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Introduction and 
History 

T he format of this module set is unique in that the information 
initially presented is designed to provide the GM with a complete 
background on the locations, inhabitants, and events surrounding 
Briarwood Castle, the governmental seal of Calandia. Prior to 
running either the adventure or the dungeons in this set, a GM is 
encouraged to familiarize him-/ herself with the material to 
facilitate Player Character interaction with Non-Player Characters 
and the environment. 

In certain cases, both a Caland.ian word/phrase and its angli
cized equivalent are given; the Calandian word/ phrase is given in 
parentheses and italics (e.g., General (Aldar)). 

This book deals primarily with the background of Briarwood 
Castle from its inception, following its populace and leaders, its 
reorganization and demographic establishments, and its techno
logical advancements throughout Calandia's turbulent history. 

HISTORY of BRIARWOOD CASTLE 
During the chronology of Atrabiloran in the Year of the 

Building of a New Nation (120 AR), the fearsome dragon 
Greenfang attacked the orig inal Brianvood Castle, destroying the 
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entire southwestern portion of Briarwood (where the Castle \,·as 
originally located), in retaliation for Atrabiloran's theft of the 
dragon 's lifesavings of gold. The flames from Greenfang's a ttack 
rapidly spread eastward through the ci ty, eventually consuming 
the middle and southernmost sections, to ta lly destroying nearly 
two-thirds of the fabled Calandia n city. Briarwood lay in a state of 
ruin, its structures ravaged, its surviving inhabitants devastated. 

Fearing that Greenfang might someday return, many towns· 
people fled Briarwood's locale and the town suffered a dramatic 
population decrease; yet consensus was that a smaller cily would 
be easier to defend, and a massive rebuilding effort began 
immediately. Reformation began with the construction of a great, 
formidable outer wall, which would completely surround the 
restored city. Emphasis then moved toward construction of 
temporary homes for Brian vood's inhabitants, reorganization of 
the town's street design (as a straight street layout provides 
premium fire break protection), and rebuilding of the town's 
interior, concentrating on the new Briarwood Castle. Building 
was intermi uently halted with the advent of occasional wars (such 
as the renowned Black Lo tus War) and it was only in the year lOSL 
that reconstruction began in earnest. 



In his onslaugh t against the city, Greenfang concentrated his 
auack on Briarwood Castle, which suffered such imense fire 
damage tha t 1he Overlord opted 10 establish the new Castle in the 
cemer of town. This location provided ( 1) excellent protection 
from invasion, since enemies would need Lo breach the outer wall 
a nd traverse the entire city structure lo reach the Castle, and (2) a 
convenient, centralized location for Calandia's governmemal seat. 

Early efforts in rebuilding centered on the construction and 
repair of local churches and temples for clerics, who in turn 
provided their services to heal inhabitants, stop disease, and bless 
the dead. This collective effort extended to wizards grouping 
together to help guard the town (using magic spells such as 
Clairvoyance, Clairaudience, Wizard Eye, etc.), druids assisting in 
1he reforma1ion of local greenery, and giams helping to maximize 
construction time while normal residents banded together for 
community clean-ups. The populace of this new and growing 
Briarwood grew steadily more diverse, as cema ur and minotaur 
races arrived to aid in the rebuilding process, pixies from 
neighboring districts volumeered 1heir services as scouts, nagas 
accepted Leaching positions within the scholastic system, lizard
men acted as guards and workers, etc .. 

The rebuilding process following the great disaster ventured 
beyond mere reconstruction. Schools were added imo the city 
structure, a great arena for pub I ic demonstrations and exhibitions 
was created, and public water works and local wells were 
established. The destruction caused by Greenfang's a LLack was so 
widespread 1hat clean-up required the developmem of a vas1 and 
to1ally redesigned sewer system. 

As a result of the pervasive damage inflicted by Greenfang's 
auack and the fear of an accidental repetition of the evem , 

mandatory registration for all magic-users and the issuance of 
green cards was made law. 

Briarwood Cemetery holds the blessed remains of the town's 
inhabitants who died in the great fire; the cemetery is no longer 
used for burials due to the increase in undead activit ies, and most 
rel igions now cremate their deceased. 

Once Lucius I came imo power as Overlord, he executed a 
complete reorganization of governmental s1aff to subvert the 
influence of his fa1her's conupt administration. Aware of the 
far-reaching and malignam force of the Black Lollis, Lucius 
removed the guards from Briarwood Casile; as the Black Lotus 
were far 100 powerful and influential to disband completely, 
Lucius bestowed control of the group to his advisor, Dowons, and 
chose a few trusted Black Lotus to be his personal roya l guards, a 
1raclition which 1he Invincible Overlord, Lucius II, a lso observes. 

Rela1ive to the construction o f Briarwood C.astle, the majority of 
s1ruc1ura l work was completed prior to Lucius Il 's coming to 
power. As such, the Invincible Overlord concentrated 0 11 1he more 
eso1eric aspects which grace its structure, such as the Castle's 
intricate stone workings, its elaborate cultural and social evems, 
and the development of 1he Overlord's signet (which holds 
particular import to Lucius - the presence of Greenfa ng on the 
crest both recalls the great destruction of the o rig inal city and 
reminds observers that Lucius II is a great warrior, for it was 1he 
Invincible Overlord himself who killed mighty Greenfang). 

Recently, Lucius H's concerns with the Great War occupy mos1 
of his time. As such, upkeep and management of the Castle is 
overseen by Dowons, with the Overlord's consort. Lady Cassandra, 
maintaining the Castle's vast and complex rooftop garden. 

THE RECONSTRUCTION 
OF BRIARWOOD 

While the reconstruction of Briarwood was undertaken with 
a vigor and enthusiasm heretofore unseen in Calandia, evems 
occasionally intervened to delay the process. These events are 
covered following: 

Blad~ Lotus War (6-9 SL): Overlord Salm-Lorin imposes heavy 
1axes upon 1he nobility and lives in luxury, ignoring reforms 
and developments required in Briarwood. Local inhabitants go 
without food and adequate social services as Black Lotus 
Guards initiate war against Salm-Lorin, who completely 
drains his savings in an unsuccessful effon to combat the 
movement. The Black Lotus executes Salm-Lorin in the year 10 
SL and appoints as Overlord Ermanarik IV (who acts under 
total control of the Black Lotus). 

With Black Lotus effectively governing, construction reaches 
a new imensity peak; taxes remain high as an excuse to fund 
rebuilding. Black Lotus elite skim large amounts from these 
funds while locals' tax monies actually rebuild Briarwood. 

Bi\? Dra\?(>n War (43 SL): A family of fi ve black dragons attack 
the City-Stale seeking food and treasure. Briarwood is pre
pared, however, as teams of conventional soldiers and magic
users defeat the great dragons. 

Slavers' War (75-77 SL): Various lizardman tribes band together 
to usurp their oppressors after centuries of slavery. Ermanarik 
IV, fearing that he (and the Black Lotus) would lose power 
from resultant revolts, frees Briarwood's li7.ardman slaves, 
which nearly halves the City-State's work force. Many lizard
men leave Briarwood to join the fight; others remain as free 
lizardmen and are employed for wages. 

Goblin War (103 SL): Goblins seek lo overrun and rule 
Briarwood, moving to defeat the new Overlord (Lucius I), who 
easily defeats the goblin armies and captures the goblin king. 
Surviving goblins flee to Greenfang Forest as Overlord Lucius 
forces the entire race from Briarwood Province. 
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Personalities 
NOTE: Sre New Ma~ic Items. New Spells. and New Monsters for magic 
items. spells. and monsters not found in the standard rule book. 

Lucius 11, The Invincible Overlord 
Skill 20 Fighter 
Race: Ha lf Human, one-quarter Elf, one-quarter Drow 
R eligion Deity: Calandian \l ikkar Tornor 

STR: Ii (+l,+ l ).11\'T: 13, INS: 14 
STA: 12. DEX: 16 (Tl. -2). llPL: 18 
HTK: 94. AC: -5 
Ml!: 12", AL: L. :"leutral 
AT: 2. OM: by weapon type 
THllCO:'I 
HT: 6' O", WT: 193 lbs. 
Armor: +2 plate, +3 shield 
Wea/Jon Proficiencies: battle axe. crossbow. dagger. rloren
tine fighting. footman's mace. long bow. longsword. short 
sword. 
IVeapons: ... 2 bastard sword ( ... 3 vs. dragons). Dagger o f 
Venom. +2 \ 'orpal Blade 
Magic Items: Boots of Levitation, Carpet of Flying (4' x 6'). 
Darwin's Instant Fortress (as comparable item in the standard 
rule book), Amulet of Life Protection, Ring of Regeneration, 
Ring of Polymorph Self, Rod of Lordly Might 
Art ifacts: Mighty Servant of Look-0 (Powers -6x I: MM, X, F, 
Y, V, Q. 6x2: V, JJ, N, G, 00, XX, lx3: D, 2x4: T , DD, 
2x6: L, M) 
Specials: lnfravision a t 30'. 
Languages: Calandian, Centaur, Drow (no t proficient), 
Elvish, Naga, Neutral 

Physical Notes: Has 10" scar on right thig h where he was bitten by 
a displacer beast during a scouting mission. 

Lucius II is the only son of Lucius I, the Overlord of the 
City-State. Lucius Irs mother, a human princess from a keitarclan 
of the High Fens District, was betrothed to Lucius I to diplo
ma tically un ify the Overlord's army and the keitari's units. a bond 
which provided the Overlord's forces with a strong cavalry base. 

Young Lucius' carefree ch ildhood ended abruptly when his 
mother was savagely attacked and killed by an anhkheg while the 
royal fami ly was on a secl uded outing. Distraught and helpless, 
the young Lucius stood by as his enraged fa ther destroyed Lhe 
beast. Fueled by grim determ ination. the child vowed to follow in 
his father's footsteps, learning the art of warfare and fighting 
excellence so that he could always defend helpless people. 

