  Stairway up to the Stairway (Room 35) on The Reliquary (Level 2B) - Room 28
28 . e Access to azoth system via cracked pipes - Room 34
29 e  Stairway up to the Stairway (Room 70) of The Reliquary (Level 2B) - Room 40
30 . hour 5 e Hole in ceiling to Crevasse (Room 50) on The Reliquary (Level 2B) - Room 48
- _  Notes |
- - Notes
33
34 .
35
36 ¢, hour 6
37
38 .
39
40 .
41
492 e, hour 7
43
44 .
45
46 .
47
48 e #, hour 8
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Turn Tracker Wandering Monsters Party Marching Order Dwimmermount Level 4 - The Hall Of Lesser Secrets

1 turn = 10 min. = 60 rounds 1 Ranine (1-8) e Excavated at the height of the Second Era to serve as a laboratory for the Servitors research into physical and biological transformation.
e - check wandering monsters every 2 turns . . .
party must rest 1 of every 6 turns (hour) e  The Elevator to the Divinitarium (Room 13), Elevator Control Room (Room 14), Cloning Chamber (61) and Alteration Chamber (Room 62) are
2 Rust Monster (1-4) . .
torch lasts 6 turns (hour) @ all that remain of these ancient works.
e 3 @ Shadow (1-6) e  During the Eld invasion of the Third Era, the Great Ancients destroyed virtually all of this level’s precious machinery and devices rather than
€ ote allow them to fall into the hands of their enemy.
1 4 @ Minotuar (1-4) e The dismayed Eld largely left Level 4 in ruins, and excavated The Laboratory (Level 2A) to conduct their own biological experiments.
] .
5 Gargoyle (1-4) e The Thulian invasion of Dwimmermount destroyed so much of the construction of past ages that most of the dungeon had to be re-built.
3 The Thulian architects decided Level 4’s central location made it the ideal hub for imperial power. Thus the Fourth Era saw the installation of
4 * 6 Wererat (1-6) the level’s majestic Throne Room (Room 55), its many shrines (Rooms 28, 37, 40, 44, and 47), and various armories, museums, and treasure
5 @ vaults (Rooms 26, 31, 38, and 39). The Thulians also built the Teleportation Maze (Rooms 27, 33, 36, and 48) to confound those who might
6 e, hour 1 7 @ Hellhound (2-8) strike at the throne.
7 e The influence of their sinister Termaxian successors can be seen in the chambers devoted to necromancy (Rooms 17 and 18), demon worship
8 R 8 @ Ochre Jelly (1) (Rooms 20 and 21), and extraplanar summoning (Room 56).
9 .
— 9 Gray Ooze (1) Factions Present
L]
" 10 0 NPC Party (5-8) Faction Level(s) Origin and Leader(s) Lead?rs Allies Enemies
Present Group Location
12 ¢, hour 2
11 Doppleganger (1-6)
13
& Party Exploration Speed: Ranine 3B, 4 subterranean | o\ (Ranine Cultist 4, C) 4-21 - All Lawful
14 . . foreigners
12 Giant Rhagodessa (1-4)
15
16 . . Imprisoned . i ;
- Level Access Points Wererat 3B, 4,5 remnants Krishka (Wererat 4, C) 4-49 Rat Minotaur
18 e, hour 3 e  Stairway up to the Sanctum of Tenen (Room 16) of The Reservoir (Level 3B) - Room 1 Awakened/
19 e Stairway up to the Stairway (Room 26) of The Reservoir (Level 3B) - Room 6 Minotaur 4,5 vat-grown Bik (Minotaur 6, C) 4-55 - Wererat
20 . e Ancient Elevator that leads up to Room 56 of The Path of Mavors (Level 1) and beyond to relicts
21 Room 1 of The Divinitarium (Level 0) - Room 13 Astral s ¢ Arach-Nach
N ) stra pawn of Arach-Nacha i i
o0 N e  Access to water system pipes - Room 30 Spider 1,4 outsiders (Demon 3, C) 1-41 Kobold
23 e  Stairway down to the Entrance (Room 1) of The Halls of Greater Secrets (Level 5)
- Room 50 N
uests, Plots, Things To do
24 | e # hourd e Access to water system pipes via latrine - Room 54 Q ’ ’ 8
25 e  Stairway down to Wererats (Room 46) in The Halls of Greater Secrets (Level 5) - Room 60 Activity Factions
26 * 14 - Elevator Control . . Control function of elevator to Path of .
97 Notes 1 Room 3 - Eldrich Empire Mavors and Divinatorium Security Any on level
28 * 2 | 37 - Shrine to Typhon | 4 - Thulian Empire Heal and refresh spells for clerics of Healing, Divine Volmarian, City-State
29 Typhon
30 | e hour5 3 44 - Shrine to the 4 - Thulian Empire | Shelter for Lawfuls, inaccessible to Chaos Security Lawful
31 Iron God
32 * 4 61 - Clone Chamber 3 - Eldrich Empire Make alchemical duplicates of individuals | Reproduction, Alchemy Eld, Beastmen
33
34 .
35
36 ¢, hour 6
37
38 .
39
40 .
41
492 e, hour 7
43
44 .
45
46 .
47

A
0o

e #, hour 8
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Turn Tracker Wandering Monsters Party Marching Order Dwimmermount Level 5 - The Hall Of Greater Secrets

1 turn = 10 min. = 60 rounds 1 Ranine (1-8) e Excavated at the start of the Second Era to serve as the seat of metaphysical research in Dwimmermount. As with The Halls of Lesser Secrets

* - check wanderingfmonsters everth turns (Level 4), the Great Ancients destroyed virtually all of this level rather than allow the Eld to seize it.
party must rest 1 of every 6 turns (hour)

