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INT RO OUCT! ON

This module is designed to tie together the three previous modules. plus
add a new dungeon to the mythos. For this reason there are overland maps, and
a large number of specific and random overland encounters. The map ;s so de­
signed as to allow it to fit easily into anyone's world or to give those of
you who desire it a new, playable world of your own (one of the so-called
"middle kingdoms" or a part of one of them). It's entirely up to you.

This module ;s not lI ra ted" as were the last three. however, I can generally
say that most of the encounters fall somewhere around The CitadeZ of Thunder's
level of difficulty. Be warned, however, that some of the encounters will exceed
even the lethality of our toughest previous dungeon; Caliban!

For the most part, less treasure is available, but this was done deliberately
so as to allow each individual World Master greater leeway in making this world
uniquely their own.

We hope you enjoy this module as much as we did in conceiving it. Have fun!

David A. Hargrave
Concord, California

This entire product, text and artwork is copyright
tirity by OAVIO A. HARGRAVE

<D 1980 in its en-

The artist for this adventure was Carolyn Schultz, a great artist and better
fri end.

And special thanks to our fine typist, Michelle McAvoyl

PS Be sure to watch for our next offering:
very own variations, additions, and del etions

Comi ng soon!

ARDUIN~ BWODY ARDVIN. My
to the Arduin Rules System.

..

c. p.
s. p.
g.c.
h.g.c.
g.s.
r.s.
HO
HP
dex
AC

Abbrevi ati ons

copper penny
silver penny
gold crown (1/2 g.s.)
1/2 gold crown (1/4 g.s.)
gold sovreign
roya1 sovrei gn
hit di ce
hit points
dexterity
armor class
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DEATH HEART

There is a legend, so old that no written word of it exists now. A faint
tremor of horror that has crept down the aeons to haunt the nightmares of the
men of the peaceful middle kingdoms like some shadow in the mind. It is the
story of DEATH HEART.

It is said that in those young days the mightiest of all wizards was
Ardaemus of the Silver Flame. So great was his power that the fiercest dragons
trembled at the mere mention of his nam~ and all the kings and princes that
abounded in the lands did bow their knees to him.

But Ardaemus cared not for the mundane workings of the world about him, and
sought only to further his arcane knowledge, and to hone his mystic might even
further. Therefor, he was seldom seen by men, though is works, were ever evident.

Thus, when one solstice day he appeared in the city of the high king, many
knew him not. From that day forth, he appeared in one city or village after
another, always intent and grim. Whenever he was asked what it was he sought,
his answer was sharp and short: LOVE.

This answer puzzled the people, for all knew that you could not search out
love, it would find you when the time was right. But Ardaemus would not stop his
search, becoming gaunt and sickly as he concentrated on his obsession.

Finally, after decades of searching, Ardaemus announced, "I have searched
this world and others and have studied and experimented, all in vain, for I could
not find love. Therefor, I believe that it does not exist, that it is just a
dream weak-minded fools use to befuddle the clarity of the Cosmic All." vJith
that he returned to his mighty citadel in the valley beyond the Mountains of
Madness, never to be seen by man again.

Many hundred years passed before anyone thought to go and see if the legend­
ary wizard still lived. So it was that a party of thirty doughty warriors, and
not a few assorted lesser wizards set out. The way through the dread mountains
was difficult; four of the party meeting a hideous doom amoung their cold krags.
Yet the horror of that was next to nothing compared to the vision that awaited
them in the legendary vally. Where once a beautiful and cultivated parkland had
been were now dank forests and mist shrouded swamps. Where once Ardaemus's
proud silver tower had risen to the stars, only rubbled ruin, center.ed in an inky
black lake, remained.

Simply crossing the lands to the lake, and its crossing as well, are storys
worthy of telling. But another day; simply know that ten more of the party per­
ished before the ruins were reached.

It was soon found that four entrances into the former tower's underways
still remained, and there the party found a partial answer to the enigma. Carved
above each entry-way were these words: To gain my treasure and my knowledge~ brave
men must need only bring love into my heart of death.

Only five of the party eventually returned, and those could only babble
about "that pulsing heart of doom, that black, beating thing of death!"

-



For many years, other adventurers tried to fathom the riddle, tried to
find the fabulous horde supposedly hidden in the catacombs of the island. But
most never returned from beyond the Mountains of Madness, and those few who
did bore bloody testimony to the doom that claimed so many.

Some treasure was found, but much more was left behind by the nobles and
paladins that for so long tried to be the one to succeed. Eventually none were
left that would dare. And so passed away centuries, peacefully and silently.
Kingdoms rose and fell, princes came and went, and Death Heart never ceased its
beat. But none were there to hear, for men had forgotten to listen. Dare
you now?

DEATH HEART



GENERAL OVERLAND ENCOUNTERS

Each day travelled on the large scale overland map, roll a 012 to see
if an ecounter has happened. A roll of 11-12 indicates it has. If an
encounter is rolled, roll on the appropriate chart to see which one it
was. Remember, most of them are only good once.
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GENERAL CIRCUMSTANCES

A sudden, thick and clammy fog has
risen from the small marsh to your
right. Visibility has dropped to one
to five feet, and there is a heavy
smell of honey. The magikal fog will
last 11-20 melee rounds then dissipate
immedi ate ly .

The forest has become strangely
quiet, and the air has become still
and breezeless. Then, faintly, as if
from a distance, there comes the sound
of tinkling - like little silver bells
(this lasts 1020 melee rounds and has
no apparent source). When the sound
stops, the encounter begins!

Ten feet off the path, to the left, is
a small rough stone shrine to the mi­
nor godlet "Pukel the Gibberer." The
10" tall jade (poor quality) idol is
worth about 80 g.s. There are small
offerings of food and copper pennys
(two silver ones!) near its base. If
the party does not give an offering,
or disturbs the shrine, the encounter
begins!

A sudden, ice-cold wind has blown
up, swirling leaves and twigs around in
a frenzied pattern of fear. This lasts
106 melee rounds. Abruptly it ceases,
and there's a 1 melee round pause,
then it starts again, redoubled in its
frenzied fury. Howling and frigid, it
is practically strong enough to blow
people off horses. This lasts 103 me­
lee rounds. When it ceases, the melee
begins!

A tree has fallen and blocked your
way (it would take four men to slo~ly

move it out of the way). There is no

ENCOUNTER &TREASURE

Suddenly six slime-covered skeletons
in rusted mail (AC 4) with scimitars rise
up out of the muck and silently attack!
Each is 1+1 HD, 9 HP and has a dex of 15.
In the 4' deep bog, 30' from the path, is
a 3'x3'x2' rusty iron chest containing
800 s.p. Underneath them is a blood­
stained map showing the way to Death
Heart/Poseidon's stairs.

Seven trees close to the party open up
secret doors and disgorge a band of half­
orc slavers! Each wears studded leather
armor (AC 5) and has a 9' square weighted
throwing net; shortsword; dagger, and leg
irons. Each also has a pouch with 25 c.p.
25 s.p. and 5 g.s. All are 5 HD, 40 HP,
and have a dex of 13.

From under rotted logs, piles of leaves,
bushes, everywhere, they come! Sixty (yes,
60!) 1/2 HD, 2 HP, AC 7 rats. All chitter­
ing and swarming with little beady red
eyes! Each bite does 1 point and has a 20%
chance of being diseased (roll a random
one). The treasure? Why, it's the statue
you twit!

Three ghostly wraiths rise up from the
veryground itself. They are 4+1 HD, 36 HP,
have dexs of 18, and ACs of 3 (+4). They
guard a long forgotten tomb buried 3\
down under the path. Inside it are gems
and jewels valued at 8,960 g.s. and the
magik sword "Black Raiser" which is

plus three to hit and to damage.

Hidden in the fallen tree's branches
is a mated pair of 3+1 HD, 27 HP, AC 5
(+4) Wobras. They have dexs of 19 and 20.



GENERAL OVERLAND ENCOUNTERS (con't)
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GENERAL CIRCUMSTANCES

safe way around it for 1/2 mile in
either direction due to the peat bog
you were passing through. If you try
to move the tree or come within 3' of
it the encounter begins!

Rounding a curve in the path, you
suddenly come face-to-face with a band
of mercenary warriors, on foot, and in
a double -column about 15' away. There
is a 75% chance they'll try to rob
you; 20% chance they'll ignore you; 5%
chance they'll help you.

As you ford the stream, the water
suddenly turns blood red and becomes
glassy-smooth. A melee turn later,
faint tendrils of red steam begin ris­
ing from it, coalescing into a dense
fog (visibility one to five feet) in
lD6 melee rounds, and covering 300' in
radius from the ford. Now the encounter
begins!