Lucius II learned quickly the wa}'S of combat, proving himself 
an expert stra tegist and warrior. By the age of eig hteen, the young 
Sergeant (Do/var) Lucius regularly accompan ied his father o n 
scouting patrols and often led his own team o f scouts. Soon 
thereafter, Lucius II earned the title o f Captain (Keitar) in his 
father's ranks and led his company on many glorious baules. Tales 
of the young Lucius' accomplishments spread rapidly throughout 
Calandia. His fame impressed the Senate. and the Senate's 
members relt that this young leader would make an excellent 
successor to his renowned and respected O verlord father. 

In the year 263 SL, Lucius I divided the lands of Calandia into 
nineteen separately-governed districts. the reign of Briarwood 
Province being bestowed upon Lucius II. The unexpected and 
bizarre circumstances surrounding Lucius l's demise (sLruck by a 
mysterious lightning bolt. the Overlord was transformed into a 
mo nster. which young Lucius II inadvertently destroyed ) 
prompted leaders of Calandia to question the effectiveness or the 
governmental system and the wisdom of placing command or such 
power in the hands of o ne person. Some officials went so £ar as to 
actively rebel against the City-State and seek autonomy. 

Driven by knowledge ga ined from his father's dying words. 
wh ich to this day arc known only to himself, Lucius II. now 
Overlord. immediat.ely sought to re-unify all o f Calandia toward 
preparation o f confronting a great. unknown advcrsar)'· To a id in 
this reunification and to establi h bonds between clans. Lucius 
wed Cassandra. princess of an inrluential keitari dan. 

The marriage. \\'hi le initially o ne or convenience. soon grew to 
one of mutual regard and admiration. \\'hen time a llows. the 
couplecnjoysentertainingdig ni tariesand senators from thro ugh
out Cala ndia; hO\\'e\·er, the increasing tensions associated \\' ith 
Lucius· war efforts occupy mo t of the Overlord's time. 

As Lucius finds li11le opportunity to govern the day to day 
activities or Briarwood, this responsibility has been delegated to 
Dowons. the Overlord's wi1ard and chancellor. prrhaps the only 
person in Briarwood whom the Overlord trusts implicitly. 

Cassandra 
Skill 7 Druid 
Race: Human 
R eligion! Deit)•: Calandian/ Lcnoris 

STR: 12, IN T : 13, INS: 17 
STA: 15 (+ I}, DEX: 17 (+2, -3), APL: 15 
HTK: 58, AC: 2 
MV: 12", AL: :'.\lcutral 
AT: I. Di\11: by weapon type 
THACO: 16 
HT: 5' 4", WT: 135 lbs. 
Weapon Proficiencies: quarterstaff II 
Weapons: +2 Staff of Dancing 
Magic Items: Boots of Elvenkind, Bracers of Defense (AC: 5), 
Potion of Dragon Control (Green). Ring of Water Walking 
Spells: 6/ 6/ 4/ I 
Specials: Identification of Plan t Type. Animal Type. and 
Pure Water. 

Ability to Pass through Overgro\\'n Areas without Leaving 
Tra il (at normal movement rate). 

Immune to Charms associated with woodland creatures. 
Can Change Form up to th ree times per day (as reptile, bird. 

or mammal - can assume each form once per day to do uble 
her o wn weight, each assumption of new form removes 
ID6xl0% of HTK sustained prior to chang ing form ) 
Languages: Calandian, Druidic, Elvish, Green Dragon. Hill 
Giant. Lizardman, :-.Jeutral. Pixie 

A princess from a clan of high-ranking kei tari, Cassandra ha 
lived a p lush and pampered life since birth. In preference to 
becoming a keitar, the young princess pursued her in terests in 
druidic ways, a fascination which developed early in her childhood 
and which was encouraged by her mother. 

As a young maiden, Cassandra honed her druidic abilities 
through study and exposure to nature, learning early to live purely 
off the land and to survive with the barest of essentials. Her 
proficiencies with druidic abilities and knowledge o f the wilder
ness have proven as valuable to her clan as an y keitari ability. 

At the age of 19, Cassandra married Lucius II, the Invincible 
Overlord. and assumed her duties as consort, which quickly 
revealed themselves to be little more than biding time between 
Lucius' campaigns. Understanding that Lucius· responsibili ties 
require much or his attention, Cassandra frequently devotes her 
own Lime to overseeing the development of Briarwood's City Park, 
often with the assistance of Senator Woodland Sylva (sec page 4 I, 
Ma/J and Population Book). 

One of Cassandra's particu lar interests is the roya l garden, 
located a top Briarwood Castle itself. Much of her time is spent 
pruning the various deciduous trees in the garden and caring for 



the many forms of wildlife wh ich inhabit it. While tending to the 
area. Cassandra is usually in the presence of her two elven hounds. 

Cassandra views her role of consort as an important one, feeling 
a duty lO monitor the governing processes of Briarwood in Lucius' 
absence. Although Lucius has placed authority of Briarwood's 
management in Dowons' hands, Cassandra is never without a 
suggestion or comment for Dowonson the affairs of the City-State. 

When the pressures of her status weigh heavily upon her, 
Cassandra often enjoys transforming into woodland creatures and 
travel ing to Grcen£ang Forest, where she converses with local 
dragons, exchanging views and information on Ca landian affairs. 

NOTE: For more information on the keitar Character class, see the 
High Fens Guidebook in The Wraith of Derric's DeefJ. 

Dowons (Ralf*) 
Overlord's Wizard/ Chancellor 
Skill 24118 Magic User/ Illusionist 
Race: Hal£-El£ w/ Human Appearance (Lich•) 
R eligion/ Deity: Lovianis 

STR: 12 (18100° ) (+3, +6), TN T : 19 
INS: 17, STA: 15 (+ I ) 
DEX: 16 (+ l , -2), APL: 17 
HTK: 73, AC: 0 
MV: 12" 
AL: L. Neutral ((L. Evil)• due to Obscure Alignment spell) 
AT: I, DM: by weapon type 
THA CO: 13 
HT: 6' l", WT: 157 lbs. 
llge: 210 (apparent age 160) 
Weapon Proficiencies: blow gun, boomerang, dagger, staff, 
Lhrowing dagger 
Weapons: glass daggers (acid-filled. x3), +2 dagger 
Magic Items: Bag of Holding (Ralf Bag), Bracers of Defense 
(AC: 2). Gorgon Horn (when blown. this horn produces two 
gorgons under blowers's control). Wand of Fireballs (8 
charges), Wand of Illusion (3 charges) 
Spells: magic-user: 5151515151515~"514 
illusionist: 5/ 5/ 5/ 5/ 3/ 3/ 2 
Specials: Immunities to Charm, Cold, Death Spells/ Symbols, 
Illusionist/ Phamasm Spells, and Sleep. 

Touch does lDIO HTK of cold damage. 
Can cast Paralysis and Aura of Fear. 

Languages: Calandian, Drow, Elvish, Lizardman, Mind 
Flayer, Minotaur, Naga. Neutral, Pixie .. Shireling, Subter
ranean 

• Pertains to his true lich form. 
.. Under normal situations, Dowons appears to possess a 
STR of 12; as a lich, Dowons possesses a STR of 18/ 00. 

Dowons wears a pair of g loves which he claims is Gauntlets of 
Ogrepower. 

Due 10 his lower body temperature resulting from being a lich, 
Dowo ns a llows no physical contact with other beings and 
normally greets people with unusual hand motions and bodily 
gestures, which most accept as one of his many eccentricities. 

Employed as Overlord 's Chancellor since his inception with 
Ermanarik"s reign in IOI SL, Dowons· primary responsibilities 
within the City-State governmental system include payroll dis
bursement, personnel, organization of storehouse reserves, citi
zenry screening, disease and pest comrol, and the day- to-day 
functioning of the city of Briarwood. With the exception of the 
Overlord himself, Dowons is unquestionably the most powerful 
and influential force within the City-State"s governing structure. 

Relative to his payroll disbursement duties. Dowons is respon
sible for assuring that all employees o f the City-State are paid 
regularly (normally monthly) and a llocating addit ional funds 
from within the payroll structure to finance the City-State's 
employee benefit programs. Dowons employs severa l workers to 
perform more menial payro ll tasks such as making sure that 
medical care is provided for every employee of the City-State, the 
awarding of time off, interviewing prospective employees, and 
supervising annua l emp loyment evaluations. 

One of Dowons' most critical personal tasks is the regulation o f 
Briarwood's food supplies to assure s torage of a n adequate reserve 
in the even t o f a siege upon Briarwood. Storehouses of grain, 
meats, poultr)', and silage receive paramount anent ion . Of equal 
importance is Dowons' responsibili ty 10 maintain the wells of the 
City-State in unpolluted and sanitary conditions. In the evem o f 
siege and/ or natural disaster, a ll manner of livestock are relocated 
into the confines of Briarwood for pro tection and oversight. 

With the prevalence of war and the regular outbreak of fighting, 
disease within a city the size of Briarwood is difficult to combat. 
Oowons supervises the certification of religious factions to guaran
tee adherence to health ord inances, specifi cally that such organiza
tio ns utilize their powers to eradicate disease a nd pests throughout 
the City-State. Dowons performs his responsibili ties with remark
able zeal, as his overriding concern is to maintaining Briarwood in 
as excellent a condition as possible for the time that he will usurp 
the power of the O verlord and control Briarwood himself. 

With Lucius Il's frequent absences from the governmental 
system (as the Overlord concentrates on the increasing war effort), 
control of the day-to-day operations of Briarwood fa lls to Dowons, 
who regulates the functioning of Briarwood Castle, organizes the 
city's guards and criers, hears residents' grievances (monthly), 
supervises public functions and executio ns, and reviews rulings 
and laws of the Senate (including power of veto). 

Dowons possesses great respect for Lucius 11 as a person and 
leader. T his respect has increased greatly since the Overlord 
bestowed ruling authority to the chancellor. Dowons now wields a 
greater authority than ever before under any Overlord. When 
Lucius returns from his campaigns, Dowons always reassures Lhe 
O verlord that the affairs of the City-State are wcl I in hand, and that 
Lucius' valuable time is best spent on the ba ulefield, defending his 
nation from the forces of evil which threaten the City-State. 

T o date, the g reatest thorn in Dowons· side is the regular and 
infuriating interference into the affairs of Brianvood by Lady 
Cassandra, who views her role as one of Lucius' proxy. While her 
primary concerns fall 10 the upkeep of local parklands and the 
refurbishment of Briarwood's natural resources, Cassandra is 
rarely without a suggestio n to the Overlord"s chancellor on o ther 
affairs of state. lO Dowons' continued dismay. 