Giant Stag Beetle (1-6) Factions Present

Level(s) Origin and Leader’s

torch lasts 6 turns (hour) 2 Rust Monster (1-4) e Today only the Hieroglyphics Room (Room 19), Azoth Pools (Room 44) and portions of the Library of Great Secrets (Room 48) show signs of
# - lantern lasts 24 turns (4 hours) Second Era construction. The Eld largely left Level 5 in ruins.
3 @ Shadow (1-8)
€ ote e The Thulians took a greater interest in the secrets of the lost Ancients; they rebuilt the Library, and installed the Reading Room (Room 39),
1 4 @ Minotuar (1-4) Salon (Room 47), Pools and Statues (Room 8), and Shrine to Tenen (Room 33).
2 ° ' e Under the Termaxians, The Halls of Greater Secrets again became one of the most important levels of Dwimmermount, and most of
3 5 Phase Spider (1-3) the level’s construction is characteristic of that dark time. High-ranking hierophants such as Euthalius (Room 25) and Marthanes (Room
4 . . 60) settled here to study alchemy (Room 34) and demonology (Rooms 4, 17, and 23). An Arena (Room 11) was built to test the fighting
5 6 Green Guardian (1-6) capabilities of beastmen, summoned creatures, and crossbred creations. The nearby Echo Chamber (Room 12) and Four Pillars (Room 50)
' . were used to enhance the combatants while the Healing Device (Room 56) healed them. The adjoining Natural Cavern (Room 57) became a
6 *, hour 1 7 @ Juju Zombie (1-8) lair for monstrous combatants between fights.
7
0
9

Black Pudding (1)

Leader(s) Location Allies Enemies

Faction

-
o
o

Present Group

11 10 0 NPC Party (5-8)
12 *, hour 2 Wererat 3B, 4,5 Imprisoned Krishka (Wererat 4, C) 4-49 Rat Minotaur
13 11 @ Mane (4-16) remnants
” . Party Exploration Speed:
12 @ Giant Boring Beetle (1-4) Awakened/
15 Minotaur 4,5 vat-grown Bik (Minotaur 6, C) 4-55 - Wererat
16 . . relicts
Level Access Points
17 Custodial Erdak (Dwarf 8, L) 6B-30
18 | e hour3 e Stairway up to Minotaur Guards (Room 50) in The Halls of Lesser Secrets (Level 4) Dwarf 5, 68,7 remnants Darval (Dwarf 7, L) 5-22 Vampire Termaxian
19 - Room 1 Wertek (Dwarf 6, N) 6B-30
20 o e Access to water system pipes via beetle pit - Room 13 Astral Aish (Marilith 7, C) 548
. ) stra ishapra (Marilith 7, - .
21 e  Stairway down to Entry Hall (Room 1) to The Manufactory (Level 6B) - Room 22 Demon 58 outsiders Ndulu (Balor 8, €) 8-34 Necrolyte, Termaxian Law, All Lawful
20 . e Stairway down to teleport to the Library of Great Secrets (Room 48) if carrying a
Termaxian passkey - Room 24
23 e  Teleport to Tar Trap (Room 26) or outside the Alchemist’s Door to Dwimmermount if car- Necrolyte 5, 6A, 8 Imprisoned Turms Termax (Demigod 18, C) 8-45 Demon, Termaxian Law, Terrim
24 | o, #, hour 4 rying a Termaxian passkey - Room 28 lII remnants
25 e Stairway down to the Staircase (Room 1) of The Ossuaries (Level 6A) - Room 34 N
26 . e Access to azoth system via pipes - Room 44 Quests, PIOtS; Thlngs To dO
27 e  Access to water system pipes via latrine - room 45 Room Activity Motive Factions
28 R . St;irway42p to the Wererat Redoubt (Room 60) on The Halls of Lesser Secrets (Level 4) 1 4 - Prince of the 5 - Termaxian Emoire Summon babau demons, experiment Demonic rermaxian. Eld
29 - Room Undead P with binding them '
30 | e /hour5 Notes 92 12 - Echo Chamber | 4 - Thulian Empire Cast spells W'thme;fzzg to magnify their Arcane Eld, Termaxian, City-State
31
32 ° 3 19- H:gggquphlcs 4 - Thulian Empire Teach Iang;afig:nfga&gzgﬁqnts at cost Lore, Expansion Men
33
34 . 4 36 - Bizarre Mosaics 4 - Thulian Empire Grant bonu§ to.hlt and damage when Expansion, Security Volmarians, City-State
fighting demons

35
36 e, hour 6 5 44 - Azoth Pools 4 - Thulian Empire Harvest raw azoth Resource, Alchemy Termaxian, Eld
37

6 50 - Four Pillars 4 - Thulian Empire Grant elemental damage to weapons for Expansion Any on level
38 . 24 hours, once per weapon
39
40 .
41
492 e, hour 7
43
44 .
45
46 .
47
48 e #, hour 8




Crude Cave

| . Paintings Of Death ‘ ' | : Poison:Mushrooms :

@E "I" \ Necr(i)lyte’s Lair ’ 4
Burial : ' TR N L
Niche le\" N { _._44ﬂ_ : V '."' |
e ’VA ‘ ‘7" Azoth | =gl ' P!