Rounding a curve in the path, you
see a large (30' wide/15' deep) cir­
cular hole directly in front of you.
The sides are smooth and glassy-looking
but the bottom is broken earth and jum­
bled rock. Protruding about one foot
out from the center bottom of the hole
is what appears to be the edge of an
iron chest. The encounter is up to you!

Across a small (15' wide) clearing
is a small (12' square) ramshackle hut.
Tied to a post in front is a beautiful
white heavy warhorse (5+1 HO, 45 HP)
with a beautiful set of saddle, sad­
dle bags, etc. of red and gold leather.
Also strapped to it is a heavy cross­
bow and case (30 silver-tipped bolts)
of teakwood and steel.

The small stream cuts across your
path (it is 3 feet wide and 3 feet
deep). There is a 14 11 di ameter 8' long
mossy log down across it. Cross the
stream by not using the log and the en­
counter starts! All who do cross the

ENCOUNTER &TREASURE

There is no treasure - unless you count
the six Wobra eggs!

Six of the mercenary warriors have
swords, chain mail, and shields (AC 4),
and have dexs of 12. Three have banded
leather (AC 6) and dexs of 14. They carry
light crossbows and shortswords. The
leader is in full plate (he's the only
mounted one), AC 3, and carries a 2-handed
sword (his dex is 11). All are second lev­
el, 40 HP, and 5HD . Between them they
have 180 s.p., 47 g.s., and 66 c.p.

This is the IIjoke ll of the slightly mad
IIwa ter sprite ll Beedle De Dee. He is AC 2
(+4), 3+1 HO, 27 HP and has a dex of 21.
He can use all magik up to the 3rd level
in power and hates Elves! Not really vis­
cious,he will nonetheless pester a party
unmercifully until they give him II wine and
honey cakes! II

Burrowed in the dirt at the bottom of
the hole are nine (9) 2+1 HD, 18 HP, dex
17 IIMud Spi ders. II Each has an AC of 6 and
can leap 15' (move 80' per turn). Their
bite does 104 damage and causes all who
fail a II save versus poison ll to have thei r
flesh turned to stone! This takes lD12
melee rounds. Inside the large chest is
2,000 s.p.

In thE' mysty hut is a gl ittering array
of jewels and gems (8,965 g.s. worth)
spilling out of a small wooden chest on a
rickety table in the center of the room.
Paragon the mad Paladin (it's his horse,
dummy!) is its owner! He's 14th level,
wears full plate with shield (AC 2). and
carries a magik mace which is +3 to hit.
He is 7+1 HO, 63 HP, and has a dex of 20!

The stream contains six large. trans­
parent (invisible in the water) leeches.
Each is 2+1 HO. 18 HP. dex 18. AC 7 and
can move 90' per turn (in the water. 1/3
that on land). Their bite is painless (1
point damage) but they drain one life



GENERAL OVERLAND ENCOUNTERS (con1t)
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GENERAL CIRCUMSTANCES

log simply fade from sight as they
reach the far end! For it is a (one
way) random dimensional portal into
Death Heart!

A' strange hot wind has started to
blow, smelling of hot iron and sickly­
sweet honey. Suddenly there's a bright
flash and a smoking hot Djinn has
appeared in your midst! He bellows "a
dddle! a riddle! I must have a riddle!"
If your party can give him one fast he
will answer one question (your choice)
and 1eave. If not ....

Congratulations! You have managed to
attract the attention of an adult dra­
gon! He is red and gold, with a 75 foot
wingspan, and an appetite to match!
Feed him 104 horses and he'll probably
let you go (a 75% chance). Don't feed
him and he'll "eat" anyway! Good 1uck!

ENCOUNTER AND TREASURE

level each turn thereafter. As they fill
with blood they become very visible. Yuck!

He is 6+1 HD, 54 HP, AC 2 (+4) and has
a dex of 18. He strikes for 1012 plus 104
heat damage, and can do any spell first
through third level (one per turn). He
can fly (250' turn), become invisible or
burst into a 7' radius (406) flame at
will. He loves riddles and hates people
who don't know any. His name is T'chok.

Ssooring (the dragon) is 10+1 HO,
110 HP and has an AC of 2+1 (+3) due to
his dex of 17. He flys at 450 1 per turn,
or runs at 120' per turn. He can bite for
406, use his claws (108 each), his wings
(106 each) to buffet, or his tail to
smash at 606. Or he can breathe 110 points
of fire in a 9QTx20' cone. Whew!
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SPECIAL ENCOUNTERS

Although you may encounter a Random Encounter anywhere, when entering certain
specified areas a particular encounter is sometimes what must happen. Any treasure
for these encounters is up to the individual World Master, however, I suggest
that some recompense be allowed, as these are extremely tough encounters!

%Chance
for the .
Encounter

50%
per day

Special*

75%
per
day

The General Area and Circumstances

The Dragon's Nest Forest is most­
ly of tall (100 1 or more) ironwood
trees set very close together. There
is usually room to ride beneath the
trees but it is gloomy and dark in
there and very, very quiet. Remember
it is as its name implies; dragons
live there. This is well known to
those who live near it, but you do
have to ask!

The forest of Fear is comprised
of 45' to 60' tall moss hung cypress
and Banyon trees. The branches are
so low that a person must stoop to
walk under them half the time. It
is very dark, moist, and oppressive
in there. The people at the Winged
Elf Inn can only tell you stories
of a haunted treasure in the center
of the forest.

The Silver Forest is the home of
a VALYPYR (see AG II) named Khor­
mankai. He never leaves the forest
as he was cursed by the Elves who
used to live there (most of whom
he slew, the rest fled) to forever
wander, lost among the trees. This
is all a dim legend known to the
owner of the Laughing Dragon Inn.
As is the lost treasure of the Elf
King.

The Encounter

Roll a 012, if a 9-12 is rolled
you have come upon a dragon by sur­
prise. Roll any other number and the
dragon has surprised you! It is a
15 HO, 150 HP Adult Violet Dragon.
His dex is 16, and his AC is 2+4 (+2)
(See AG III). There is a 75% chance
helll hesitate 103 melee rounds and
a 05% chance helll talk to you. Roll!

In the center of the forest is a
45 1 diameter clearing in the center
of which is an aeons old sarcophogus
of cracked black stone. It is worn,
but horrific carvings may still be
seen on it. *Open it and out comes
a Black Wind! (See AG II) It is 10 HO,
80 HP, dex 24 and AC 2+2. Free! Free
at last! This 20 1 cloud of ebon death
is now after you!

There is a 50/50 chance you'll
surprise him or helll surprise you.
After all, it is a dense forest of
beautiful silver pine, silver oak,
and silver linden trees, (80 1 to
120 1 tall). He is 10+1 HO, 90 HP, dex
20, AC 2+5 (+2). His attacks are all
at plus six to hit due to strength
and expertise, but who knows, show him
the way out and he may (20% chance)
let you live!

The Bereingere Forest is comprised
of spruce, pine and eucalyptus trees

60% per set fairly far apart (you can ride
day in between them easily). Unbeknownst
the forest to anyone, a large, demented TRYVERN
or a flat (See AG I) has taken up residence
15% chance there. It was the captive of a mage
at The Ford for years, and now hates all mages
of Bering- insanely. It always attacks mages on

ere sight, otherwise it only attacks 90%1
of the time.

It is 12HO, 96 HP, dex 15, AC 2(+1).
roll a 012; a 1-6 means you both see
each other simaltaneously some 30 yards
apart. A 7-10 means you surprise him
from behind at 15 yards distance and
an 11 to 12 means he has snuck up be­
hind you for a sneak attack! Surprise!



SPECIAL ENCOUNTERS (con't)

%Chance
for the
Encounter

100% at
The Tomb
or 50%
per day

otherwise

40% per
day in

the forest
and a flat
15% chance
at the ford

35% per
day in
each!

10%
per
day

The General Area and Circumstances

The Forest of the Moon is com­
prised mainly of tall (180 1 to 320 1)
Redwoods spaced far apart. There is
a moderate amount of fern-like
under-growth but riding through it
is relatively easy. Anyone in the
land can tell you of the legend of
Princess Mairee (an Elf) and of how
she -died in the forest mysteriously
a thousand years ago. There she is
still supposedly buried with all of
her jewels and other treasures un­
der a large blue pyramidal rock.
But it1s just a legend, right?!

The Iron Thorn Forest is the
home of a band of Highwaymen led
by one Selvar Blue Hand. This is
general knowledge throughout the
land, as is his usual ambush areas
at the Ford of Talen, in fast foot
pass, or on the Broken Road. He
usually takes prisoners and holds
them for ransom, however, he hates
Elves and always kills them on the
spot! All are mounted.