Dowons' Plan 
Sixteen years ago. in the year 273 SL , Lucius I was transformed 

into a monster by a lig htning bolt. The creature killed half of 
Briarwood's senate before Lucius 11 destroyed the beast. unaware 
that he had killed his father. With his dying breath, L ucius I 
whispered to his son that the gods had gone insane, that a calamity 
would befall the City-State, and mosL importam in Lucius ll 's 
reign was the defense of Calandia's people. Luci us I a lso to ld his 
grieving son that an unknown member of the sena te was seeking to 
usurp the ruling power of the Overlord, and that the only 
completely trustworthy person was Lucius l's chancellor, Dowons. 
T he Invincible Overlord, Lucius II, passed thi s informat ion on to 
Dowons. who remained as chancellor and in whom Lucius now 
confides more closely than anyone else. To prevent this infor
mation from falling into the hands of the suspect senator (or any 
o ther person who might use the knowledge agai nst the City-State), 
Lucius l's body was cremated and his ashes spread to the winds 
across the Great Plateau. 

Dowons was entrusted by Lucius II with locating the traitorous 
senator (who is actually Dowons himself). Confident o f his 
security. Oowons underwent the transformation to become a lich, 
seeking to gain ultimate power and near immortality. T he 
wizard's goal is 10 frame the royal magic-user Crandel or senator 
Shadow hawk as the traitor, further securing his own unsuspected 
position in Lucius' eyes. Coordinating this mission for Dowons is 
the senato r known as Captain, a lizardman fi ghter/ magic-user 
and secretly a high-ranking Violet Spider member. (See the Map 
and Population book in the basic set. ) 

Presently content 10 be chancellor to Lucius II, since the 
position offers vast power and the freedom to act unsupervised, 
Dowons' ultimate desire is total contro l of Briarwood, foregoing 

7 



8 

dominion of the remainder of the City-State. Within the govern
mental structure of Briarwood, Dowons possesses few supporters, 
as he normally votes in senate matters to benefit his own causes. 

Much of Dowons' secretive efforts are centered around the works 
of the Violet Spider, where his primary contact is Countess Svolva 
(see page 22 in the Map and Population Book ). The Overlord's 
chancellor controls much of the Spider surreptitiously and 
manipulates the organization's activities wward keeping Briar
wood's citizens fearful of the Violet Spider. 

The Transformation 
Absolutely no one within the City-State is aware of Dowons' 

identity as a lich. In 273 SL, having learned of his total acceptance 
into the confidence of Lucius II, Dowons sought ultimate power 
and immortality throug h lich ceremonies, a state which would 
lead Oowons t0ward his goal of total dominion over Briarwood. 

One drawback of Dowons' prestigious position in the City-State 
is that he would be easily recognized when acting as a lich. As such , 
Oowons regularly adopts several disguises of persons throughout 
Briarwood when hazarding forth in this capacity, including: Stiffy 
O 'Malley (Dancing Pigmy Tavern (#110)), Waldrin (Priva te 
Residence (#27)), a beggar known as Blind Zim (normally in the 
Open Market)), Ston Quo (Balkin Four dancer, Mithri l Claw Inn 
(#144)), and Lt. Phaethon (Private Residence (#421)). 

·when Dowons ventures from his secluded dome at0p Briarwood 
Castle, there are various locations to which he telepons with in the 
city. Dowo ns memorized the coordinates of these long ago t0 

prevent any chance of misteleportation. These locations include: 
Briarwood Park (sections V and W), the Open Market (sections L 
and M), the Library (during daylight hours on ly) (section CC 
(#3 11 )), the Mithril Claw Inn (section 0 (#144)), the Black Dragon 
Inn (section G (#63)), the Vio let Spider's Sacrificia l Pit (sections H 
and I (#64, area J)), Balor's· Eye (section L (#120)), and the Arena 
stands (section Y (#455)). 

When initiating con tact in his secret dungeons, Dowons appears 
in his ghastly undead form as Ralf the Lich. Persons who stumble 
upon one of Dowo ns' personal dungeons are met by Dowons· Ralf 
form and are offered the option of enteri ng into contractual 
obligation to Ralf (see Ralfs Conlract) or doing battle with the lich 
and his minions. Those who do not accept the contractual offer are 
usually easily defeated a nd are either later Raised by Dowons (the 
persons having accepted the Contract upon " reconsideration ") or 
are never heard from again. 

In accepting the Contract when discovered in Dowons' personal 
dungeons, al ignment change by the person is not a stipulation of 
comracrnal obligation, nor is a comraCLee/ client ever required to 
perform actions against his/ her alignment or religious beliefs. 
T hose persons under contract to Ralf/Dowons are provided with 
an alias to protect their identities in the normal world and are 
required to be available to Ralf for three years, provide Ralf with 
thirty magic items (guidelines as presented in the following table), 
participate in thirty adventures prescribed by Ra lf/Dowons, or 
any combination thereof. 

Each client contracted is provided with a " Ralf Bag," a magical 
sack similiar toa Bag of Ho lding but which immediately teleports 
those items/ persons inserted into it to an inescapable cage 
suspended in Ralf/ Dowons' dungeon lair. Persons abusing the 
powers of the Ra lf Bag (regularly teleporting self to cage to avoid 
life-threatening dangers, etc.) incur further contractual penalties 
(additional years of servitude and/ or increased magic item require
ments, etc. as the GM sees fit). 

Many evil creatures abound in Dowons' personal dungeon lairs. 
These creatures serve as guards to defend against intruders and act 
as warning systems to alert Dowons. · 

Acquired Ma~ic Items 
Listed following are the various magic items Dowons has 

acquired through contract fulfillments (parenthetical is the Ralf 
reference number of the person from whom Ralf/Dowons 
obtained the item). 

Persons Under 
Obli~ation to Dowons 

The followi ng persons of status have fallen under contrac
tual obl igation to Ralf/Dowons. Listed are the person's 
Ralf/Dowons-used reference number, alias, the person's actual 
name, the item(s) delivered to Ralf/Dowons under comract, 
and the deeds/ adventures performed under contract. Statist ics 
for NPCs are in the Map and Population Book. 

(II) ALIAS PC NAME ITEMS DEEDS 
(I ) Green Giant Phoebus 14 3 
(2) Lillie Sting DSL 3 0 
(3) Deadly Flower Sasha 11 I 
(4) White Knight Ararrat 17 3 
(5) Black Ranger Ranik 8 2 
(6) Green Fire Damen Gorth 7 2 
(7) Long Tooth Smiladon 0 0 
(8) Many Tongues Thire 3 0 
(9) Killy Phaethon 3 2 
( 10) Wolf Szorclic 4 0 
( 11 ) Missile Flem eht Fie 0 0 

Most items which appear here bu t are not listed in the standard 
rule book are covered in NewMa~ic llems; those items marked with 
a (t) are explained following at the end of this list: 
+2 Bastard Sword (10), t Globe of Silence (10), -1-Ball of Hypnosis 
(5), tChilcl Statue (1). Oi l of Regeneration (5), Orb of Might ( l ), 
Gorgon Horn (see Dowons' statistics) (8), "!"Crystal Spider (5), 
Wand of Fireballs (3), Crystal Ball (6), Black Pearl of the Planes (4), 
Potion of Undead Control x2 (4), Ring of Climbing(*), +2 dagger 
(*),+ I sh ield (4), Ring of Polymorph Self (5), Brazier of Continual 
Flame (4), Po tion o f Reel Dragon Control (4), Preserved Medusa 
Head (4), Vial of Ethereal Dust(4), Crown of Sea Creature Control 
(4), Scarf of Gaze Protection (4), Dust of Hole (1), "!"Eye of the 
Spieler (1), Ring of Feather Fall (1), +2 sh ield (3), +2 chain mail 
(sh ireling size) (3), +2 short sword (3), +2 helm (3), +2 long sword 
(3), Wand of Lighming (5), Scroll of Timestop (5), Scrol l of 
Anti-Magic Shell, Knock, Animate Object, and Telekenesis (5), 
Mirror of Life Trapping (6), Ring of Death (8), +I staff (9), Boots of 
Striding and Spring ing (9), +I leather armor (human-size) (1), 
Crown of Befuddlement (1), Healing Salve (hea ls 50 10 HTK) (4), 
Potion of Delusion (as Ring) (1), Oil of Invisibility (4), Staff of 
Striking (4). 

• Obtained from source who did not sign contract. 

Ball of Hypnosis: Functions as the illusionist spell Hypnotism at 
Skill 20. 
Child Statue: This statue of a child who perished in the fire in the 
Fire Area (Map and Population Book, page36, #146) is rumored to 
"weep" healing tears, but this has not been proven. 
Crystal Spider: Functions as a ProLection from Good, JO' Radius. 
Eye of the Spider: Functfons as a Gem of Seeing. 
Globe of Silence: Functio ns as the clerical spell Silence 15' Radius 
at Skill 25. 

Ma~ic Items Equivalencies 
Listed following are standard magic item equivalencies toward 

the fulfillment of Ralf's Contract. 
Armor: Each magical plus equals I item (+ I =I item, +2 =2 items, 
etc.) Plate mail equals I item due to its scarcity. 
Weapons: Each plus and each special ability equals I item (a +I 
talking long sword equals two items). 
Potions: 2 potions equal I item (GM discretion). 
Rods, Staves, and Wands: I item per 10 charges; those with no 
charges (uncharged Rod of Lordly Might, etc.) at GM discretion. 
Artifacts and Relics: Each equals 5-30 items (GM d iscretion). 
Rings: Each equals from 1 (Ring of Water Walking), to 3 (Ring o f 
Regeneration), to five items (Ring of Three Wishes). 
In troduction to New Client: Causing a new person to become 
obligated to Ralf/Dowons equals five items. 
Scrolls and Other Items: At GM discretion. 