‘“ o

Wight Niches E‘;—- &y Brick g’a
— :

Barricaa’ Dl Q‘L'

Magic
Headstone

- i el SRS 0N

| | Empty Burial Niches | |
Chamber | W b ....;._.__f__ | B .L_..;. N TR by
' Bone Golem
; ; T Wizard’s
Enchantry Sarcophagus Black Pudding

' @ Crypt Thing
= Transcendent ; @ Grave Risen

Pit Trap Turms Py
Switches Statues N @ Hellhound

R BB

Undead Ooze

Embal;m'ng @ Teneborous Worm

Supplies
65 ﬁ @ Barrow Wight

Thulian @ Wight

tatuary

Yy
E Heads @ Vrock
'M Zombie 64
Guards Zombie Brute

@ Juju Zombie

@ Actheria - Vampire Consort

Vampire , S XK @ Apion - Termaxian Mummy
Audience |
Chamber o TeASIE Q Cyrus - Vampire Thulian General

(A
Caves V
: A lx\ @ Sarapammon - Termaxian Necrolyte

6 A Embalming Room

i — 1 ; - e Sittas - Vampire Magic User
~ = - 3 !

Hidden Treasure
W Trap / Hazard / Danger

; Monetary Treasure
Damaged v

% Enchantry
BANGING! i ; Vandalized “ 7 é Goods / Items

Ii‘on Barred bl Frescoes Q Scroll / Map / Book
Crypts

@Aql!‘“, ' | , | ‘! ) Y - i A Magical Item

“ t‘#&i Vamp Cof Vieng Room ./ y r_ ;  Debris B Lvl'7 Rm 1 —f— A Special / Key / Dwimmermount ltem
A @E 13a .E 11a | A [[IIW A Potion / Liquid




Turn Tracker

Dwimmermount Level 6A - The Ossuaries

Wandering Monsters Party Marching Order

1 turn = 10 min. = 60 rounds 1 @ Hellhound (2-8) e Excavation of the Ossuaries began two centuries after the Thulians captured Dwimmermount, and was completed about five hundred years
* - check wandering monsters every 2 turns ago, during late Fourth Era.
party must rest 1 of every 6 turns (hour) 5 Juju Zombie (1-10) ] o ) ) o )
torch lasts 6 turns (hour) e The Portrait Gallery (Room 10) and Chamber of Urns (Room 22) date after this time. With this deification of ancestors came the rise of the
# - lantern lasts 24 turns (4 hours) 3 M (14 Iron God (Room 5), a psychopomp responsible for escorting the immortal soul to the afterlife.
ummy (1-
€ ote @ e When the Termaxians took control of Dwimmermount, Turms directed some of his cultists to study necromancy, an art he had largely
1 4 Undead Ooze (1) left unexplored. Much of this research took place within The Ossuaries, where the Termaxians learned how to transform others into
9 . vampires, mummies, and ghouls, and to extract eternal loyalty from undead slaves. The Termaxian necromancers also realized that there was
3 5 @ Wight (1-4) considerable arcane power latent in the bones of the interred heroes and kings, and created the Enchantries (Rooms 18b, 28, 42a, 60, and
4 63) to utilize it.
5 6 Bone Golem (1) e The level itself is a mix of natural limestone cavern and hewn construction. As is common to Fourth and Fifth Era levels, the excavation
ranges from acceptable to crude, with rough surfaces, fungus, and fissures. Interior walls are of Thulian concrete, plaster, stone, brick, and
6 *, hour 1 7 @ Vrock (1) wood. Doors tend to be iron-reinforced oak.
7
s " 8 Black Pudding (1) Factions Present
9 ..
9 ‘ Rust Monster (1-4) . Level(s) Origin and Leader's I .
. ion L r . lli Enemi
10 @ Factio Present Group eader(s) Location Allies emies
1 10 e NPC Party (5-8) Law 98, 3A, 6A, | Imprisoned Hu P’an (Paladin 9, L) 8-49 ] Necrolyte, Al Chaotic
12 ¢, hour 2 . @ Mene (4-16) 8,9 remnants The Iron God (Empyreal 13, L) 8-51 !
= ‘ ane (4- . - -
14 . Party Exploration Speed: Vampire 6A f:;t:ai:f; Cyru;iggsal(lggrév?rrzgri;) Q) 22_?? Dwarf Termaxian
12 Vampire (1-3) P -
15 Imprisoned , . .
m Necrolyte 5,6A,8 remnants Turms Termax (Demigod 18, C) 8-45 Demon, Termaxian Law, Terrim
Level Access Points
7 Quests, Plots, Things To do
18 ¢, hour 3 e Stairway up to The Lord of Alchemy (Room 34) on The Halls of Greater Secrets .. .
10 (Level 5) - Room 1 Activity Factions
20 . e  Portal to the Portal Room (Room 15) on The Reservoir (Level 3B) if activated - Room 1| 5 _ Statue of the Iron ) ) Convert people to Law, r.estore .Iife levels N ) ) )
o e Stairway down to the Entry Cavern (Room 1) of the Deep Hollows (Level 7) - Room 4 1 God 4 - Thulian Empire for Lawful chara((:-;ceri,I impassible to Divine, Expansion Volmarians, City-State
o0 N e  Pit trap dropping to the Shrine of the Brazen Head (Room 10) in The Deep Hollows undea
23 (Level 7) - Room 10 . . Create single-use wand of paralysis or .
2 18b - Enchantry 4 - Thulian Empire . Alchemy, Arcane Eld, Volmarians
detect magic, secret doors, or traps
24 | e, #, hour 4
25 Notes Create alchemical reagant known as lute
26 . 3 21 - Lute Pool 4 - Thulian Empire . 8 ! Alchemy, Resource Termaxian, City-State
required for enchantry
27
28 . _ " _ .
4 35 - The Magic Head 4 - Thulian Empire Increase abilities, heal, or suffer random Expansion, Arcane Termaxian, City-State
29 stone effect once per user
30 e hour5
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w
-
(6,

42a - Enchantry 4 - Thulian Empire Alchemy, Arcane Eld, Volmarians

magic missile

w
o
°

w
w

61 - Missing En-
chantry

Create single-use wand of cold, light,

. . Eld, Volmarians
polymorphing, or summoning

4 - Thulian Empire Alchemy, Arcane

w

~
L]
o

w
o

w
o

¢, hour 6

w
~

w
o]
°

w
el

I
o
L]

I
=

IS
N

e, hour 7

A
w

I
N
L]

I
w

IS
o
L]

N
~

A
0o

e #, hour 8




Dwarven
Cemetery

Dwarven
Chokepoint
Dwarven
Bulwark

Azoth
Pool

< Closets

A

Dead
Cisterns Batteries

S A

b Dwarven
Bolts . Melee

Feasting Rust

Monsters . .
Large Meeting o

Table &
Smashed Screens

a
A L
MEF=d RN

Shop

Intact
Stone
Dwarf

Backup Power. Plant

ALERT!