Small SWamp, The Fens of SallouJ
Bane, and Moon Marsh all harbor
slimy, horrible ~GGOTHS. Each al­
so has some legend or other about a
lost party of travellers and some
fabulous artifact or treasure they
were carrying. Riding is impossible
in them, and walking is very diffi­
cult (1/4 speed). There is a chance
of quicksand or drowning as well.

BrouJnfoot Marsh, Tremble Step
Marsh, Dragon'sBlood Marsh, and
Mist Fang Marsh are all areas
where a single huge SILVER SLYTH
hunts. It is always seen by the
party after it has started track­
ing them at a range that depends
on the terrain. Usually 100 to 500
yards away. It never stops tracking
its prey* (See AG III).

The Encounter

In the forest, near the Misty
Moon River is the tomb (under the
large blue pyramid-shaped rock).
Haunting the tomb and the surround­
ing forest are seven BLUE WRAITHES
(see AG III). (one always guards
the tomb, but roll a 06 to see how
many show up elsewhere). They are
9 HO, 72 HP, dex 19, AC 2+5 (+2) and
aluJays surprise their victims. They
cannot leave the forest.

The leader wears chain mail and
carries a shield [AC 4 (+2)J and the
magi k sword II Fl ashfast. II It is pl us
five to strike (his attack is plus
ten to hit!). He is lOth level, 6+1
HO, 54 HP and has a dex of 16. He has
ten hench men, all wear banded leather
and carry shields (AC 5). Four have
swords, four have axes and two have
maces (all are plus two to hit). Each
is 2nd level, 4+1 HO, 36 HP and have
dexs of 14.

The MAGGOTHS are generally alone
and 12+1 HO, 108 HP, dex 9, AC 7 hor­
rors. There is a 65% chance they'll
rise up out of the mud to surprise
the party. Otherwise you·ll probably
see it coming 10100 yards away.

The thing is probably the hugest
thing you will ever have the misfor­
tune to run across. It is about 200·
long, 60 HO, 500 HP, dex 12, and has
an AC that varys from 2+5 on its
cilia to 2+1 on its immense body. Its
one saving grace is that it uJill not *
enter the forests, lake, or mountains,
so run as fast as you can!



SPECIAL ENCOUNTERS (con't)

%Chance
for the
Encounter

On the 1ake,
a 50% chance

per hour.
Near the lake
a 10% chance

per day.

25%
chance
per
day

The General Area and Circumstances

Black Heart Lake~ nearly bottom­
less, frigid and murky, is plagued
with a nearly constant black fog
(80% of the time) on its surface
(10 1 to 20· thick) that hides what
lurks below.

Dim Doom Forest~and Dark Mouth
Forest each are the homes for a
single Ibathene (See AG I). The
huge (200' to 400 1

) redwoods and
soft fern undergrowth make it easy
for those behemoths to move around.
Neither will enter the marsh, nor
approach the lake, fearing what
lurks there.

The Encounter

A huge, 13 armed kraken lives here.
It is 34 HO, 280 HP, dex 14. Its arms
are 95' long and can hit for 6010 (80%)
or wrap and crush for 10010 (20%) each
turn. Its bite? Well, let's just say
it is instantly fatal to anything up
to the size of an elephant! It attacks
with 1012 +1 tentacles each turn.

Each is 33 HO, 250 HP, dex 10
and has an AC ranging from 2+1 (over­
all) to 3 (eye-stalk). They are 88'
and 85' long respectively and are
always hungry. Their tongue alone
can reach 33' (it does 306 crush dam­
age) and their bite does 7 to 70.
Each claw (there are two) does 4to48
or they can tail smash instead for 5
to 60. All in all I'd recommend you
avoid them!
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RANDOM ENCOUNTER CHART

FOR THE AREA AROUND DEATH HEART

DIE
ROLL

2
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5

General Circumstances

In the rocks around you faint
tinkling bells are heard. The air
seems charged with electricity and
sparks jump and dance from every metal
object. The wind dies and a blue glow
spreads across the rocks until you are
surrounded by the intense light (all
attack/defense is minus t1J)O due to
the glare). The encounter starts now!

The grassland around you is diffi­
cult to move and see in. The 8' tall
grass cuts and scratches and constant­
ly trips up man and horse (move at 1/3
speed). Suddenly you come to a 30' di­
ameter clearing with a small pool of
water in its center (10' across, l' to
3' deep). The encounter begins as you
cross the clearing.

The veldt-like savannah you are
crossing is dotted with stumpy trees
and herds of grazing animals. One such
herd blocks your path, about 50 yards
ahead. There is no way around them if
you are to stay on the faint trail
you've been following. Approach within
20 yards and the encounter begins!

You are riding around a small but
dense grove of large Oak· trees fes­
tooned in hanging moss. The air smells
strongly of honeysuckle, and a strange
bird twitters weirdly from the grove.
Suddenly a woman's voice groans loudly:
"0h gods, help! Help me! Aieee! Oh,
help!"

A sudden fierce rain shower hits
your party. You can keep going, seek
shelter in the trees 100 yards ahead
or duck into the small cave in the
hill to your right about ten yeards
away. Either choice will start the
encounter, because they're at both
locations.

Encounter and Treasure

A horrendous stench assails your
nostrils and suddenly it's there!
A star Spyder (see AG III)! It is
20 HD, 160 HP, dex 18 and AC 2+4 (+3)
arms/2+2 (+4) body/ 7 (+4) eye. It
will take one of your party then
fade away. If not slain it will re­
appear every lD20 hours to take another
until all are gone or it is slain.
Good luck!

A pride of Black Lions lie in wait.
There are two males of 8+1 HD. 72 HP,
dex 18, AC 3 (+4) and three females of
6+1 HD, 56 HP, dex 19, AC 3 (+4). Roll
lD5 to see how many attack at one melee
round intervals thereafter. Roar!

It is a herd of POWERHORNS (see
the appropriate card in this set).
Roll a D 20 to see how many attack.
These are all young bucks, so they
are 4+1 HD, 40 HP, dex 16. AC 7 (+2)
critters. Then roll to see how many
of that number charge each turn until
all have come at you. They don't quit
you know!

If you go into the trees to inves­
tigate,the encounter begins lD10 me­
lee rounds thereafter. You'll see
what appears to be a very beautiful
(Charisma 17) nude 1J)oman lieing in a
small clearing. In fact it's a MANSTER
(see AG II) of 8 HD, 64 HP, dex 18,
AC 2 (+4) that can use first level
magik! Watch out!

Surprise! There are 2D12 HAGGORYM
(see AG II) living here! All are 3+1
HD, 27 HP, dex 15, AC 4 (+1) and carry
cudgels, stone axes, flint axes or ob­
sedian tipped spears. And they think
you're dinner!
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RANDOM ENCOUNTER CHART

FOR THE AREA AROUND DEATH HEART
(con't)

Encounter and Treasure

6

7

8

The small brook (6' wide by 2 1

deep) you are crossing seems to have
hot water flowing in it, causing wisps
of steam to rise. If you stop to in­
vestigate it, the encounter will be­
gin. If you don't stop there is still
a 20% chance for the encounter anyway!

You've been spotted by a flight of
hungry Griffons! Roll a 012 to see if
you spot them! 1-4, no, they surprise
you. 5-8, you see them in time to draw
weapons. 9-12, you see them as soon
as they see you.

One of your party has contracted
the dread "Red Rot" while passing this
way. Roll to see who the unlucky one
is (see AG III, under monsters).

With total surprise 104 ~ermites

(see AG I) errupt from the ground
(with a 10% chance, each, they'll be
directly under a victim!). Each is
5+1 HO, 45 HP, dex 15, AC 3 (+1) and
are glowing hot! No wonder the water's
warm!

Each of the four Griffons is 6+1
HO, 54 HP, dex 17, AC 2 (+3) and gets
five attacks! 2 claws for 108 each,
One bite for 1010 and 2 wing buffetts
for 104 each. If you give each one a
horse they'll let you go!

The victim begins turning to red
goo (406 initially) at 1012 per hour.
It is painful and quite horrible to
look at! Yuck! It is not contagious.

I,

DIE ROLL

2
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TREASURE CHEST TRAP MATRIX

RESULTS

The trap sticks (and fires 106 melee rounds later). It's a 708 poisoned
steel needle.
Chunk! A 3' long (plus eight to hit) sword blade stabs out!
Crackle - Zap! A 508 electrical charge just fried you!
Hisssss! GAS! A 3D' diameter cloud of 1006 potency is now surrounding
you. Gasp!
Rrrriiipp! A whirling saw blade slashes out (406 damage) to cut you down!
Whap! A plus ten to hit heavy crossbow bolt has just fired!
Lucky you! The trap is broken!
Sp1aat! 806 acid has just sprayed you!
It's that old poisoned needle again! 608 this time.
Even luckier - It isn't trapped at all!