RALF'S CONTRACT 
....... .. 1; .&/ 

Be ii tmown lo all deifies and demi-~s concerned Iha I [ --ff hheafler referred 10 as .. clien(). Si\lnin\l in his/her oJ 
blood. swearin\l in lhe name of his/her own deity and/ or demi-~ (if any). has enlered inlo a physically. menially. spirilually. morally. 
and emolionally bindin~ conrracl wilh Ralf rhe Lich (hereafler referred lo as "Ralf') on lhis. lhe [ ] day of [ ]. in lhe year l ] SL. 

By Si\lnin\l. clienl hereby a~rees lo provide Ralf wilh lhirly (30) ilems (as derermined by Ralf in a fair and impartial manner). complele 
1'r-ihirry (30) advenlures/Jced<; as enlrealed by Ralf. or any combinalion I hereof wilhin a lime span nol lo exceed lhree (3) years from conlracl 

Si\lnin\l dale. 
When inilialin\l conlacl. Ralf shall. from siQnin\I dale forward. refer lo clienl under lhe alias of [ 

idenlity in his/her own nalural world. 
] 10 prorecr clienr's 

- -~ ... ~ 
Throu\lh lhe Si\lninQ of lhis conlracl. clienl assumes no responsibility loward ali\lnmenl chan~ in lhe complelion o f slaled rerms and 

shall nol be obli\laled lo perform any aclion conlradiclory lo clienr's reli\liOus beliefs (if any) and/or ali\lnmenl. 

Clienl hereby a\lrees nol lo moles! Ralf or in any fashion hinder rhe acrions performed by Ralf or his minions. Clienl further a\lrees no! lo 
misuse lhe Ralf Ba\l (provided for clienl) and shall ulilize said ilem solely for lhe purpose of lransportinQ ilems lo Ralf roward lhe fulfill men! 
of !his conlracl. Clienl will. upon complelion of conlraclual lerms drawn herein. relum Ralf Ba\l unmolesred. havin\l in no manner 
modified lhe said Ralf Ba\l IOward lhe persecution of Ralf or his minions or rhe alleralion of Ralfs properly. _ ~ 

hems lransported lo Ralf via Ralf BaQ toward the fulfillmenl of clienr's conlraclual oblililalions shall be held in srasis pendin\l Ralf s 
. approval. the client to be notified wilhin thirty (30) days of ilem submission re\lardin\l value of submilled ilem. 

}.-Upon Si\lnin\l of this contracl. client aclmowled~s and accepts all terms of lhis a\lreemenl. whether srared or inferred. certifyin\l lhar all 
'material presented is lrulhful and complele and is in no manner desi\lned lo mislead or deceive Ralf. 

Should clienl in any fashion breach conrract or misinlerprel liluidelines stated herein re la live lo Ralf s own exe\l€$iS. clienl a\lrees to 
forever walR the Aslral Sphere in undead abandonmenl. 

Si\lned. 

Client 

Ralf 

Lich es 
The pungent aroma or incense fills your sens<' . bi ling it~ way 

through lhc intense pain \\'hich courses throug h the n::mams or 
your decaying body. Thr darkened haJh,·ay \,·alb r~flcct th~ names 
\\'hich \\'ane before your ,,·ithering eyes. Your ltmbs dnp great 
pools or vile herbal balm a rndems scurry across your skeletal feet. 

With ceremonial aplomb. you lake the etched golden dagger 
from the ancient altar and raise it hig h above your head. light from 
the n ames rtashing across your atrophying fcalures. With a 
migh ty slroke, you plunge the blade deep into your ch~st. drawing 
a bloodless line down through your stomach. returning upward. 
carvi ng t0 either side of the breaslbone. As th t world slips 
eHonlessly into total darkness. you could ~\\'car you sec die 
frightening visage or lhe god Gam~ros wav.er. 1n front of you. JUSt 
before the dying fire's embers fade 111to obltv1on. 

The L ich 
HTK: as per transformed Character 
AC: o•, MV: 6" 
AL: Neu lrals or Evils 
AT: See following, 0 1\!I: See following 
INT: Supra-genius (or as per transformed Character) 
T H A CO: As per transformed Character 
SZ: S, M, L 
Spells: As per transformed Character 
Specials: Immune to Charm. Enfeeblement. Po lymorph, 
Sleep, Insanity, Death. cold-. and electricity-based spells. 

Immune lO all effecls caused bv other undcad. 
Immune t0 spells from casters o·r Skill 5 or lower: Characters 

of Skill 5 or lower automaticall\' flee in fear while Characters 
of Skill 6 or higher must save ,.~. Paralyzation. 
Magic Resistance: As per 1ransfom1ed Character 
Psio11ics: As per transformed Character 

-- ... _ _.,, 

·-

.),.._ 

•Shields add 10 a lich\ Armor Class \,·h i le armor docs not: 
liC'hcs do not receive DEX bonuses. 

Perhaps the most feared. and certainl y one of lhc mo 1 po\\'errul 
or all undcad. thr lich is norma lly a high-level Chararter or Skill 
1'1+ at time of cn:ation \\'ho \'Ol11ntarily renounces his/ her own lire 
and soul in return for phenomenal empowerment by an Evil deity. 
Renowned throughout the world as a frightrul crea wre of 
11lt imate terror. the notorious I ich is a supreme disciple of the mosl 
vile forms of evi l. 

Standards 
As the requirements for lichly existence art' few. ir extreme. 

indoctrination is possibk for nearly any Character regard less of 
initia l a l ignment. The fo llowing guidelines summarize avail
abilit y a nd conditions relalive to Character class and the gold piece 
cost o f ceremonia l mattrials. a ids. messenger . etc.: 

Clerics: These Characters may enter into lich-state onl y upon the 
<1ppro\'al of lheir sponsoring deities. \Vith their rel ig ious training 
w a id them. clerics arc able 10 perform the required ceremonies 
themselves. rcquiremrnts for lhc process being three sacrificial 
offerings and lhe cost of cerC'monial materials. 

Figh ters: Upon selection o r a sponsoring d!> ity. lhese Characters 
can enter into the lich-state with lhe aid of a cleric. magic-user. or 
illusionist of the same deity who agrees to perrorm the ceremony, 
at a cost to the righter of 200,000 gp. 

:\'lagic-uscrs: These Charancrs can enter into lich-srnte through 
conduction or lheir Q\\'n C('r('mOnies, \\'hich tend to Utiliz<' vast 
amounts of special. magical components to appease lhe sponsor
ing deity a opposed lo enaclio n or sacririccs. Cost for the 
ceremonies is augmenlcd 100.000 gp. 

Illusion ists: Similiar to tlw process a\·ailablc tO magic-users. these 
Characters can enter into lich-sta tc through conduclion or their 

9 



10 

own ceremonies. which also tend 10 u1ilizevas1amoun1sofspecial. 
magical components and act ions performed in honorarium to 
appease the sponsoring deity as opposed to enact ion o f sacrifices. 
Cost for the reremonies is augmented 100.000 gp. 

Creation 
The process of transformation into a l ich is normally accom

plished throug h a complex ritual combining the purification of 
the applicant's body over a period of time, the sacrificial offerings 
of living creatures (ranging from small animal life w human 
oblations), and the performance of an arcane. mystical ritual, 
culminating in theapplicant'sdeath and resurrection 1hrough the 
power of 1hesponsoringdei1y. A lich is actually little more than an 
intelligent. self-willed. anima1ed corpse. although the powers 
which work through and sustain it are awesome forces. 

Prior to perfonnanceof the lich ritual. an applicant must purify 
his/ her p hysical form during a strict two-month period. Two 
months prior to the ceremony, the applicant begins the process by 
consuming specific foods which cleanse the imernal structure. 
concentrat ing on whole grains and fruits. One month prior to the 
ceremony. the applicant must begin avoidance of a ll sunlight. 
remaining forever illuminated only by candle and magical light. 
During 1his entire time, the applicant consumes various magical 
components which make his/ her form more susceptible to control 
by the deity's power upon completion of 1.he ceremony. 

Two weeks before the ceremony. the applicant initiates a 
regimen of ronstant prayer. entering into a trance-like srnu" of 
concentration for eigh1-ho11r periods each day. Al one week. the 
applicam abstains from food; one day prior 10 1he ceremony. the 
applicam a lso abs1a ins from water. On the day o f 1he ceremony. 
1he applica111 performs complex incan1a 1ions while covering 
his/ her body in consecrated o ils and balms. 

The ceremony itself lasts for two en1ire days, during which the 
processes of prayer. incamation. and riwal sacrifice must co111inue 
uninlerrupled in 101al cand lcli1 seclusion. The las t day of the 
ceremony. the sponsoring deity issues a minion to the site to 
provide the applicant life support as s/ hc completes the fin al stage 
of transformation: total self-disembowelmeni. comple1e drainage 
of one's o wn blood. and the removal of the hean. which is 1hen 
1ransponed by 1he minion to 1he Sphere of 1he Cods. where, 
magicall y sustained by the sponsoring deity. the heart will forever 
beat, providing the applican t wi1h near immonality. To prevem 
any possibili ly of resurrection, 1he viscera and blood collected 
during 1he ceremon~· are burned in 1he ceremonial fires. 

Once the ceremony is complete and 1he applican1 deemed 
accep1able by the sponsoring dei1y, 1he god infuses i1s power into 
1he newl y-fonned lich, reforming 1he Charac1er 's now-wi1hered 
and bloodless fea1ures. imbuing the lich with power. knowledge. 
and potential unlife beyond monal ken. Through the enac1 ion of 
one brief ceremony. a dei1y is delivered a new and devoted disciple. 
a Charac1er is awarded power beyond his/ her dreams. and the 
world is faced wi1h ye1 another force of ultimate evil and terror. 

Powers 
Upon 1ransforma1ion into lich-state, a Character receives a 

variety of powers: phenomenal strength, ageless lifespan . and 
special powers of to uch in which contact with another creature 
causes any number o f detrimental effects. While Characters 
possessing magical abilities prior to transformation reta in 1hese 
powers fol lowing ini1ia1ion into 1 ich-s1ate, al 11 iches receive one of 
the following LOuch powers (roll on I 020 or select random Iv): 

Roll 
1020 Touch Effect 
1 Aging Grasp (Charac1er 1ouched ages 2012 years). 