Ov

Dwarven -

Scouts

Dwarven

Sentries LK{ Archives
A

T

Viewing
Screen] §

65 /\

Empty Room

Scrap Metal

Murals Of
Mass Dwarf
Production

Pale Lit
Dworg Stronghold

13a
(Ee)0o) )
N

Secret y,
Shrine Of

Tenen A

Pipe
Junction

& |37

y Inoperative
Machines

Guard
Room

Analytical
Engine

V. Mercury
-Barrels

|43
NG [

Crystal
Resonance
Chamber

40

Yo\

Laboratory

The Great Machine A Ni

—=A'_

-O@OI

Decorated Hallway

41
A

AV

Circular
Chamber

Circular
Chamber

Treasury

/5\
/\

@

Turms Statues
Ruined
Barracks

Hewn Stairway.

52

- 6| WY /A

46 a {HH b

"Portcullis
Chamber

458

Guard Room

Dusty Hall

Dirty Torture
.Chamber '

44

The Manufactory

606606006000

Animated Stone Statue
Caryatid Column

Clay Golem

Carcass Scavenger
Dworg

Dwarf

Earth Elemental

Bone Golem
Glabrezu

Gorgon

Hellhound

Iron Maiden Golem
Mercury Ooze

Purple Moss
Termaxian Fighter
Termaxian Guard
Termaxian Magic-User

Xorn

00RO OOOOOEARROE®OO®

Alerot - Termaxian Cultist

@ Azdum - Ancient Brooding Dwarf
@ Charito - Insane Trapped Thulian Cleric
@ Delent - Dwarven Leader

e Erdak - Dwarven Ancient Leader
Esquiva - Termaxian Magic User
Fiebras - Termaxian Forge Master
Fronto - Termaxian Overseer

Haveron - Cowardly Termaxian Fighter
Jarlagg - Dwarven Leader

Nilus - Termaxian Masic User

Ovo - Dead But Intact Stone Dwarf
Rollant - Termaxian Cult Summoner

Wertek- Dwarven Lieutenant



Turn Tracker Wandering Monsters Party Marching Order Dwimmermount Level 6B - The Manufactory

1 turn =10 min. = 60 rounds 1 Dwarves (1-6) e  Was built as a shield generator and military-industrial factory, purposes it continued to serve for each successive generation of Dwimmer-
8 y Yy, purp g
* - check wandering monsters every 2 turns mount’s rulers.
party must rest 1 of every 6 turns (hour) 5 Rust Monster (1-4)
torch lasts 6 turns (hour) e Contains some of the most intact First and Second era machinery in Dwimmermount. Only The Divinitarium (Level 0) and The City of the
# - lantern lasts 24 turns (4 hours) Ancients (Level 9) are comparable.
3 @ Carcass Scavenger (1-4)
€ ote e The most important part is The Great Machine (Room 40), the command center for the entire dungeon; also of great importance are the
1 4 @ Mercury Ooze (1) Power Station (Room 3), Analytical Engine (Room 13d), Viewing Stations (Room 15a), Crystal Resonance Chamber (Room 48), and Foundry
9 . (Room 62).
3 5 Basilisk (1) e The level itself was excavated with the flawless geometry typical of the Great Ancients. The exposed stone was then laminated with
4 . nephelite, while interior walls were largely made of the same. The floors are nephelite lacquered with glossy alchemist’s resin. The level’s
5 6 Xorn (1-3) ceilings are also nephelite, punctuated by 4-foot by 2-foot vitreum radiance panels at regular 10 foot intervals. These panels are meant to
light up the level, but they are mostly broken or powerless.
6 *, hour 1 7 Earth Elemental (1) ] ) )
7 e Doors are frosted vitreum rather than the ordinary oak and iron doors common to the upper levels.
8 o 8 Gorgon (1) e Most of the machines and furniture on this level are of advanced materials such as adamantine steel, alchemist’s resin, nephelite,
9 orichalcum, or vitreum. These materials are quite rare in the current era, so unless an NPC such as Erdak explains their composition, they
s 9 @ Hellhound (2-8) are just part of the strange mysteries of Dwimmermount.
L]
11 10 e NPC Party (5-8) Factions Present
12 ¢, hour 2
i - . Level(s Origin and Leader’s . .
13 " @ Termaxdian Husk (1-6) . Faction (s) 3 Leader(s) . Allies Enemies
Party Exploration Speed: Present Group Location
14 .
12 Clay Golem (1)
15 Custodial Erdak (Dwarf 8, L) 6B-30
16 . Dwarf 5,6B,7 remnants Darval (Dwarf 7, L) 5-29 Vampire Termaxian
= Level Access Points Wertek (Dwarf 6, N) 6B-30
18 *, hour 3 e  Stairway up the Dwarf Sentries (Room 22) on The Halls of Greater Secrets (Level 5) ‘ o Ermenjart (M-U 9, C) 7-20 Dwarf, Dwimmerdragon,
19 - Room 1 Termaxian 6B, 7,9 Nihilistic locals Alyaume (M-U 9, C) 9-4 Demon, Necrolyte Vampire
20 o ®  Access to water system pipes via cisterns - Room 9 Nilus (M-U 8, C) 6B-40
e Access to water system pipes via latrine - Room 11 .
21 ysiem pipes Quests, Plots, Things To do
29 . e Access to azoth system via pipes - Room 31
% e Access to water system pipes via junction - Room 36 Activity Factions
e  Stairway down to the Termaxian Base Camp (Room 19) in The Deep Hollows (Level 7)
24 o # 4 i
, # hour - Room 52 1 3 - Power Station 2 - Great Ancients Control access‘to charging of power cells Resource Any on level
95 used by devices on the Manufactory
%6 . Notes
27 2 6a - Metal Shop 2 - Great Ancients Give weapon§ permanent +1 to damage Resource Any on level
using power cells
28 .
29 . . . .
13d - Analytical . Predict future events, study information .
30 . hour 5 3 Engine 2 - Great Ancients stored by Great Ancients Lore, Security Any on level
31
32 ° 4 15a - \{leW|ng 2 - Great Ancients Monitor activity in rooms on level Security Any on level
33 Stations
34 .
35 5 31 - The Azoth Pool 2 - Great Ancients Harvest raw azoth Resource, Alchemy Termaxian, Eld
36 ¢, hour 6
37 6 34 - Backup Power 5 - Termaxian Empire Provide backup pqwe( to Prlson,‘ oruse Jailbreak, Security Termaxian, City-State
38 . Plant for parts to repair Prison machinery
3 Gain ability to understand and activate Dwarves, Termaxians
40 . 7 35 - Secret Shrine 4 - Thulian Empire . . S . Lore, Arcane, Jailbreak ' !
magical device by leaving items at shrine Volmarians
41
Control devices within Dwimmermount . . .
42 h 7
AL 8 40 - Great Machine 2 - Great Ancients including Foundry, Prison, and Sleeping Security, Reproductlon, Dwarves, Termaxmns,
43 God Jailbreak Volmarians
44 . o
48 - Crystal . Cast spells within room to magnify their - Eld, Termaxians,
45 ? Resonance Chamber 2 - Great Ancients effects, study mechanism of action Arcane, Divine City-State
46 .
47
10 62 - Foundry 2 - Great Ancients Create dworgs, dwarves, and Silver Men Reproduction Dwarves, Men
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Turn Tracker