I
\
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Room
Number

R a a M

ONE

R a a M

TWO

R a a M

T H R E E

R a a M

F OUR

R a a M

F I VE

ENTRY LEVEL

Room Description and Treasure

The entire room, from floor to 30'
ceiling is of pale blue marble. The air is
bitterly cold (-10°) and has a heavy smell
of roses. In the secret compartment in the
northwest wall is the following treasure:
20 small bags of s.p. (50 in each) and a
6" square wooden box containing 3 small
crystal vials. One containes 3 doses of
"double speed," one contains one dose of
"pepmanent Infra-vision," and the last con­
tains a 100 HP poison. None are labled.
Each dose lasts one hour.

The red sandstone floor is damp from the
constant dripping from the slimy granite
ceiling 30' up. The black basalt walls are
covered in faint arcane runes drawn in some
reddish substance. There is a heavy odor of
corruption and rot. A fungus-covered human
skeleton in the rusted remants of chainmail
lies heaped in the southeast corner. The
sole treasure is on its fingers: a gold ring
of total protection versus disease.

A hot, sticky, green fog (visibility
1-10 feet) fills this red sandstone room from
floor to 45 ' ceiling. The fog smells like
burnt honey and cinnamon. Each guardian has
a one-carat black opal imbedded in his fore­
head (worth 440 g.s. each).

From floor to 25' ceiling the room is
of smooth, slick, black obsedian. The floor
has a 13' silver pentagram inlaid in it
(500 s.p. worth). In the two secret com­
partments in the northeast wall are the
following: 66 silver bars (each weighing
30 lbs) and the strange artifact THUNDER­
THING (see appropriate card in this set).

The floor is polished bronze, the walls
polished steel and the 33' ceiling is nat­
ural green crystal that mysteriously glows
from within, filling the room with an em-

erald light (1/2 daylight). In the secret
compartment in the room's southwest cor­
ner is a very large leather sack contain­
ing a large assortment of jewelry (worth

Guardians and Monsters

Someone has locked a pair
of GORSWAMPUS in the room as
guardians. Boy, are they aw­
fully mad (and hungry)! Each is
8+1 HD, 72 HP, AC 5 (+1), dex
15 and has a paip of 20 lb.
iron balls to throw (they at­
tack as heavy catapults). See
the appropriate card in this
set for other information.

The sole guardian of this
room is a 5+1 HD, 45 HP, AC 6
dex 12 SLIME SLUG. This 15' long
thing can spray a 30'xlO' cone
of fuming acid (4D8 potency) ev­
ery third melee round. It can
also bite for lD6. It moves 60'
per turn over all surfaces and
is 100% acid proof.

There are 13 zombies in the
room. Each with a large spiked
cudgel. They are all 3+1 HD,
27 HP, AC 6 and have dexs of 12.
They have all been coated with
a substance that makes them to­
tally fire proof. Of course,
they're all bright pink now be­
cause of it!

Exploring the room are fi~e

khai-zirin (see the appropriate
card in this set). The three fe­
males are 4+1 HD, 36 HP, AC 6
(+4), dex 20. The pair of males
are 3+1 HD, 27 HP, AC 6 (+4),
dex 21. All have three curved
daggers, three throwing darts,
and one rapier each. It's 50/50
whether they'll attack or run.

There are six Whisper Wasps
(see Arduin Grimoire II) in the
room. Each is 1+1 HD, 9 HP, AC
3 (+4), dex 21. However, they
are hidden in an invisible nest
attached to the center of the
ceiling. They emerge on a die
roll of 9-12 on a D12 (roll for
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Room Description and Treasure

6,875 g.s.) and a plain, plus two to hit,
magik broadsword called "ARGYRE"

From floor to 20 1 ceiling, this room
is of rusted and crumbly iron. The air
smells heavily of hot mustard. A 7 1x5'x4 1

brassbound oak chest sits in the northwest
corner. It contains: 1,920 g.s. and 280 r.s.
In a secret compartment in its bottom are
the following: a SunStone (see AG II), a
Ring of Remembering (see AG I), and a scroll
of four spells (each usable but once); they­
are: Thurldon's Reversal; Skorzandon's Mir­
ror; Muscle Spasm; and Torozon's Slippery
Field. (See AG II I for all of them).

The entire room is paneled in polished
cherry wood, from persian-carpet covered
floor (value 880 g.s.) to 20' ceiling.
There is a 3 1 diameter globe suspended from
a 3' bronze chain from the ceiling. It
casts a pearly-white light throughout the
room. The treasure is behind the secret
door on the south wall. The room's guard­
ian is wearing The Armor of GWillam the
Mad (see appropriate card in this set).

This room has walls. of lavender jade,
a floor of white marble, and a 33 1 red
carnelian ceiling. All of which is covered
with the vile muceous of the roomls guard­
ian. Yuck! The treasure is in a 4 1 square
iron chest in the southeast corner of the
room. In ita re 6, 000 g. h. c. an din a
hidden lid compartment is The Hand of
Doom (see appropriate card in this set).

This room is of plain rough granite,
from floor to lSI ceiling. All of which
is scorched and soot-stained. The trea­
sure is behind the secret door in the
southwest corner. It consists of: 8 sacks
of 400 g.c. and lOa h.g.c. as well as com­
plete set (4) of Ruby Crystal Horseshoes
of Flying (See AG III).

This room is entirely of pale yellow
marble, floor to 13' ceiling. There is a
pale pink mist in the room (visibility
1-12 1

) that smells like raw fish. The
guardian is carrying the treasure in the
form of a small blue velvet pouch contain-

Guardians and Monsters

each wasp), or if the next
is disturbed.

The treasure's sole guard­
ian is a Wraith Wyvern. It is
7+1 HO, 63 HP, dex 20, AC 2+4
(+3). It will materialize into
the room as soon as the chest
is opened (see AG II for fur­
ther information). The lock on
the chest is trapped. It will
fire a spring loaded 8" long
needle out of it if tampered
with. It is coated in a 1008
potency venom.

The guardian is an insane
warrior of the 14th level. He
is 7+1 HO, 63 HP and has a dex
of 17. His AC is 2+4 (+3). He
is weilding a two-handed sword
and he is plus eight to hit,
plus 108 to damage on his at­
tack due to his strength/train­
ing. He always attacks.

The sole guardian is a
13+1 HO, 117 HP HORRAGUS (see
the appropriate card in this
set). It has a dex of 17, and
an AC of 2+2 (+3). It is al­
ways hungry.

In a puddle in the middle
of the floor is an 8+1 HO,
72 HP, dex 10 Emerald Ooze.
Its AC is 2+4 and it is 24'
across (see AG I). It cannot
leave the room, although it
can reach out of it to grab
vi s itors.

The sole guardian is a 10+1
HO, 90 HP DOOMGUARD. (See AG I)
Its AC is 2+4 (+ any dex bonus
it may receive) and its dex
is always equal tn its fastest
opponent. It has a two-handed
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ing 60 blue pearls worth 135 g.s. each.
The sole black pearl is magikal (a one use
teleportation device).

"NICE KITTlE I"

Guardians and Monsters

sword in each hand, and
has a plus four to hit attack.
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Room Description and Treasure

The floor is dusty granite, the walls
are dark yellow marble, and the 45' ceiling
is of red sandstone. There is an eye-water­
ing grey mist in the air (visibility 1-20 1

)

that smells like burning leaves. In a 6'
diameter rose quartz sphere, suspended 15'
from the ceiling by an iron chain, is the
treasure. It consists of: the mystic amu­
let SKULLSTAR and PRISON DRING the magi kal
ri-ng.

The entire room is of bone-white por­
celin, from its bone and debris littered
floor to its 20' ceiling. There are 20
iron pegs protruding 18" out from the walls
some 10' up and spaced equidistant around
the room. There is a 4 1 iron cube of a
treausre chest in the room's center con­
taining: 3,500 h.g.c. and a pouch of 4 Hob­
bit Stones (see AG II) in a false lid.

With a wall of brilliant purple marble
and a floor of sky-blue jade, the 20'
ceiling of polished granite looks a bit
out of place. However, hanging from it by
a 7' iron chain is a 4 1 wooden cube-like
chest containing 4,000 s.p., 200 g.c. and
the magik mace called "TERROR." It is plus
four to strike and always does 408 damage
regardless of what it hits. Wham!

This huge room has a floor covered in
gold leaf (2,000 g.s. value), solid silver
walls (!) and a 75 1 ceiling of black jade.
In its center is a 15 1 cube of red jade
that is used as an alter (there are teak
wood stars on its south side). A 13' tall
black flame roars out of a 3' hole in its
top. The sole treasure is the thirteen 13
carat black diamonds (worth 9,300 g.s.
each) that line the rim of that flaming
hole!