2 Cause Disease (effect identical to reverse o f Skill 3 
clerical spell, Cure Disease; requires Cure Disease 
spell 10 halt effects, disease inflicted at CM discretion). 

3 Cause Serious Wound (effect idemical to reverse of 
Skill 4 druidic/clerical spell. Cure Serious Wounds). 

4 

5 

6 

Cold Touch (Touch causes 1D10 HTK of cold damage). 

Confusion (effect identical to Skill 1 magic-user 
spell). 

Curse (effect identical to reverse of Skill 4 magic-user 
spell , Remove Curse). 

7 Disintegrate (Charac1er/ item LOuched must save vs. 
Magic or completely disintegrate). 

8 Electricity (T ouch causes I DlO HTK of elec1rical 
damage). 

9 Flesh lo Stone (Charac1er/ item must save vs. 
Penification or turn to st0ne; if save is successful , 
effect identical 10 Skill 3 magic-user spell Slow 
for 104 rounds). 

10 Hold Person/ Monster (effect identical to Skill 3/ Skill 5 
magic-user spells, no save allowed). 

11 Hot Touch (Touch causes 1010 HTK of fire damage). 

12 Life Energy Drain (Touch drains one life energy 
level each successful contact). 

13 Lose Sense (Character must save vs. Spells or 
permanently lose random sense; if save is successful , 
Character loses sense for ID'I rounds; ro ll 1 D6: 
1&2: Sight, 3: Hearing, 4: Touch (effec1s a t GM's 
discl'Clion). 5&6: Smell). 

14 Paralysis (Character mus1 save vs. Paralyzation or 
be paralyzed for ID12 turns; if save is successful, 
Character cannot act for one round). 

15 Poison (T ouch causes subject 10 lose ID4 HTK per 
round u111il a Cure Disease or Wish spell is cast). 

16 Polymorph (effect identical to Skill 'I magic-user 
spell. Polymorph Others; most liches can only 
Po lymorph victims inw o ne particular form). 

17 Rot (Touch causes vic1im to die from inflicted disease 
wi1hin one week. suffering lDIO HTK of,damage per 
turn until magically healed; no save a llowed). 

18 Slow (effec1 idemical t0 Skill 3 magic-user spell, Slow; 
if save is successful , victim is s lowed 50% for I D4 rounds). 

19 Withered Limb (T ouch causes total withering of random 
limb of victim; GM 
determines limb withered). 

20 Roll Twice (roll two more times; lich receives use 
or both powers). 

Destruction 
Only 1wo methods exist which will serve to defeat and/ or 

des1roy 1his powerful undead creature, the lich, as detai led 
fol lowing: 
l ) Combative damage, reducing the lich to negative HTKs. 
2) Loca1ion and destruction of lich's heart. This most formidable 

task requires travel to the Sphere of 1he Cods and obtaining 1he 
lich's heart: immediately upon entry i1110 the Sphere of the 
Gods, both the threatened lich and i1s sponsoring deity will 
automa1ically be cognizant of the a ttempt. 

Should a Character successfull y obtain a lich 's heart in th is 
manner, s/ he must take the heart to his/ her personal place of 
worship and liquify a mixture of (un)holy water, (un)holy 
wafers, and the lich heart. The Character must then consume 
the mixture as an act to prove to the divine powers his/ her 
sincerity in wishing to defeat 1he lich. Ai this poi111, the lich 
will be separated from the evi l forces which sustain its power, 
falling defeated, totally lifeless, LO the ground. 

For 1he defeating Character, there does exist a 23 chance that, 
as a result of consuming the lich heart m ixture, the Character 
will be turned undead from the potion's effects. At this point, 
unless the Character fa lls subject to a Wish spell wi1h in two 
days, s/ he will become equivalent in power and loyalt ies lo the 
lich whose heart s/ he consumed. 
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LICHES AND THE GODS 
Listed fol lowing are the names of Calandian deities to whom 

liches and prospective lichrs n m pray, rhe alignments or Char
acters most ohen selecting the particular deity, the various costs 
and material components required to complete lich transfor
mation (in addition to those costs found under Standards), the 
weapons most often utilized by liches or the deity's persuasion. 
and the spells or spell-types which ~uch liches normally fa\'or . 

Deity: Brag/a (The Death Crone) 
Lich A/. : Neutral &: C. :"Jeutral. all Evils 
Cost I Components: Must give up own lik for good or Bragla 
Weapons of Choice: Sling, staff (bo stick) 
Spells: Detection/ Protection from Chaos (not Evil). Ethereal 
Travel (Astral spell), Flesh to Stone 

Subservience to a Lich 
Wh ile the evil nature of a lich seems to contradict the concept 

that persons of Good alignment could ~ssibly deal peac~ab ly 
with the undead, such arrangements are qune common and rn no 
way conflict with the Character 's ~lignment ~rformance. ~hen 
falling under contractual subservience to_ a lich . Good-aligned 
Characters are norma lly offered the follow111g terms: . 
l ) Wh ile under contractual obligation to serve the heh. the 

Character need not perform any action which s/ he personally 
deems 10 be against his/ her alignmen t, beti,efs, o~ mor.als. 

Often , in such a comract. the Character s duttes will be to 
eliminate other for ms of evil forces within the area. an 

Liches worshipping Bragla rind thcmsel\'es enslaved by the 
want~ needs or Brag la and I are I) rind the requirement or 
gi\'ing up one"s own li k lO be orr~e t by the experience ~el\'ing 
under Brag la. Thererore. r<'w followers of Bragla become lie hes. 

Dci1 y: Brelig (the Laughi11g God) 
Lich AL: C. Neutral. C. E\'il. N. Evil 
C:ost! Comf>o11enls: 10.000 gp and unique sacrifice 

(G.VI discretion) 
Weapons of Choice: \\'in· \\'hip. Normally prefe1 to ust• thci1 
lich "Touch"' powe1 wherwwr 1x>S!> ible 
Spells: Cannot Raise· Dead 01 Rt·~unec1 Dead 

All lie hes which follow Brtlig a te required to wear tlwir holy 
!>ymbol (the Obsidian i\ la:.k or Brdig, which is elem ibl'd in The 
ll'raith of Derric"s Dee/J) whene\'tr enacting lich powe1!>. As 
!>uch, most liches fo llowing Brelig enjoy wreaking hav0< in 
heavil y popubted area~. ~i nc l' people assume the petpett alOr!> 
arc· clerics, not I iches. 

Dei1y: Erin the Dark Hunter 
l .ich 1lL: Any b ·il. C. Nrn11al 
co~/ Components: Cost of Onl' or more li,·es takl'n in .. 

cha!>t' situation 
JI' ea pon Choices: Barbl'd. hooked net 
Spells: Re\'erse spells which cause pain, death, or incon
venience. 

Animating and manipulating undead are fa,·ored action~ rot 
I iches follo,,·ing Erin the Dark H unter. These liche:. truly re\'el 
in the chase so ohen warrantt·d by their appearance~. Thl'Sl' 
I ic he!> rarely kill oppon<·nt!> dir ectl) , preferring LO exercisl' their 
formidable powers during thC' challenge of the chase. 

Deity: Gambros (the Bat God; Timelord) 
l .ich AL: All Evils 
Co~t Components: Horrible \an if ices and 

cruel tortures (Gi\I discretion ) 
ll'eapon Choices: Falchion and !>pikt:d flail 
Spe/1.1: Any causing extreme pain 01 physical hindranct. can 
onl~ use curati ,·r spell~ 011 thl'msehrs or other rollo\\'t'l~ or 
Garnbros. Protection from Cood 

Garn bros favors liclH') as di~t iple!> over mo~t o ther followers 
due· to their ex1e11ded lik ~pan~ (and as such. worship spans). 

Deity: Lovianis 
L ich AL: All Evils 
Cost/Components: Assassinations as sacririces (at GM dis-

cretion) 
Weapon Choices: Dagger a nd two-handed axe 
Spells: Bless and Curse. Rr\'erse or all curative spells. Curative 
spells only on L. Evil beings. l'nholy Word. Protection from 
Good (not Evil ) 

.Lichrs of Lovianis frequently poison-tip their weapons to 
assure the deaths of their opponents. Liches are favored 
followers of Lovianis, as they are the most likely creatures to 
assist the deity in ach ieving control over the gods. 

arrangement normally agreeable to both parties. as the Charac
ter is able to perform an action worthy of Good align ment and 
the lich is r idden of a potential opponent for its evi l power. 

2) The Character may allocate to the lich a defini te percent
age/ sum of h is/ her monetary or magical rewards garnered 
from adven tures. pro fessional work, etc. In th is fashion. the 
only being who in an y way suffers for the Good Chara~ter's 
actions is the Character h im-/ herself, who does not receive a 
fu ll share of his/ her pro fits; most Good Characters find this 
preferable to destroying another creature (even if a creature 
were Evil and not beneficial 10 society at large). 
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New Monsters 
Elven Hound 

HTK: 308+3, AC: 3 
MV: 24", AL: C. Good 
AT:2 
DM: 106 (plus knockdown}/ 106 (body slam/bite} 
INT: High 
THACO: 16, SZ: S 
Specials: Teleport (alone or with person}, Telepathy (with 
master}, Charm, Light 

An elven hound is extremely imelligent and possesses amazing 
abilities ofTeleponation and Telepathy, the lauerof which it t~ses 
to communicate with its master. This graceful and beau11ful 
creature is bonded at birth to an individual whom it recognizes by 
an inherent ability called "soul touch."" Master and hound arc, 
from that momen t, inseparable. 

An elven hound is silvery-white, with bright violet eyes and a 
single. si lver horn spiral ing from its forehead. It is_e~ceedingly fast 
and able to outrun most swift-footed prey. Also, 1t 1s an excellent 
tracker, and can often follow a trail that is weeks o ld. 

Elven hounds are highly sought after as curiosities by unscrupu
lous traders who are willing to pay small fortunes for one of the 
creatures. despite the fact that the)' perish quickly when separated 
from their masters. 

These intelligent creatures will communicate ~ea~ily with all 
elves (with the exception of drow} as well as sh1rehngs, whose 
gemle-hearted company the elven hounds fi~d qui1e enjoya?le. 
They will approach humans and dwarves wanly. but are nothmg 
but vicious to ores a nd goblins. 