1 turn = 10 min. = 60 rounds

e - check wandering monsters every 2 turns
party must rest 1 of every 6 turns (hour)

torch lasts 6 turns (hour)
# - lantern lasts 24 turns (4 hours)
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Wandering Monsters

Black Pudding (1)
Chimera (1-2)
Dwimmerdragon (1)
Intellect Devourer (1)
Gorgon (1)

Mimic (1)

Thelidu (1-2)
Otyugh (1)

Roper (1-2)

NPC Party (5-8)
Giant Slug (1)

Troll (1-8)

Party Marching Order

Party Exploration Speed:

Level Access Points

Dwimmermount Level 7 - The Deep Hallows

e Extensive network of limestone caverns that cut across Dwimmermount and extend into the subterranean world that underlies Telluria
(see Chapter 4, Vicinity of Dwimmermount).

e The Great Ancients were spurred to explore The Deep Hollows during the First Era, as the action of their astral dome in The City (Level 9)
drew azoth down from the quintessence of space and infused it into the minerals within the rock. The crystals of the Entry Cavern (Room 1)
and Crystal Cavern (Room 25) are the last remnants of these magical mineralogical deposits.

e From The Deep Hollows, the Great Ancients delved the mines, collieries, and quarries that became known as the Deep Passages.
This activity eventually brought the Ancients into contact with a network of subterranean canals and nightmarish labyrinths dug by the
thelidu, ranine, and goblins (see Rooms 32 and 33). These creatures proved hostile to the Ancients, prompting the underground warfare that
led to the development of the Perimeter barrier.

e The creation of The Reservoir (Level 3B) as a basin for azoth drawn by the astral dome ended the necessity for mining in The Deep
Hollows. Thereafter the level was used by forgotten sorcerers to work such wonders as the Mushroom Forest (Room 22), Underground Lake
(Room 26), and Anvil of Fire (Room 27).

e The azoth radiation from the astral dome below makes strange magical phenomenon commonplace in The Deep Hollows, and some believe
was responsible for the birth of the dwimmerdragons that have dwelled here since the Second Era.

Factions Present

Leader’s
Location

Origin and
Group

Level(s)

Enemies
Present

Faction Leader(s) Allies

Stairway up to the Store Room (Room 4) of The Ossuaries (Level 6A) - Room 1

Windy shaft up to the Bottomless Pit (Room 7) of The Halls of Greater Secrets (Level 5)

- Room 5

Chute up to the Portrait Room (Room 10) of The Ossuaries (Level 6A) - Room 10
Stairway down to blocked Entrance (Room 1) to The Prison (Level 8) - Room 18

Stairway up to the Stairway (Room 52) of The Manufactory (Level 6B) - Room 19
Passageway leading to Y’golcyak, the subterranean realm - Room 32