This room has a floor and walls of
dull red crystal (sharp and jagged) and a
ceiling of burnished copper. The air
smells strong of mint and hay. There is
a large steel 10lx8'x6 1 chest against the
south wall. It contains: 11,600 c.p., 3,400
s.p. and in a hidden floor compartment is
the magik flail Kill Serpent (see appro­
priate card in this set), and a red carnel­
lian runed ring of invisibility.

Guardians and Monsters

Inside the sphere is the
main guardian; THE HAND OF
SET. However, in the room as
guards are a trio (3) of
Great Black Scorpions. Each
is 15+1 HO, 135 HP, dex 18,
AC 2 (+4) and 18 ' long. They
are hungry and angry at being
1oc ked in he re!

Thirteen ZOMBIRDS roost
in this room. Each is 1+1 HO,
9 HP, dex 20, AC 4 (+4). They
will sit and watch unless
either they or the treasure
chest is molested. The 13th
one wi 11 fl ee (if all others
are slain) to warn its master.
(See appropriate card this set).

The sale guardian is a 5
HO, 45 HP, dex 17, AC 3 (+4)
Chaeronyx. (See AG II). It is
carrying a plus two to hit
j1aming sword (108 fire damage)
call ed II FIRESONG. II His attacks
with it are plus eight to hit,
plus six to damage, due to
strength and expertise.

The priest is a Lash Lich
(see the appropriate card in
this set) with a dex of 20.
He is accompanied by thirteen
swamp saurig acolytes (see
AGs I and III). Each is 5+1
HO, 45 HP, AC 6 and have dexs
of 13. They attack with fang,
claw, and tail (doing maximum
damage). They worship Cthulhu­
los.

The guardians are a pack
of seven ThundeY'bunnies. Each
is 1+1 HO, 9 HP, dex 18, AC 6
(+4) and raring to get out!
In the chest is a single 3+1
HO, 27 HP, dex 19, AC 5 (+4)
grey horror (see AG I for both).
It, too, is very hungry!
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This huge room has a rough concrete
floor, walls, and 90' ceiling. All are viv­
idly painted, depicting horrific scenes of
murder, mayhem, and slaughter. Against the
north wall, between the two large double
doors is a steel chest 10'x7'x5 1 containing
100 sold gold bars, each weighing 76 lbs.
Lieing atop them is a beautiful iron wood
longbow called "ARAMAX." It is plus five
to hit. There is also a quiver of twenty
+1 to hit arrows.

The room has walls of grey rock, a
floor of tin (over granite) and a 15' ceil­
ing of rough, blue quartzite. There are
about a dozen torches in sconces around the
room at shoulder height. The treasure is
in a large steel chest 9'x5'x4'. It con­
sists of 4,000 g.s., 4000 s.p. and in a se­
cret side compartment, a seven use scroll
of the II Ritual of Raising Those Who are
Newly Dead. II

This room is entirely of polished steel,
from floor to 13' ceiling. The air smells
faintly of lilacs and Elves become dizzy if
th~y linger more than two melee rounds;
fainting in six. The treasure sits in plain
view on the floor in the northwest corner;
a single, huge, shimmering, 1,105 carat
Moonstone! (worth 293,375 g.s.)

This room is a green painted granite
from floor to 15' ceiling. The treasure is
behind the secret door in the northeast
corner. It consists of: an intricate silver
bracelet of "Deflecting All Normal Missile~"

a dagger called "WYREX" that is plus
four to strike and 2,165 g.c. piled hap­
hazardly on top of a fine cloak of Elven
make.

The room has tan shale walls (crumbly
sort) and a floor of black basalt. The
15' ceiling is of pure silver (1" thick)
and deeply carved with arcan runes. The
treasure is behind the secret door to the
southeast and consists of: A Hood of ~ie­
very (AG III), A Tome of Time (AG II) and
seven sacks of 250 g.s. each

The room's sole guardian
is a 10+1 HD, 90 HP, dex 20,
AC 3(+4) MANTISAUR (see appro­
pri ate card in thi s set). Its
attacks are maximum for its
type. In the treasure chest
is a single 1 HD, 8 HP, dex
18, AC2(+4) Freeze Bee (see
AG II 1).

There are a dozen goblin
warriors to guard this room.
All wear studded leather and
carry scimitars and daggers
as well as three light javel­
ins. Each is 3+1 HD, 30 HP,
dex 14, AC 4. Their leader
also has one (1) Javelin of
Devestation, maximum size. (see
AG I). They all attack at +3.

The guardians are a mated
pair of Yaanths (see AG II).
Each is 8+1 HD, 72 HP, dex 14,
AC 6. Each has a silver nose
ring of "deflecting all spoken
spells that disintegrates when
the wearer dips. They also have
natura1 "True Seei ng. II

The guardians are a pair
of 6+1 HD Phandelyons (see
AG III). Each is 54 HP, dex
18, AC 4 (+4) and neither fri­
endly nor unfriendly. Just
don't mess with the treasure!

The guardian is a single
9+1 HD, 81 HP, dex 17, AC
5+2 (+3) AIR SHARK (See AG I).
It hasn't been fed in weeks!

•
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Room Description and Treasure

This is the "Heart" of the catacombs,
the place where the ages-old riddle has
meaning. The walls, floor and 75 1 ceiling
are all of the blackest jade. Equidistant
around the center, some 50 1 up, are 13
glowing "s tars ll of the purest white light.
In the center of the room is a huge throne
carved from a single, gargantuan, primevil
red pearl (see the illustration in this
book). The air is frigid (0°) and smells
strongly of cloves. Throughout, the puls­
ing beat of the guardianls heart beats
like the drums of Hell. The treasure is
inside the pedestal and consists of only
one item: THE BOOK OF AEONS authored by
Ardaemus himself. This huge tome (54" tall,
39" wide and 40" thick, weighing 150 lbs!)
contains every spell in the Arduin Trilogy.

This room has corrugated tin walls, oak
plank floor and a 20 1 concret ceiling. There
is a distinct odor of rotted fish and
Dwarves will become nauseous in two melee
rounds and unconscious in six. The treasure
is wedged behind the tin south wall. It con­
sists of 35 bags of 50 s.p. each, a plus one
to hit spear called "BARANG" and a one use
scroll of the spell The Crimson Bands of Cy­
torakk.

This room has blue marble walls and
floor, and a green marble 25' roof - on
which is painted (in white) a large eight­
pointed star. The treasure is in a small 6"
square tin box under the rags, old bones,
and other debris that covers most of the
room. In it is a pound of opium and six
small yellow pearls worth 55 g.s. each.

This room has dirty grey rock walls and
floor, but the 18 1 ceiling is painted a
brilliant white. Scattered about the floor
are 30 to 40 large rat skeletons (intact)
and the skeletons (gnawed) of two humans.
The treasure is on/around them and consists
of: A silver ring of protection plus two
versus magik, a gold necklace and amulet
of total protection versus fire, and a
pouch of 44 r.s.

Guardians and Monsters

The guardian is a minor
demonic entity called DEATH
HEART (see illustration in
this book). It is 13 1 tall,
has skin as white as milk, and
has a 100 carat rainbow dia­
mond imbedded in its skull.
Its eyes are pits of ruby
flame and its breast is trans­
lucent. so that its pulsing
heart is clearly visible. Its
crown and girdle are of ori­
chalcum and its weaponry is
adamantine. It is 13+1 HD,
143 HP, dex 20, AC 2+5 (+2).
It gets four physical attacks
(plus eight to hit) for 406
each, and one magikal spell
(up to 13th level) per turn.

The guardians are four
Moondogs. (See AG II). Each
is 4+1 HD, 36 HP, dex 16, AC
5 (+2) and wear spiked leather
collars. They are led by an
ogre in chain mail that carrys
a huge spiked maul. His AC is
2, and he has 7+1 HD, 63 HP
and a dex of 13. He's near­
sighted.

The guardian is a trio of
skeletons wearing chain mail
and carrying a shield and a
battle axe each. They are 2+1
HD, 18 HP, dex 17 and AC 3 (+3).
Due to magikal augmentation
their attacks are all at plus
eight to hit and do 206 damage
as well as normal weapons dam­
age. They can move 95 1 per turn.

The guardians are three
Crumblers (see AG III) that
simply look like piles of dirt
or sand in amongst the other
junk. Each is 1 HD, 8 HP, dex
10, AC 2. Their sonic attacks
are of 206+1 (30 1 radius) or
or 506 (40 1 beam) potency. They
will attack 106 melee rounds
after the room is entered.