(1D6) Impish Devil 
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HTK: 3-508+2, AC: 0 
MV: 6"1 18", AL: L. Evil 
AT:2 
DM: lD4+trident (see Specials} 
INT: High 
TH A CO: 16-15, Sl: S (2' ta ll} 
Specials: When fighting, they . desce~d on th~ir. v!ctims, 
forcefully jabbing their barbed tndents into the v1cum s body 
(as a 508 monster}. 1£ attack is successful, a limb hit withers. 
Magic R esistance: 353 

Extremely vile and cun ning, the impish devil appears to be a 
diminutive demon and is notorious for vicious attacks. When this 
creature fl ies, it seems to be little more than a blur; this is the 
reason for its extremely low Armor Class. 

(lDlO) Mud Man 
HTK: 108, AC: 10 
MV: 611

, AL: Neutral 
AT: 2, DM: see following 
INT: Low 
TH A CO: see following, Sl: M-L 
Specials: Attacks its prey through a projection of a thick, 
viscous muddy blob which causes any victim(s} struck to 
reduce movement by 503 (for man-sized or larger victims} or 
by 753 (for smaller than man-sized victims) as they become 
weighted by the mud man's oppressive mass. 

Any man-sized or larger Character successfull y attacked by 
four or more mud men within 1 turn will suffocate in ST A/ 2 
rounds unless the creatures are removed from the victim (an 
effect which also occurs if three mud men successfully attack a 
smaller than man-sized opponent}. 

Edged weapons do not damage a mud man; blunt weapons 
do half damage; magical blunt weapons do full damage. 

A reversed T ransmute Rock to Mud spell cast on a mud man 
kills it automatically; cold-based spells halve the creature's 
movement; electrical-based spells do half damage. 

Earthen projections emanating from a mud man during an 
attack are approximately 3" in diameter; as such, a victim's AC is 
automatically 10 (DEX bonuses applicable}. 

Originally from the Elemental Sphere, a mud man is commonly 
found in or near large bodies of fresh water or swamps. A mud man 
tends to reside near the edges o f watery areas seeking food, which 
includes water snakes and small mammals. 

(1) Red Yetch 
HTK: Special, MV: 0" 
AC: 10, AL: Neutral 
AT: Special, DM: see following 
INT: Non-
THACO: NI A, SZ: S-L 
Specials: Only damaged by fire-based attacks (see following 
for HTK requirement); cold-based attacks force a yetch into 
hibernation so it absorbs no INT points; immune to elec
trical-based attacks. 

Physical contact with a yetch causes 104 HTK of electrical 
damage; Characters wearing metallic armor sustain double 
damage from this attack. 

When any intelligent being touches a yetch, it absorbs 104 
INT points from the victim. The yetch is considered 
"charged" for 6 turns. Contact with living organic material 
during this charged time releases the previously absorbed 
INT points into the touching Character. 

1£ a red yetch releases its previously-absorbed energy, or if it 
does not come into contact with another living organic 
material within 6 turns, it will dissipate theenergy within its 
own form and be rendered " uncharged," again absorbing I 04 
INT points at next contact with an intelligent being. 

Red yetch is created through the process of thought stingers 
eating the brains of their victims; the slingers' saliva biodegradcs a 
victim 's body into the yctch, which constantly £lows with electrical 
energies, residual neurological charges from the victim. 

Vetch forms primarily on floors, usually at the spot where its 
parent thought slinger devoured a victim. Normally a deep 
crimson in color. a yetch will occasionally discharge sporadic 
electrical energy within i ts own body, glowing from within a 
vibrant red. Any yetch removed from a patch will die in 104 
rounds and evaporate, forming a purposeless pink dust. 

For every being attacked by the parent thought slinger and 
biodegraded into red yetch , a yetch patch possesses 25 HTK. 

(2D6) Super Skeleton 
HTK: 4-708. AC: 4 
MV: 12". AL: ~eutral 
AT: I. DAI: b)' weapon type + n 
I NT: Low 
THACO: 15-13, SZ: M 
Specials: shield bash - on a successful ··to hit" roll, _an 
opposing Character is knocked back 1D3x10 feet and sustarns 
106 HTK of damage per ten feet knocked back. 

Immune 10 attack from arrows, bolts, and spears. 
Cannot be !Urned. 

/\ifogic Resistance: 20% 

The super skeleton appears to be a normal skeleton, but it is 
actually much more formidable and ruthless. 



(1) Thought Slinger 
HTK: I0-12D8, AC: 219 
MV: 6'', AL: Neutral 
AT: I +Special 
DM: ID':! +Special 
INT: Low 
THACO: tO, Sl: M-L 
Specials: Moves silently by levitation and surprises its victims 
50% of the time when first encountered. 
Can fight invisible beings wiLhout penalties. 
Magic Resistance: 20% 

When a slinger attacks, it umbrellas iLS numerous tentacles and 
begins turning slowly. After 2 segments (t2 seconds), the stinger's 
tentacles spin quickly clockwise; however, the head/ brain rotates 
slowly counterclockwise. While undergoing this spinning effect, 
the tentacles "sling" suction cups at Lhe rate of five per round (I 
every other segment). Each suction cup slung has a 50% chance of 
striking any heat-emanating being in the slinger's 15'-diameter 
suction cup Area of Effect. Any creature successfully hit by a 
thought stinger's suction cup suffers a random effect determined 
on the Slin~ Effecl Table. 

The slinger consumes its victim's brain and gain t 04 poi ms of 
INT and spell knowledge (if spell-user's brain was consumed) 
upon consumption. Spell knowledge absorbed in Lhis fashion is of 
those spells memorized by the spell-using victim. Due to a craving 
for intelligent brains and spell-using creatures, a though~ slinger 
possesses a unique ability to sense energies emitted by magic-users. 

If a Character hit by a suction cup undergoes any sort of 
alteration, that alteration can be negated if the Character kills a 
thought slinger (not necessarily the one inducing the effect) and 
wears its beak for a period of ID6 rounds. For Characters hit more 
than once, the effect ·negatea is determined randomly (or at GM 
discretion). Additionally, magic-users can grind up stingers' beaks 
to create potions having the same effect. 

A thought slinger possesses an extremely vulnerable underside, 
which is exposed when it spins. This soft underbelly leads to Lbe 
base of the s!inger's brain and results in a stinger's location
specific Armor Class of 9. 

The thought slinger has a large head which is surrounded by a 
chitinous material. It possesses a small beak, six tentacles which 
protrude Crom the base of the head, and no eyes (effectively 
"seeing" by emitting brain impulses which return to the slinger as 
non-detailed image outlines). 

(1D2) Undertoad 
HTK: 7-1208, AC: 7 
iv!V: 611119", AL: Neuu-al 
AT: I + Special 
DM: 2D6 + Special 
INT: Exceptional 
THACO: 13-9, SZ: L 
Specials: Illusion. 

Possesses the following psionic abilities: Clairaudience, 
Clairvoyance, Detect Magic, Domination, Expansion, and 
Invisibility. 

Psionic Ability: 200-300 
Attack/ Defense Modes: A/ G,I 

Undertow - creates a current which rapidly draws any 
being within 250' toward it. A victim weighing 150 lbs. or less 
is dragged a base 20' per segment; for every 150 lbs. over the 
first 150, one segment is added to attraction time (lengthening 
the time required to reach the toad). A being succumbing to 
undertow can slow its attraction movement through various 
means at GM discretion (i.e., sticking sword in river bed, 
magical wall cast in front of victim, etc.). An undertowed 
being will drown in STA/ 2 segments (modifiers at GM 
discretion). 

The undertoad's tongue strikes at +4 " to hit" but does no 
damage, instead drawing the prey to the toad's mouth for 
consumption. Any victim hit by the tongue receives an 
opportunity to return am~ck; if this response attack is 
successful, the toad will release the victim, withdrawing the 

tongue, and will not attack that being again. If the tongue is 
not struck, the prey is drawn to the toad the following round 
and will sustain maximum bite damage. Creatures weighing 
more than the undertoad receive two such return attack 
attempts before being drawn toward the toad and will be 
dragged to the toad in 2 melee rounds; beings weighing twice 
the toad's weight will not be attacked. 

The undenoad is normally found in deep water, and can range 
in size from 10' to 25' in length. Its innate illusory ability allows it 
to automatically surprise its prey, which it draws into its lair via its 
long tongue, its undertow attack (using its unique ability to create 
strong currents in the water), or through projection of its psionic 
disciplines. An undertoad sometimes uses its illusion ability to to 
entice unsuspecting persons into its lair with images of vast 
wealth, powerful magic items, etc .. 

This creature possesses a tongue which is three times longer 
than its body. This appendage is used when attacking creatures 
not in the toad's watery domain (those on land, over bridges, etc.). 

(1) Watcher 
HTK: 8-12D8, AC: 6 
MV: 18", AL: L. Neutral 
AT: special, DM: None 
INT: High 
TH A CO: NI A, SZ: S 
Specials: Each of its five eye stalks projected from its head 
possesses the following unique abilities: Charm, Dimension 
Door, Fear, Flesh to St0ne, and Teleportation. 

Immune to Charm Monster, Gaze (medusa, basilisk, etc.), 
and Sleep spells. 

Regenerates at the rate of 3 HTK per round. 

The watcher is most frequently used as a guard; whatever it sees, 
its master also sees, although its master cannot dictate the 
watcher's actions. Its spherical body levitates autonomously 
through the air and can move at tremendous speeds. A watcher 
possesses eight eyes: five which project from pivoting stalks atop 
its head, two placed in normal fashion along its face, and one large 
eye which may be projected and retracted from its mouth. 
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Thou~ht Slin~er Effect Table 
(Roll on D% for effect); all effects are permanent unless 

otherwise noted or removed through previously stated methods. 