Passageways leading to Stygian Depths - Room 32

Stairway down to the Great Stone Stairway (Area 2) of The City of the Ancients

(Level 9) - Room 35b

Subteranean Stream into Freshwater Pool - Room 38

Quests, Plots, Things To do

Custodial Erdak (Dwarf 8, L) 6B-30
Dwarf 5,6B,7 remnants Darval (Dwarf 7, L) 5-29 Vampire Termaxian
Wertek (Dwarf 6, N) 6B-30
Ermenjart (M-U 9, C) 7-20 R
Termaxian 6B"9 7 Nihilistic locals Alyaume (M-U 9, C) 9-4 Demon, Necrolyte Dwarf, D\\//; :n::aerdragon,
Nilus (M-U 8, C) 6B-40 P
Troglodyte 7 Degenerate Xochotl (Troglodyte 6, C) 7-12 Termaxian Dwimmerdragon
remnants
Trolls 7 Subte!'ranean Grummar (Troll 10, C) 7-8 - -
foreigners
Thelidu 7,9 Subterranean Ganglion (Thelidu 4, C) 9-12 - Derrim, Mongrelmen,
foreigners Terrim, All
Dwimmerdragon 7 Custodial Razylymvaer (Dwimmerdragon 7-35a Terrim Termaxian, Troglodyte
remnants 12, Q)

Room Activity Motive Factions

1 1 - Entry Cavern 2 - Great Ancients Harvest crystals thét can hgal wounds, Healing, Resource Any on level
study their formation
2 10 - Shrine of the 5 - Termaxian Empire Communicate with Turms Termax Lore, Jailbreak Termaxian
Brazen Head
3 292, 24 - Mushroom 6 - City-States Harvest.nutrltl.ous mushrooms |.n Forest, Resource Any on level
Forest and Pool sedative poison mushrooms in Pool
Summon fire elemental, experiment with .
. . . A . Eld, Termaxians,
4 27 - Anvil of Fire 2 - Great Ancients binding, add magical bonuses to weap- Resource, Arcane City-State
ons and armor
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Turn Tracker Wandering Monsters Party Marching Order Dwimmermount Level 8 - The Prison

1 turn = 10 min. = 60 rounds 1 Amber Golem (1) e Constructed at the start of the Second Era. It originated as a penitentiary for goblin, ranine, and thelidu prisoners-of-war, with an outer and
* - check wandering monsters every 2 turns inner ring for low and high value prisoners.
party must rest 1 of every 6 turns (hour) 5 Termaxian Necrolytes (1-2)
torch lasts 6 turns (hour) @ e  The Chamber of Truth (Room 18) was designed to conduct military interrogations with guaranteed veracity, while the Pillars of Law (Room
# - lantern lasts 24 turns (4 hours) 3 Nalfeshnee (1) 29) could convert captives to zealous followers. The Chamber of Zod (Room 39) and Power Center (Room 40) also date to this time.
alfeshnee
€ ote e Protected by the Outer Prison and Inner Prison barriers, The Prison avoided the utter wreckage of the other Second Era levels, and remained
1 4 @ Marlith (1) in active use under the Eld, Thulians, and Termaxians.
2 ° e The Eld found the highly secure level ideal for conjuring and capturing demons, and built the Otherplanar Cells (Rooms 48 and 51) for this
3 5 Ba|OI’(1) purpose.
4 * e The Thulians transformed The Prison into an ecclesiastical tribunal dedicated to Typhon and Anesidora; these works are still more-or-less
6 Flesh Golem (1) o . ; o
5 visible in the Smashed Mural (Room 12), Panic Room (16), Desecrated Shrine (Room 17), Defense Cache (Room 23), Demonic Lair (Room
6 e, hour 1 7 @ Termaxian Husks (1-8) 32), and Hall of Worship (Room 34).
7 e Under the Termaxians, The Prison degenerated into a house of horrors, dedicated to torture (Room 2), death (Room 6), and the creation of
8 R 8 @ Fire Elemental (1) Termaxian husks (Room 34). The Termaxians added even more security to the level, including the Identification Station (Room 3) and turnkey
9 golems (Rooms 20 and 28).
10 . 2 @ Mummies (1-4) e Characterized by flawlessly-hewn excavation with perfect geometry and no decoration. The original doors were adamantine steel hatches,
11 10 T ian Cultists (5-8 and these remain except where noted. During the Thulian era, some of the bare rock was coated with plaster, mosaics, and frescoes, and
@ ermaxian Cultists (>-8) various statues and sacred art added. Some of this was defaced by the Chaotic Termaxians and other areas of the level were destroyed when
12 *, hour 2 " Black Pudding (1 the paladins toppled Termaxian rule. Most notably, magical combat during the fall of Dwimmermount tore open the Crevasse (Room 26) in
13 ack Pudding (1) . the floor of The Prison that opens into the ceiling over The City of the Ancients (Level 9).
14 . Party Exploration Speed:
r 12 (3s) Thessalgorgon (1) Factions Present
16 . . Level(s) Origin and Leader’s . .
i ion L r . lli Enemi
17 Level Access Points Factio Present Group eader(s) Location Allies emies
18 ¢, hour 3 e  Stairway up to Room 18 of The Deep Hallows (Level 7) - Room 1 Law 9B, 3A, 6A, | Imprisoned Hu P’an (Paladin 9, L) 8-49 i Necrolyte, All Chaotic
19 e  Crevasse to the dome over The City of the Ancients - Room 26 89 remnants The Iron God (Empyreal 13, L) 8-51
20 . Demon 5,8 Astral Aishapra (Marilith 7, C) >-48 Necrolyte, Termaxian Law, All Lawful
outsiders Ndulu (Balor 8, C) 8-34
21 Notes —
29 ° Necrolyte 5, 6A, 8 T:r:rsmzztes Turms Termax (Demigod 18, C) 8-45 Demon, Termaxian Law, Terrim
23
. Degenerate Auxitius (Necrolyte 7, C) 8-24 . .
24 , #, hour 4 Sleeping God 8,9 remnants Vodaro (Terrim 10, N) 0.3 Derrim, Mongrelmen Terrim
25
% . Quests, Plots, Things To do
27 Room Activity Motive Factions
28 .
% 1 12 - Smashed Mural 4 - Thulian Empire Refresh clerical spells once per day Divine Volmarian, City-State
30 *, hour 5 ] 14 - Locked Gaol 4 - Thulian Empire Extend I|fe§pan t.hrough stasis, Imprison Immortality, Security Eld, Termaxian, Yolmarian
31 dimensional travelers
32 ° 3 16 - Panic Room 4 - Thulian Empire Shelter for Lawfuls, inaccessible to Chaos Security Volmarian, City-State
33
34 . 4 18 - Chamber of 3 - Early Eld Interrogate prisoners, condgct trials with Security, Resource Any on level
v Truth guaranteed veracity
Reprogram turnkey golems, repair . .
36 , hour 6 5 27 - Control Room 3 - Early EId machinery to control Prison functions Security, Jailbreak Any on level
37 Convert subjects fo zealous followers of Termaxian, Yolmarian
38 . 6 29 - Pillars of Law 4 - Thulian Empire ) z Expansion, Jailoreak o !
Law City-State
39 . . .
7 | 49 - A Paladin of Law 3 - Early Eld Torture 'ca;’)tlves and .experln?gnt with Security, Arcane Eld, Termaxian
40 * principles of Pain Amplifier
41 _ . :
8 48, 51 Otherpl@nar 3 - Early Eld Summon and capture dimensional Arcane, Lore Eld, Termaxian
49 e, hour 7 Cell, Empyreal Prison travelers
43
44 .
45
46 .
47
48 e #, hour 8
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Turn Tracker Wandering Monsters Party Marching Order Dwimmermount Level 9 - The City of the Ancients