•
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Room Description and Treasure

This room has walls cherry-red with
heat (it's 1800 in here!) and an ice-cold
floor and 30' ceiling! The result is a
shimmery, steamy fog (visibility 1-10 1

)

and the smell of scorched rock. The treas­
ure is 847 g.s. frozen (stuck) to the
floor and a red hot iron mace called
"Thunderfist" hanging from the wall. It
is plus three to strike and to damage.

A simple room, floor to 12' ceiling,
tan adobe all around. A wooden plank
table and two plank benches are in the
center of the room. On it are rough wood­
en mugs, bowls, forks, etc. The treasure
is in apotter1jug there. It is an elixir
that restores all lost life levels, heals
all wounds, cures all disease, etc. There
are 24 doses there!

This room is lined from floor to 20'
ceiling with sticky, blue-grey spider web.
It is highly flammable, but gives off tox­
ic fumes (808 potency) while burning.
Scattered throughout are the wizened
husks of its victims, sucked dry and mummi­
fied. Also, there are the various treasures:
a battleaxe that is plus two to hit and to
damage called "DRING", a set of chainmail
that gives plus foUY' protection; a gold
ring that gives the wearer "true seeing"
and various coins, jewelry, etc. valued at
2,627 g.s.

This room is entirely of blue steel,
from scratched and dented floor to its
polished 45' ceiling. The treasure is in
a 91 x7 1 x5' steel chest next to the east
wall. It consists of: 5,000 g.s. and in a
secret floor compatrment these magikal
items: The sword DEATH TONGUE (see the
appropriate card in this set), a blue jade
amul et of Total Protection Versus Dragon
Breath~ and a scroll containing four spells,
each usable thrice. They are: The Flames of
Doom~ Teleport, Fly (240 1 per turn for one
hour) and Become Invisibile (One hour).

Guardians and Monsters

The guardian is a golem of
carved blue stone about 8'
tall. It is 6+1 HD, 54 HP, dex
10, AC 2+2. It hits once each
turn for 4012 and it can shoot
its fingers like plus four to
hit heavy crossbow bolts as
well (instead of a blow, and
only until it runs out of fin­
gers!)

The sole guardian is the
Ghost of the former prisoner
of this room. It is 4+1 HD,
39 HP, dex 19, AC 2 (+4). It
strikes for 106 plus one life
drain. Oh, by the way, it is~

invisib Ie

The guardian is a huge
wolf spider of 9+1 HD, 81 HP,
dex 20, AC 5 (+4). It moves
120' per turn and can leap
up to 40' or climb walls, etc.
It gets three attacks per turn:
two leg strikes for 1010 each
and one bite for 106 plus 408
venom (that also paralyzes).
It is ferocious and will pursue
its intended meal relentlessly.

The sole guardian is a
Black and Red Hydra (see AG
III). It is 9+1 HD, 81 HP,
dex 15, AC 2+1 (+1), and has
nine hungry heads. There is
a 10% chance you'll catch him
asleep if you're very, very
qui et!
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Room Description and Treasure

This large room has a floor of turquoise,
walls of red marble and a 90' ceiling of
lavander jade. In the center is a 15' square
9 ' high alter of black basalt. Atop it is
a 13 ' tall standing statue of GOM the great
Troll God. Hea ped abou tits feet are offer­
ings, inc1 uding: 826 h.g.c.; 455 9 .c.; 720
g.s.; 984 s.p.; 250 c.p.; a rolled Cloak
of Fire Protection; various jewelry valued
at 4,850 g.s.; a silver dagger; a Lorlei
Lyre (see AG II) and The Belt of the Pala­
din of the Web (see the appropriate card in
this set).

This large room has 45' floor to ceil­
ing tapestries depicting gardens, love,
peace, etc., around its entirety, soft
rug-covered wooden floor and a dark blue
painted roof. There are six 9' tall tri­
podal glowing braziers equidistant around
the room, that send spicy, aromatic vapors
out constantly. The treasure is heaped in
the room's center and consists of: sev­
eral dozen pieces of jewelry worth 19,995
g.s., a large circular bronze shield of
plus four protection, a fine pair of boots
of Elven make, and a beautiful composite
bow called "Death Wing" (and 20 silver
arrows) that is plus six to hit .

Guardians and Monsters

The guards are six DEO­
DANTHS (See AGs I and II).
Each is 7+1 HD, 64 HP, dex 19,
AC 2 (+4) and carries a hand
and a half sword and a long
dagger. Their attacks are at
plus eight to hit due to their
expertise and strangth, and
do 1010 extra damage. They are
led by a 10th level Priest­
Mage (1/2 orc) that is 5+1 HD,
45 HP, dex 15, AC 6 (+1) who
has a Doomfire Wand (see AG I)
with 20 charges.

The guardians are nine
bandits. Four are wearing
chainmail, and have broad­
swords (AC 5), three are Near­
ing studded leather and carry
shields and scimitars (AC 5)
and two are in padded cloth
armor (AC 8) and carry short
bows and daggers. Each is 4+1
HD, 80 HP and dex 14. They
also have a pair of trained
war dogs with them that are
1+1 HD, 9 HP, dex 17, AC 7 (+3)
and can bite for 106

•

This work is dedicated to all of those people who have striven to make
fantasy role playing a dream that has really come true.
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DEATH HEART TRAP MATRIX

Type
of

Trap Description of Trap

10· wall A 71 sword blade swings out 75% of the time it is passed.
section It is plus ten (+ 10) to strike and does 806 damage.

10 1 floor A simple trap door that opens 90% of the time its center
section is stepped on. The fall is 30 1 to jagged rocks (506 damage).

10 1 ceiling A simple dead-fall that triggers 60% of the time it is passed
section under. The falling section weights 500 lbs and does 1008 dam-

age.

The door When the beautiful crystal door knob is turned to the left
itself a 706 electrical shock is delivered 90% of the time.

10 1 wall 50% of the time this section is passed, a 608 spray of acid
section covers the 10 1 area next to it.

10 1 ceiling This section fires a random teleport beam on whoever first
section walks upon it each day.

10 1 floor Another trap door that opens 80% of the time its center is
section stepped on. The fall is 100· to rough rock for 1206 damage.

10 1 ceiling This entire section fires a 100 point heat ray (20% of the
section time it's passed under) straight down.

These two wall sections smash together 20% of the time they
are passed between, doing 1306 damage. They seperate and
reset in 1010 minutes.

The door shape changes into a bronze ooze of 6 HO, 48 HP,
AC 2, dex 13 and falls on the entity attempting to open'
the door. All it covers is transmuted to bronze at 3HO
in size per turn. It can move 60 1 per turn and has infra red
sensors with a 90 1 range. It is 100% immune to fire, fear,
confusion, stoning or all psychic attacks or probes.

These two sections instantly do one of two things (50/50)
when walked on/under: either fire a pink magik nullifica­
tion ray down or a green whimsey ray up. This works 35%
of the time.

10 1 floor This section disintegrates completely under foot 60% of the
section time it is walked upon. The drop is 61 into a pool of acid

that does 408 damage per turn (51 deep).

10' floor The floor here fires a cold blast (608 potency) straight up
section 50% of the time itls walked upon.

The door
i tsel f

10 1 wall sec­
tion on both
sides of the
corridor

10 1 secti on
of floor and
ceiling.
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$':.., to to XI 10119 ...:: 2.2 r_: 15 to 18 ~td, 90' per t"r.. (,'
PI' ot"ute throug/l ,0Hd rockl) 1IlI"w: Us ... ll,llone A,:.=h: FI ...
tenhtles tllot t.1I ettlle" b..~ (60S) fo. 108. t 11 (30\) for 208 Or b1te
(10l) for 1010 t~1t drilns OM Hf. le..l ~r t" The .... Is , 51 ,~,.,

C~llIte It IItll till ","U~ for lO6. ~., Ibstly bhtk.1Id d t" r'~01111'

, .... sMftl.., bI ....s of dull color. ",t.., The.. ("I"gS 1foe '10',..
.11 ot~er llfe 0fI tilt warld tIIelr e..n is u .IItI@!lt", tile Sl.r1. Tiley
ore tilt ,,1nIOllS of Ctll"l .... lo' NJ be s_ed Dy t ... Prlest·'IIges 0
.clMIIlp IIt.J TIle, regetteraU ,," d_r. It lllOlMS per lIo I1ld tOllll,
,_ to 1I01101IS .....<IRS, .tt6s or ./10 r "'U',- The, I ,,"'leu. so ,,,Her
f ...... flO fo", of "'Jollie Ittltk, felr or tOnf",j"". l"'y ~.Ist ""y to __r
.11 til.,. (1ft COUll'

• •

-
•

....,. Aft _ •• to" 6' 10' tilT It t... ,""~Id~

'1 f' I.S ~r t"r" 'So ',,",rge J. I to
.cl _ fOf' :I to IIlI """••f'Id one """' , II" 106 to 1010

••• 01 h' 12) • Lae I" c.ers 11<1. ,,"gle-_* ()t10'
~l J d«·le.1OIl ,..,.. t.,. .. I.. 'lO MrWrt """"g ..t·"g ud

e __,t11 t!WI .... t ....... I""l "" fi ten ~,", I ,
........r.~•• " til frftl_y ..Ib"t 11"","'l ,t to It'l<< "e.