01 Grow gills 34 Blindness 
1-2: lose I lung, 1-4: ID12 days 
4-5: lose both lungs, 5-6: Permanent 
5-6: retain lungs 35 Disease immunity 

02 Gain IDIOxlOOO XP 36 Contract leprosy 
03 Uncontrollable tentacle 37 Become a lbino 

grows (-4 " 10 hit" in 
I: from head in bright light) 
2-3: from chest 38 Change Character 
4-6: from back Class 

04 Lose all hair 39 Change race 
05 Grow light coat of fur 40 Odd-oh 's Irresistible 
06 Grow tusks Dance 70 Go berserk (attack 

( -5 from APL) (per Skill 8 MU spell) random ly I D4 rounds) 
07 Grow random limb 41 Invisibility 71 Fear random monster 

1-3: arm 1-5: ID12 days 72 Poverty (retain one 
4-5: leg 6: Permanent magic item) 
6: head: INT is 42 Summon random 73 Lose one XP level 

1-4: Animal, demon 74 Dead bodies rise and follow 
5: Dullard, 43 Shrink/ grow Character ( 10' radius) 
6: Semi (2Dl 2 inches) 75 Hair turns green 

08 +2 LO HTK 44 Disintegrate 76 I D4 horns from head 
09 Hands and feet (save applicable) 77 NPC dislike (first 

to bird claws 45 Telepathy NPC encountered hates 
10 Nose grows I 06 inches 1-5: ID12 days Character) 
11 Skin changes color 6: Permanent 78 Eyes glow (sufficient 
12 Grow wings 46 Ice Storm (centered on to read by) 

1-3: Feathery Character struck - as 79 Next dead body touched 
4-5: Bat-lil·e per spell) is raised 
6: Bat-like, lose arms 47 Random polymorph 80 All metal touched 

13 Become cyclops 48 Become vampire turns to glass 
(-2 on " to hit" rolls) (no alignment 81 No auacks I 04 turns 

14 -2 to APL change, feed every 82 Character becomes next 
15 +I to DEX ID8 days) monster s/ he mentions 
16 Reverse STR and INT 49 Death (no save) 83 Random alignment change 
17 -I to INS 50 No effect 84 Infravision bestowed 
18 +2 to APL 51 Age 30 I 0 years at 2DIOxlO feet 
19 +I to STR 52 Telepon randomly 85 Turned to glass 
20 -2 to STA 1-2: w/ in 1D% yards (save applicable) 
21 Reverse APL and DEX 3-4: ID%x l0 yards 86 Kleptomania 
22 Forced to kill 5-6: 2D4 miles 87 Undead touch (as 

random PC 53 Reverse Heal per wraith) 
(if successful, 54 208 HTK of damage 88 Additional Character 
gain full XP) 55 Cure 2D8 HTK of damage class allowed 

23 APL lowered to 3 56 5DIO HTK of damage 89 Contract lycanthropy 
24 +l to INT 57 Comatose (2Dl2 days) 90 Character receives next 
25 STR lowered to 58 Gain/ lose IOD4 lbs. item s/ he mentions 

racial minimum 59 Death (save applicable) 91 Loss of all teeth 
26 STR raised to 60 Poison: IDIO HTK damage (-2 to APL) 

racial maximum per round unless 92 Teleport to nearest 
27 Flesh to Stone Neutralize Poison arena 
28 Deafness 61 -I on all saves (perm.) 93 Gain second heart 

1-4: 1012 days 62 Character doubles 94 Ga in X·Ray vision 
5-6: permanent damage sustained 95 Dispel Magic touch 

29 Become ambidextrous 63 Lose # of HTK to restore HTK 96 Ga in a familiar 
30 Contract disease lost by thought slinger (any class) 

(immunities 64 Midas touch 97 Grow three-foot tai l 
notwithstanding) 65 Heal spell 1-4: regular 

31 Muteness 66 Next Character attack 5-6: prehensile 
1-4: ID12 days suffered at double damage 98 No effect 
5-6: permanent 67 Astral (ID I 0 turns) 99 Roll twice (both rolls 

32 Convulsions 68 Disintegration of take effect) 
( -6 "to hit" next object touched 00 Ro ll twice (one roll 
and damage) 69 Heavy intoxication takes effect; PC's 

33 Change sex (see standard rule book) choice) 
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New MaSJic Spells 
and Items 

New Speits 
NOTE: Relative to the following spells' Skill level listings, "MU" 
indicates the spell is available for use by magic-users, "C" 
indicates the spell is available for use by clerics, " I" indicates use 
by illusionists, and " D" indicates use by druids. 

Accuracy (Divination) Reversible 
Skill Level: I - CID/ I/ MU Components: S, M 
Range: Touch TTC: I segment 
Duration: I rnd/Skill Iv!. ST: None 
Area of Effect: Creature Touched 

This spell allows the being on whom it is cast to add +I to 
his/her "to hit" roll on any thrown missile weapon used (i.e., 
darts, knives, spears, rocks, etc.). The reverse of this spell gives the 
subject a -I "to hit." Additionally, for every four Skill levels of the 
caster above first, an additional+ I (or-I ) is added to the roll (e.g., a 
Skill 5 spell-user adds +2 total, a Skill 9 caster adds +3, etc.). 

The only material component for this spell is the missile 
weapon being used. 

Air to Boiling Oil (Alteration) Reversible 
Skill Level: 5 - C Components: V, S, M 
Range: )"/ Skill Iv!. TTC: 5 segments 
Duration: Special ST: None 
Area of Effect: W' cubed/Skill Iv!. 

This spell turns a volume of air into an equal volume of boiling 
oil. When the oil is in contact with living material, it does 3D8 
HTK of damage during the first round of contact, 3D6 HTK of 
damage the second, and 3D4 HTK of damage the third (final) 
round. Items in contact with this oil must save vs. Magical Fire. 

The material component for an Air to Boiling Oil spell is a 
peanut or peanut oil. 

Crystal to Flesh (Alteration) Reversible 
Skill Level: 6 - MU Components: V, S, M 
Range: !"/ Skill lvl. TTC: 6 segments 
Duration: Permanent ST: Special 
Area of Effect: One creature 

This spell allows the caster to turn any son of crystal into flesh; 
if the crystal object was formerly living, casting of the spell wi ll 
return that creature to life subject Lo a successful System Shock roll 
by the recipient. Through this spell, normal crystal may be turned 
to flesh at a volume of nine cubic feet per Skill level of the caster. 

The reverse of a Crystal to Flesh spell will turn flesh of any son 
to crystal, with all of the possessions of the affected creature also 
turning to crystal, saving throws app licable. 

This spell 's material components are a shard of normal crystal 
and a drop of blood, while components for the spell's reverse are 
water, four grains of sand, and a shard of normal crystal. 

Dowons' Spying Glass (Divination) 
Skill Level: 8 - MU Components: V, S, M 
Range: )"/Skill Iv!. TTC: 8 Segments 
Duration: I rnd/Skill Iv!. ST: None 
Area of Effect: 3" + I" per 2 Skill !vis. 

This spell allows a user to see through solid objects as if those 
objects were transparent. The user must first cast the spell on the 
object through which s/he wishes to see and then look into the 
material component to which the image is transferred (normally a 
pane of glass). This method of divination prevents any possible 
detection by viewed subjects. 

A user can tune in on specific beings or areas viewed, allowing 
close visual and aural examination of subjects (analyze clothing, 
hear conversation, etc.). 

The material component of Dowon's Spying Glass is simply a 
pane of normal glass through which the image is seen. The glass 
must be set upright as a viewing screen for the spell to function; 
once a particular piece of glass is used in this manner(theduration 
of the spell is exceeded), the glass melts into useless slag and 
another pane must be obtained £or the spell to again lw cast. 

Locate Familiar (Conjuration /Summoning) 
Skill Level: 3 - C/ I/ MU Components: V, S, M 
Range: I mile/ Skill Iv!. TTC: 2012 hours 
Duration: Permanent ST: None 
Area of Effect: Spell Range 

Use of this spell a llows the caster to attempt ii summoning of a 
random familiar, an animal which adds its own HTK to those of 
the spell-user's, while conveying its sensory powers LO, conversing 
with, and serving as a guard/ scout/spy for the caster. Should such 
a familiar ever die, the spell-caster will permanently lose twice (2x) 
the additional HTK gained from the familiar. 

While this spell is in effect, the caster may observe all creatures 
within the Area 0£ Effect through the crystal ball (creatures seen as 
determined by GM). In selecting the famil iar, the caster may 
choose from those creatures seen in the ball. Familiars normally 
possess I 06+ I HTK and are from AC: 7 to AC: 3 (ei ther rolled 
randomly or selected by GM). Suitable fami liars are as follows: 

familiar Sensort Powers 
Baboon See standard rule book 
Badger Superior olfactory 
Bat Radar 
Brownie See standard rule book 
Cat Night vision, superior hearing 
Crow Superior vision 
Dog Superior hearing/ olfactory powers 
Fly (Giant) Wide-angle vision, olfactory power 
Fish Underwater vision, superior underwater hearing 
Frog Wide-angle vision, underwater vision 
Hawk Superior distance vision 
Imp See standard rule book 
Parrot Superior hearing 
Pseudo-dragon See standard rule book 
Quasit See standard rule book 
Rat Night vision, superior hearing 
Screech Owl Night vision, superior hearing 
Snake Superior taste (as olfactory) 
Sprite Superior hearing 
Toad Wide-angle vision 
Weasel Superior hearing and olfactory power 

Material components for this spell include: a non-magical 
crystal ball, a map delineating Area of Effect, and a one-inch
square patch of skin from the caster's forehead. 

Mind Projection (Divination) 
Skill Level: 3 - I Components: V, S 
Range: W' Skill !vi. TTC: 3 segments 
Duration: I round/Skill Iv!. ST: None 
Area of Effect: One person 

Use of this spell allows an illusionist to project the thoughts of 
any person within range for viewing in sizes from a 3" x 2" area to 
as large as a 9' x 6' screen projection (at caster's discretion). 
Thoughts projected via this spell will represent the event(s) 
contemplated/ described by the affected person as it/they actually 
occurred (or would occur, i£ thoughts represent future actions). 
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EXAMPLE: A lying braggart describes his great catch of a horrible 
sea monster: if Mind Projection were casL upon the liar, the images 
would represent the reeling-in of a small sunfish, perhaps. 
Conversely, if this spell were cast upon a Character contemplating 
any particular action, an image o f the Character performing that 
action would be projected (perhaps the liar being elected Overlord 
following revelation of his 11;::1gnificent tale). 