1 turn = 10 min. = 60 rounds 1 Terrim (1-4) e Separated from the rest of Dwimmermount by thick layers of rock, several hundred feet beneath The Prison (Level 8). In addition, the level’s
* - check wandering monsters every 2 turns ceiling is an azoth-infused dome that, until two centuries ago, completely shielded the level and its inhabitants from prying eyes.
party must rest 1 of every 6 turns (hour) 5 Termaxian Husk (1-8)
torch lasts 6 turns (hour) @ e Magical combat during the fall of Dwimmermount tore open a Crevasse (Room 26) in the floor of The Prison that opens into the ceiling over
# - lantern lasts 24 turns (4 hours) ) The City of the Ancients. Despite the crack, the dome itself continues to operate, albeit sporadically, which wreaks havoc on the casting of
e ote 3 Terrim (1-8) certain spells (see text).
1 4 Thelidu (1-2) e Because it is buried so deep, Level 9 is not easily accessible from the rest of the dungeon. The simplest entrance are the Stairs Down
2 . (Room 35b) from The Deep Hollows (Level 7), guarded by the dwimmerdragons.
3 5 @ Termaxian Cultist (5-8) e A more roundabout way to enter the level is to use the Crevasse (Room 26) on The Prison, but in addition to being harder to reach,
4 . it is also more dangerous.
6 Derrim (1-4
; -5 ,
Factions Present
6 *, hour 1 7 @ Gloom Crawler (1)
. Level(s Origin and Leader's . .
7 Faction (s) S Leader(s) - Allies Enemies
s . 8 Stone Golem (1-2) Present Group Location
9 ; ; ; ; 2B, 3A, 6A Imprisoned Hu P’an (Paladin 9, L) 8-49
9 Jin Tai - Questing Paladin 1 9A OA, P ’ . i
10 . 0 Law 8,9 remnants The Iron God (Empyreal 13, L) 8-51 Necrolyte, All Chaotic
11 10 Divine Vision (see table) -
12 | o, hour? Ermenjart (M-U 9, €) 7-20 Dwarf, Dwimmerdragon
1 OUr 1 Derri Termaxian 6B, 7,9 Nihilistic locals Alyaume (M-U 9, C) 9-4 Demon, Necrolyte ! . son,
13 errim (1-8) . Vampire
@ . Nilus (M-U 8, C) 6B-40
14 . Party Exploration Speed:
12 @ Mongrelmen (2-12) R
15 Thelidu 7,9 Subterranean Ganglion (Thelidu 4, C) 9-19 . Derrim, Mongrelmen,
" foreigners Terrim, All
p Level Access Points
. Degenerate Auxitius (Necrolyte 7, C) 8-24 . .
18 | e hour3 e  Fissure to unknown below Dwimmermount - Area | Sleeping God 8,9 remnants Vodaro (Terrim 10, N) 9.3 Derrim, Mongrelmen Terrim
19 e  Stairway up (Room 18) to The Deep Hollows (Level 7) - Area 2
20 . e  Crevasse (Room 26) in The Prison (Level 8) - Northern Passages
. Degenerate . Mongrelmen . .
21 e  Crevasse (Room 26) in The Prison (Level 8) - Hole in dome above Area 9 Derrim 9 remnants Zovlap (Derrim 9, C) 9-10 Sleeping God Terrim, Thelidu
29 o e  Sunless sea - Area 10
23 Degenerate . . . . .
2% |7 ouwrd Notes Mongrelmen 9 remnants Arjash (Mongrelman 9, N) 9-11 Derrim, Sleeping God Terrim, Thelidu
25 Custodial/
26 o Terrim 9 deqenerate Zamis (Terrim 13, N) 9-6 i Derrim, Mongrelmen,
8 Sarana (Terrim 14, L) 9-6 Sleeping God, Thelidu
27 remnants
28 : Quests, Plots, Things To do
29
30 e hour s Room Activity Motive Factions
31 1 3- Tomb of the 2 - Great Ancients Awaken or question Sleeping God Lore, Divine, Jailbreak Termaxian
Sleeping God
32 o
33
34 .
35
36 ¢, hour 6
37
38 .
39
40 .
41
492 e, hour 7
43
44 .
45
46 .
47
48 e #, hour 8
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Turn Tracker Wandering Monsters Party Marching Order Dwimmermount Level O - The Divinitarium