..,... brlt lIII • 10 _, 08 41 9" ....J ,re 1'10': "_'U' rt_

"'t.o~tll P 11 to 1"" .' 10 0 ..... ~ '0 _
....0 90 III' t .....~ 1M :n... , ~.H 1 "'I

.... t~r : to ~"" I..... for CIO '0 I """
_" te far loe to' O. If... ...._ ,·,·u tft~re Is. ';(l'l d!.o",. '~J

... tll "'" t!l~ I" tlrget for 2M to.DI!i or..." 41..9" or 10 t ..... nte trw,
kIck 't>r lC10 to lilt....., .....e .ho Deell ~_ to • -- t ..lr t1tt,~ 0
to ..,'. P,l.9"'ft" f,,""ed t ...u~r_1 'k~ _,11... '"es~ """" ,
""'IlIf"1 ..n~ _11.r, u",.ll, ~ldt or 1IH fro- ....~,It"..-s ~_.er.'Of"

._ 111010"0,11, ""rG rliSon. t/le ...... ,.11 of III rTf wnd, t".. 'Ha.'_
1119"'g If'Id .." c.I f"'1' lIIty S"lft bUter tilt" ~_ns

~ASH LICH

"l 8 1 ~ 0 5

UndHd ull" 1'" ,. 20" to 21" till I~' 4 1.41 "e>;: 18 to
2" 3JO' PI' t"'n ('1r)1 JO' gro"..O. ,\',,,",',r' 1 to 2fl ."0."'" 2
1••" for 103 HC", ."d one bite fer 104, However. 111 Mt ...1t "sa.!" ••n.x

1101_ or fill lnlO I itupereu, trillte.· ~: Ou'~J grey ,~elehl. ~rtlllly

fell~e"ed roo01 .'U, f1try blue glowIng eJU ""d f n.~'utfng 5....11, ',"~~"

-~'5e "ett"r.. frl '",,"deld' ,~ys Inti IIlI!ss ...gers of e.n Hc~e. """ otller "".
.....y tyo" 'TnO$I 1" u.. "trlnce' bet_ leot.i.-l1ke ,l ..es of the .00000ird',

for 1114 !lou"

...
InUllttent f.l,,,,,ld II:. ).1 to "'I ~. to l' till ...." II

U 6 •• ' ........ Us...llJ 11_ Or IS ~:i ,.,..:,.. A' "".,a. DJ
..... lIO" IJOI N I (10.., for IDol to 106 ..do __ oit, 'or 106 to 1:lB. If"til. 1OOS"1t t"ert 'J I !lO'S (/llnee t"':1'\1 gr'P111." Hrlkt"ll "U" t",1r
t.. ""'" ,~.~ "' ... 11 ...., 150' Ptr turn ,;,•. ..,. ... l1r IIoner bl_
to "II" to rtel st·1l'tsJ 61r\ b..-. "ttll .1t11er greeo or _Iol.t e)'ls ."" IIdg'"
.... cl .... s. UI.·... fMgenIrlted .--."U of I SUr for;", roce IMJ "... pre-
fer '" .. ru'''''. dl9')I" tfI ......1'" 6Iru but TKo.plta ...1 occ.. IO'IIlr
"" tec:~...II, c.l 'I.... U 11 ••"', clet.n "_", ..... _ ...... ,. tolerlto! [1.11..
_ jlnl on /IOtIOtt,. Tilt, cl ...nd,... I' .... t"e "(lU' t~, .......... IItt •
... ter PiSS_leI ..... ' .lso "'.. tnfra_o'slo.. , •• h .... Wft5e ~f _11

T1Ip"" I)noeid Pr"st·'ltlgt of Ctll"ll1ulOS I/!J: .1"."s 13 S,.., Vorhble A:':
, •• 1'3l :-,,: lei to 2' st>H-1: 120' Ptr tu.... fh#oi>." ,lilly' .lone Alfd"""
TIfO IS~ 11 •• tent,cln t~1t c,n stnttll te 1J' ""d ~tt for 1020 d.... g.....y,"
o. Orll"tog tlfO (2) 11f. 1... 111 T~~y strike I1ke.3 t",,·lIll1ded fhlls. !"" ....
Sll'lY, ",,"ld.r!", sk~letons "illl • Pltr of i"ky. oo.y black tent"l .. Inc!
dlllttog black fhOlls for tjresl 110<0" l/l1n I ·'l1C:ky" ~rl ..t ....9' ef Ctllul~"los

..y bee_ 1.. rewlrd for '-"1 of su.. ltel T~ue Ibooo111ltlon' Illy"" twO (2)

..glk ,pells tier ...lu t".... of ""If HM' (u~ to 20th level) but ~refer t"'" "",re
""rrHlt ""d Pl'1nf"1 OllIS. T~ey Ire ,0"1·1eu ""d Imow"o fHr, con,ortlnq ...ft~
dO!fllOns ..... oU,er foul tnt"'lS IS. flitter cfeO"'SI. Till:)' ore lo,,,,11lI 1...... to
psytllit probll O' ItUtO. 1Ire OrI1n./bl .. tlnq .nJ told. Hel, ... ter "bu",s" U'eoo
like "Idlft ... n 101 per .111 ""d it tile O"!~ dlN,e they do not ....generlll
It J 1I01llU per ...1" O"O"nd, The, c... bealOle .therol It 11111 Ind IIlw "1t"",1
"tNll seetng." ThJ ....... n I"tlmate ",d u1$t only to de<tO"Oyl dtttO"Oyl
dtttrorl Tilt)" ore .ery .. re.

STlJjlNCi/CH/CF

:"j. LndttO/..g,I.1 conUruet ~. •..I.bl ......t us.,.11J IS for
• _" ..."'" ",,) to 5 - . .t1 2_' .1...,.. I' or r 111 S'"91)
or I paIr (l.ft ,"d rtgtltl ... ",,<to: £It" fl"9lr'btte. .. f '1 1M
...-.t. '"fllu''''l IOJ pot"to d_te."" ll1ject'ng. _ t"'t dole. sal~
..... Ch..S 11I ...1", (lD20 ""~ ... l" blt..-., lOt """... l ...d nSln'll D 110
61,,1 lIr U IIIIN" f_ for elt") "Nt The ""tHI'" .t "II
to 360 Pt" tu"" ."" .....r ...,.,U ~"t,1 ,t fin sht,,;ts 0 '"'" .iet.. '".
.. Itt,o -..st SPIClf1t111J De ..."" or to nlloCk _- ..,.er __ t"'~

_ I,ll' cf "...... _t lit ltv... to ,s. 'IIeJ ~r.t~ .11 _91 II I
IlIII"( per to ... I'Id u_t be H~ drol"""'IIIOSttd.

(fIr
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'U(j.I~ ART FACI TilE IIA~D DF 00011 (Ml.GlKAltESTtlS)

fat,.., 48,SOlI I,S, C~ti~""', Orlellalcl.- ,lid fire d8aft bollt. All""
10.000 1"n. r.oou: Stt 111 t.r.t.I<)II. 9i.... '11l' krosS lIrig/l~: lS
CIOInellS. '*'glk """'I'I' Thio rtr or the -.Iet. II.. thre~ _n .nd Ibtlitt"
Re\IfMrUlon af .n '-V' It on. point ""r 1.11... ; ·T......ttl"9;· I'MI I.M
1Il11ity to dooohtt Ill. d..te~ity d~rl ..g c••t. Itt <)Ill)" dr......<k is its
c_sltfo.. (It _1IItes "11).

1tI1"". ~.OOO 9.$. """".'t',~ Tnll1 ~Ide••d••ntl"e ..... c.ned dr.gOfl
_ .•~: SO.ooo ytl" r..o... See 111ustrdla". Si_: flu .11 lIl... l
h_"old 1Io1ld1. lHill'~t: I I/Z 11>1.•~ _" ....tIl used to strike ..It~.
It Itl.Kks u. plus fl¥f (.~) t.a hit ..u!' Et~h af tile cor"td btMU sl.ar~

poooer obtllned f~ tilt ·eas..s· ."" con fl .... ch• ..,. onc~ ptr d.y. Th~ unl·
eo..... fires ~r·'; tI'le D.... 9O" fl,," .'lJJ¥; tIM ll"," fl~n ••".,i~ b"'.'; .nd tII~
Serpei'll. sptot'; ~.L Each -.lIat· Is. <;II.... lS' 1""9 b1~' .. fOe .nd dot'S 25
llOI"U af eM_lit. nl4l1'" boI firM sl"lItl1 Of" i" 1111 e.In.tl"",. Ro',,,
1hiort Is. n clW"Ce eICh t,. one Is fIred It...tll i ...._ <l1'!"""te tII~ coned
ft",rt (6tl.tral'''9 ·tl ."Cl. of eou~se. 1Ia.-.l"9 tII4l "'!I,er.

MAGllt .~TlfACT. S It ij L L ~ TAR R (M l S TIC A" ij LET)

TI, "O(R Till"' It.'ll ARTIfACT

~t. Stull _<t "9 F'eld ""e"UO"/'''''JeetarJ.k_ .["lr.<fd ttt.",...._ .1Iay. A~' 8lXI,urs
• see 'l1..,.Uat CIII. """,r. 1,"'Ulle bille o.er.lI. _: n- 1""9

a I Z 1M. ~ a...-. N..;lur hlltt """"--.... ."..",. lDO
..- 11lI,..,."s. _ -.- t"e ·u,.H;H" Is eo<:ked •• J' dt.-

_Ur .tnls ~_tl"9 , ,14 fO_ ·bubfll.·hk~ f .... th~ -":l~1. "",
_ t~ "'l til t ... tI'ld Is '_1otel, ~t.nh c_cted/l..-led 1ftl.O the
"",,,' WI,.., t ... 'Uft " f',," t.... c...r,e· I..." th, ...u,1 .t SOlI , ..n .....SIt"""".....101)" "1*'d''''I 1.0 Its "".-1 sla. 00....,. <."sed 1.0 Urgeu ._
.1. olI~ld, of COU"'. _11'.... <)II J"'I. ....... t t.~ nlnll.· If,"' It s....nd< JI ••
• C_ ",I", off 10_ It ftrfl. "'.. f~n ..'t.h til.. OM'

~l",,: 10ll.0lXl g... "",""i~""'; '"th~ll...ttl< ."-ott..e 'bln' A1'"
10ll.000 1"". ~., SIt I1ll11t .... l.l ... 9i._ FH. a;! ·",-""id- fl"9ln
1I<ri,t: ) liZ .....c... ~. _ ..: It .111 ....'1.... I~rho".,y s1",le
...ti"'l btl", ..fUll, )0' If it It; polfttt4 It the nteodH .Iett. _ tile IfOnls
·a.rr.k CIOIl ....I~lkl·.re SllauUd ICIOIdl,. "",",Hr if th.... Is ,,'~.
',rh_r' It tilt r1"9. tIl.t bel", It '_m:.rttr. cJ'e".«l ta ..k. _ 'o~

tII'"N y1ctl•. Ther. It "" ....., • .....,. .IUI_ ..)" be eonftned...ttl' • ...t:'10 fact It tottlly ,110•• _1""lIOd "'" ..u~. 1«.

IIAGI~ A~T FACT ~ ILL S E R • E N T (I9.Ga SIIoRT FUll) IIAGIIt ART r.CT

~al., 2S.!.OO V.s_ ..."",,11''''', O.k. lron'rIll 1l",~V lelll... t.' h.d.1
AV-: 2.000 y.. rs ,h· SH IIlustrtt.IOfl If.IQllt' 7 I/Z lbs. SI JO.
~.tt Nagik ""........ It Is ~l"1 t.hrH (+3) t.a .trlh _~ to d ge n hit.
'"~ bftt.ft 103 t.I., by til. stllltllt hulls, T~~ VI""'" doet 308 d g~ mid
Clutts <llnfu.IDn l~l"lIt th", tD ottllck d de' ) rDr 1116 IOtle~ ,..,und.
tllere.fUr. 1/0''': Th. U!'lltntl hils d ,qui <GnU.ntly .ftd snip It .11 but.
tM ..lIcltr If tilly c_ "Ur.

!l"ld, .fher Iftd _ltilrl1 Air,'
6 1/2 Ibs. Si.., l/l. (U l

hit <t><d to d...Qt, Il,".~

hIS 6 h1dd~ II'1C~es of I~"~th.

alll'P/ltftt til. dI""qe i. -f~w;'.-f,

IIA'IK .RTI' .... C' J)I[ anT Of TllE PAL\OIIi OF THE lID ItAlO11: ARTifACT THE ARIIOR Of QlltlAMTllEMO

~ ....S.OOO I.'. """"". -.... : Spla~ .11_ IIId lhe ula..-' All"" ~ .......
...., S.. 11Iustrttlon. ht bo",c.lly b1"", 9"1)" 'lid "d. Si_: flu .11
... hU f.... zo- to 48-. "'-1.""'" llrI, lb . .....,:,,.,,,.,.,,.. TlIe "".rer Clft ....11'
KI"'ft9'! 'ftto , IP1'" tlo, .... Ile .. hlsl~... _ lID. It hs • dolo. af Z•• -.c af
S spttd af I." _ t.un<. Its._ dllt1 IIlI lit,. III of S;l~ ..... Its bolt,
<laM 0 IlOlftl. II'r III In sl ... At Dll tl.. thio ""...er i. t.atl1l)" 1_ to
, ,,,(!WII"e _.1Id "'" ""'...til n'r stick to til•. l1't~ salar bit..
_ .... P'ltl It ""; If. ·W..... • n ._ Is f.lIed lt Is ~A:'f. .... Sn' .....
t~. be It 1l )'OOr'.

v..z..... 1S.D I', C.,....it'-: Illtllrll ......pl<ltr .11k (lI.lnV) A{/t'
1.ISO)'Drs .!Do.... Stt ilhstr.t1on•• 11''' ,~I_rl"I bl .........it. O~ 111 .
EiII..: FlU.11 '-"""~eli " t.a ,'Z· 1..111, "'" 11~ t.o lH lb.. *¢~ _,..:
lht N. Of tills ""tfll. Is z,. til, 11&1_ ,1otes ·trllt w.I",· "'" -U,," !IeIr·
IftV." W~II ........... the ....1 Is "'1..111, 1-..10IIS to cald. "",.11 .ct....
111, ........~., .ito -..Ik .. _ liquid,' Its Of'1, dr_ck Is that It 11 1.
butd "ltII tilt ·s"",l· Of paar .... CkrtI1......d dtl wIlo ",ar It 111ft. n e""fIUI
..ell ...t~ 0' b«CIII1", .. bcIo*tn It lit Win I



The Trap Matrix may be used one of two ways: first, the Dungeon Master may assign
these traps to specific locations as he wishes or indicate a trap is there than
randc:xn roll the type; second, for totally randan placement (and to keep the play­
ers guess in!, roll a 020 and this will be the number of squares the party will
travel before encountering a new trap. If the second system is used, remember
to keep track of the trap placement for that run. It needn't be the sarre on
later adventures. Remember too, traps can also have treasure!

-

FANTASY GAM E R S

For the convenience of Arduin Fans, the following items may be ordered by
rnail if they are unavailable from your local retailer. Please list the number of
each item desired and enclose a check or money order for the total amount. Add
SOt for postage and handling. California residents add 6% state sales tax. Please
make the check or money order payable to Grimoire Games and allow 3-d weeks lor
delivery. The following are currently available:

The ARDUIN GRIMOIRE volume I $9.50 @ CALIBAN Arduin Dungeon #1 $6.50 @

levels 8+
WELCOME TO SKULL TOWER $9.50 @ The HOWLING TOWER $6.50 @

Arduin Grimoire Vol. II Arduin Dungeon #2- levels 1-4

The RUNES OF DOOM $9.50 @ The CITADEL OF THUNDER $6.50 @
Arduin Grimoire Vol. III Arduin Dungeon #3 levels 5-8

Arduin Artifact Cards $3.50 @ Arduin Weapon Cards $3.50 @
24 magik artifacts 24 magik weapons

Arduin Monster Cards
24 monsters from the Arduin

$3.50 @
Grimoire

Arduin Treasure PAK
72 combined moneter,·weapon &
cards.

$7.95 @
artifBct

Please Mail All Orders and Enquires to: GRIMOIRE GAMES
P.O. Box 4363
Berkeley, CA 94704



"WHO SAID PEACEFUUll1l"-
~-----

-8 NEW MONSTERS

·8 NEW TREASURES

-MAP OF DEATH HEART'S
IMMEDIATE AREA

- MAP SHOWING LOCATIONS
OF: HOWLING TOWER,

CITADEL OF THUNDER,
DEATH HEART, & THE SPOT
OF CALiBAN'S LAST KNOWN
APPEARANCE

I