T turn = 10 min. = 60 rounds 1 Ascomoid (1) e Located above The Path of Mavors (Level 1), close to the summit of Dwimmermount, but it can only be accessed by means of the elevator
* - check wandering monsters every 2 turns from the Path of Mavors and Halls of Lesser Secrets (Levels 1 and 4). The elevator itself can only be operated after power has been restored
party mtjétgssl';;tsogizfrz f’htctll::‘)s (hour) 2 Basidirond (1-2) to it via the Elevator Control Room (Room 14) on The Halls of Lesser Secrets (Level 4) or the Great Machine (Room 40) of The Manufactory
# - lantern lasts 24 turns (4 hours) (Level 6B).
e ote 3 @ Ocre Jelly (1) e Constructed by the Great Ancients in the last centuries of the Second Era as they began to explore the Four Worlds and launch the Servitors
1 , into Astral Space (see Chapter 2, History of Dwimmermount).
4 Algoid (1-4 +2)
2 . e Served two purposes. First, it was a communications center where authorities maintained contact with both far-flung outposts and the
3 5 Gray Ooze (1) gods themselves from the Speaker to the Heavens (Room 17). Second, the level served as a Hangar (Room 19) for astral vessels capable of
. travelling to other worlds (see Appendix E, The Four Worlds).
5 6 Astral Reaver Fighter (1-4) e Shortly before Dwimmermount’s fall, an astral vessel returned from Kythirea bearing infectious spores from the Green Planet’s teeming
‘ jungles, some of which escaped and infected its inhabitants. The Termaxians sealed up the level in the hopes of dealing with it later. Spared
6 *, hour 1 7 Black Pudding (1) much of the fighting that damaged The Manufactory and other wrecked the other First and Second Era levels, and its original elements
7 remain largely intact.
3 . 8 Astral Reaver Fighter (1-4) . ‘ . o . .
e The exposed stone has been laminated with nephelite, and its interior walls are made of the same. The floors are nephelite lacquered with
9 9 Phycomid (1-4) glossy alchemist’s resin. The level’s ceilings are also nephelite, punctuated by 4-foot by 2-foot vitreum radiance panels at regular 10 foot
10 . @ intervals. While functional, these are operating on auxiliary power, illuminating most of the level with a dim red glow.
11 10 @ Slime Zombie (1-4 +1) e Doors are blast doors rather than the ordinary oak and iron doors common to the upper levels.
12 *, hour 2 " Shambling Mound (8HD) (1 e Other than The City of the Ancients, it is the most futuristic level of Dwimmermount, and-due to horrific Kythirean fauna and flora that have
13 @ ambling Mound (8HD) (1) ) invaded—by far the most alien.
14 . Party Exploration Speed:
r 12 Olive Slime (1) Factions Present
16 . . Level(s) Origin and Leader’s . .
i ion L r . lli Enemi
17 Level Access Points Factio Present Group eader(s) Location Allies emies
18 [ e hour3 e  Ancient Elevator to Room 14 of The Halls of Lesser Secrets (Level 4) or Room 40 of Kythirean 1 Interplanetary Deadly spores (special) 0-29 Orc, Spider All
19 The Manufactory Level 6B - Room 1 outsiders
20 . *  Access to water system pipes via water pump - Room 8 Astral Reaver 1, 4 Astral H’raon (Astral Reaver 7, C) 0-27 Kobold Thelidu
21 e Access to water system pipes via solarium pipes - Room 14 outsiders
% ; e  Access to water system pipes via latrine - Room 38 Quests, PIOtS, Things To do
e Hanger doors to air above Dwimmermount - Room 19 - . .
23 Activity Motive Factions
24 | < # hour4 Notes Experiment on memory moss in
25 1 3 - Mossy Chamber 6 - City-States azoth-rich environment as route to Immortality Eld, Termaxians
26 . mental immortality through transfer
27 . .
11 - Lunar Prepare for or thwart invasion of loun; . . . .
28 o 2 Attunement 3 - Early EId study lunar effects and lycanthropy Expansion, Arcane Volmarians, Animal Kings
29
Conduct or suppress long-term investiga-
30 hour 5 -
2 hour 3 | 17-Speakertothe 3 - Early Eld tion of the truth behind the Gods of the Divine, Lore Men
31 Heavens
Great Church
32 o
33 4 | 20- Control Room 3 - Early Eld Control access to many Divinatorium Security Any on level
™ functions via garrison or trap
3 31a - Navigation
36 e, hour 6 5 Roon? 3 - Early Eld Monitor astral traffic near Dwimmermount Security Eld, Astral Reavers
37
38 ° . .
39 6 41 - Red Monolith 3 - Eldrich Empire Study and benefit Lrsc;m effects on magic Arcane Termaxian, Eld, City-State
40 .
41
492 e, hour 7
43
44 .
45
46 .
47
48 e #, hour 8
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The Dungeon Tracker

The Dwimmermount Megadungeon Tracker is a unique play-aid designed
to help you get the most out of all 13 levels of Dwimmermount.

For each level of the dungeon, the Megadungeon Tracker provides a
double-sided laminated reference sheet, with a specially keyed map
on one side and a level summary on the other. The map provides brief
descriptions and contents for each roem on the level; the level sum-
mary covers each level’s history, factions, wandering monsters, ac-
cess points, and special areas, and allows the gamemaster to easily
track turns and marching order.

This is not a standalone product. A copy of Dwimmermount™ is re-
quired to run the dungeon. Dwimmermount is a 13-level megadungeon
for Adventurer Congueror King System™, Labyrinth Lord™ and other
d20-based fantasy role-playing games, available for purchase sepa-
rately from Autarch™ LLC.
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