Pebbles to Boulders (Alteration) 
Skill Level: 4 - CIM U Compo11erits: V, S, M 
Ra11ge: 1011 + l"/ Skill lvl. TTC: 4 segmems 
Duration: Permanent T: None 
Area of Effect: 4" 

Use of this spell causes normal pebbles and small rocks thrown 
to transform into huge boulders, causing3DIO HTK of damage to 
the beings/ objects within the Area of Effect. Range is chosen by 
the casting cleric/ magic-user at the time of casting. 

The material component for this spell is a handful of pebbles. 

Radiate Warmth (Alteration) Reversible 
Skill Level: 2 - C/ 0 / 1/ MU Components: V, S, M 
Range: !"/ Skill lvl. TTC: I round 
Duration: I turn/ Skill lvl. ST: one 
Area of Effect: 1"13 Skill !vis. 

Use of this spell a llows the caster to raise temperatures within 
the Area of Effect to a ra nge fall ing between 70° and 100° 
Farenheit, at caster's discretion. Beings within this spell 's Area of 
Effect receive +I to their saving throws vs. cold-based spells for 
every 10° o f temperature generated above 70°. Characters within 
the Area o f Effect of the reverse of this spell (Emanate Coolness -
which reduces temperatures toa 40° to 69° Farenheit range) receive 
+I to saves vs. heat-based spells for every 10° generated below 69°. 

The material component fora Radiate Warmth spell is three fire 
giam hairs, while the material component for an Emanate 
Coolness spell is three £rost giant hairs. 

Rend (Alteration) Reversible 
Skill Level: 3 - MU Components: V, S, :vt 
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Ra11ge: W' per Skill lvl. TTC: 3 segments 
Duration: Permanent ST: None 
Area of Effect: One Object 

Use of this spell causes I D4 HTK of structural damage per Skill 
level of the caster to any desi red non-li ving object (portcu llis, 
drawbridge, stone wall, etc.). 

The materia l componen t for 1his spell is a sheet of parchment. 

Seek (Divination) Reversible 
Skill Level: 617 - C/ MU Components: V, S, M 
Range: Specia l TTC: I round 
Duration: Special ST: one 
Area of Effect: One Object 

Use of this spell a llows the caster to bestow the ability of 
"automatic hit" upon any projectile weapon touched. The 
creature/ object targeted by such an affected weapon must be 
within the line of sight of the Character releasing the weapon. The 
duration o f this spell is I turn per Skill level of caster or until the 
weapon "seeks" (successfully hits). 

The material component for this spell is the object to be affected. 

Spell of Dousing (Evocation) 
Skill Level: 3 - CI D/ I/MU Components: V, S, M 
Range: !"/ Skill lvl. TTC: 3 Segments 
Duration: I segment ST: None 
Area of Effect: I" / Skill lvl. 

Use of this spell allows the caster to rapidly extinguish magical 
and non-magical fires by eliminating those oxygen mo lecules 
which feed the fl ames. As such, beings trapped within flames upon 
which a Spell of Dousing is cast will not suffocate. Fire-based 
creatures (such as fire elementals) subject to this eHect must save vs. 
Spells or suffer 30 6 HTK of damage. 

The material components o f this spell include one ounce of 
sand and five werebear hairs. 

Vocal Enhancement (Alteration) 
Skill Level: 3 - CI D/ I/ MU Components: V. S 
Range: !"/ Skill lvl. TTC: 3 segments 
Duration: 3 rnds + l/lvl. ST : None 
Area of Effect: Person T ouched 

This spells allows a person to project bis/ her voice to anyone 
within range, provided the receiver is within line of sigh t of the 
speaker. The speaker's voice will be heard by listeners at the same 
intensity (Skill level) as the words are spoken by the speaker. 

Wood to Steel (Alteration) 
Skill Level: 7 - MU Components: V, S, M 
Range: Touch TTC: 8 Segments 
Duration: Permanent ST: None 
Area of Effect: Object Touched 

The Wood to Steel spell turns wood into a substance which has a 
tensile s1rcngth equivalem to steel. A maximum weight of wood 
equa l to five pounds per Skill level of the spell 's caster may be 
a ltered, a nd the item transformed must be one solid object (not 
multiple objects) per attempt. 

Transformed wooden objects retain their wooden properties 
(such items till float normally. burn - but last five times longer 
before burning o ut, etc. ). If detected for, a transformed item will 
radiate magic. 

Ma teria l componenb for this spell are one acorn and an ounce 
of qu icksil ver. 

New Ma~ic Items 
Arrows oj Backbiting [ XP: o, gp: 200-8001 

When shot from a bow, this arrow will arc in flight to strike its 
wielder in the back. possessing a "to hit" probability to negate any 
shield and/ or DEX bonuses to Armor Class. These arrows are 
magicked from +I to +4. 

Boots of Noise [ XP: 150, gp: 1500] 

These boots cause the wearer to make noise equal to that of ten 
men performing the same physical action as the wearer (i.e., 
running, stomping, etc.). The wearer and those persons within a 
20' radius of him/ her will be unable to hear the noise created by 
1hese boots, imagining the wearer to be moving silently. 

Bag of Teleportation 
[Command Word Un known: XP: 0, gp: 1000 
Command Word Known: XP: 3000, gp: 20,000] 

When used initially, this magical bag will act as a Bag o f 
Holding. Every time thereafter, however, any item placed within 
this bag will be randomly teleponed 2D 10 miles from the owner. 
T he location of resultant teleportation may becomro lled provided 
owner uses the item's command word. 

Earrings of Telepathy [ XP: 300, gp: 3000} 

All beings wearing one of these magical earringscan telepathize 
with one another when within a 50' radius. These earrings do not 
allow inter-language comprehension; wearers must be fami liar 
with languages telepathized to communicate. 

Ears of Hearing {XP: 500, gp: 10,0001 

Th is mag ical item empowers its wearer to hear any desired 
existing sound at a distance equivalent to the wearer's line of sig ht 
or I 00 yards, whichever is greater. This effect is as if the wearer 
were present at the chosen location and allows audio perception in 
a I 0' radius of that location. 

The Ears of Hearing have the appearance of two thin, black 
discs of 11" circumference placed atop a black skullcap. 



Gloves of Digging and Excavating 
[ XP: 1200, gp: 12,000] 

T h es~ gloves enable any wearing Character (man-size or smaller 
posse~smg a S1:R of 17 or .gre~ter) to burrow through dense 
maten~I at a rapt~ rate and with little exertio n. Burrowing speeds 
for vano~s m.atenals are a t the following rates per round (as per 
construcuon 10 standard rule book): 

Very Soft: 6 cubic feet 
Soft: 3 cubic feet 
Hard: I cubic foot 

Goggles of X-Ray Vision [XP: 11000, gp: 25,000 / 

T hese eyepiece lenses allo w a wearer to see throug h a ny and all 
materials up to a distance of 30'. 

Goggles of Nightsight [ XP: 4500, gp: 26,000J 

These eyepiece lenses serve as personal binoculars and are 
eq uipped with the equivalent of lnfravision, with image mag
nification and heat sensitivity adjustable up to ha lf a mile. 

Helm of Rock Attraction [ XP: o, gp: 750) 

This helm has two primary functions: under normal circum
stances, it acts as a +2 helm. However, when small projectiles 
(rocks, sling stones, bullets, etc.) are thrown within a 5' radius of 
the wearer, they will au tomatically strike the helm, inflicting 
deafness and confusion upon the wearer for I 0 6 rounds per hit. 

Levitating Torch { XP: 1000, gp: 10,0001 

This torch will immovably hover in the a ir where it was released 
by its owner. When again grasped by the owner, the to rch will once 
again become mobile. Ig niting and extinguishing this torch, 
which can burn forever, is a t the owner's will. 

Magical Spikes 
[ Command Words Unknown: XP: 0, gp: 11200 ( I cp). 

Command Words Known: XP: 1000, gp: 10,000) 

T hese appear to be common spikes until the command word is 
spoken, a t which point the spikes can be easily pushed into wood, 
rock, or a ny o ther substance (a t GM discretio n). Removal of these 
spikes o nce p laced req uires speaking another command word. 

Oil of Deflection [ XP: 450, gp: 550) 

When rubbed on the palms, this o il allows the wearer to deflect 
up to two spells and/ or missile weapons directed at him/ her (one 
per hand). A Character utilizing this magical o il canno t a uack 
during the same round as s/ he expends the time deflecting any 
incoming a ttack. Each application o f th is o il lasts for I 0 1+1 turns 
or until rubbed off (GM d iscretion). 

Oil of Water Walking [XP: 200, gp: 325] 

When rubbed on the soles of one's feet, this magical oil prevents 
the soles of the wearer's feet from sinking below the water level 
(effectively allowing the wearer to wa lk on water). Each appli
cation of this oil lasts for I 0 1+1 turns. 

Pearl of Calm [ XP: 8500, gp: 30,000J 

This 3' d iameter pearl sphere negates a ll wind and earth 
turbulence/tremors within a one-mile diameter of the pearl. The 
pearl remains completely unmovable unless the item ·s command 
word is spoken, at which point its magical properties arc non
functional until the command word is repeated (the pearl then 
re turning to its unmovable state). 

Ring of Climbing [XP: 1500, gp: 6500] 

This ring allows its wearer to climb any vertical surface with 
ease (GM discretion). Each 10' climb utilizes one charge. 

Scarf, Protection from Gasses f XP: 100, gp: 8500] 

T his magical scarf will automatically cover the wearer's face 

Spectre Sword f XP: 500, gp: 2500) 

Upon every successful hit, th is magical sword drains I life 
energy level from and does I 0 8 HTK of damage to its victim. 
Should the sword drain all life energy levels from any particular 
victim, that victim in two weeks will turn into a spectre and will be 
forced to track a nd attempt to kill the sword's wielder. 

Staff of Dancing [XP: 2500, GP: 10,0001 

A hig hly-magical item, the Staff of Dancing is a weapon which 
modifies its damageand " to hi t" bonuses each round o f melee. On 
the first melee round, the Staff is+ I; during each additional round 
(up to fourth round). the Staff's effectiveness increases by+ I (e.g., 
+2 second round, +3 third round, etc.). On the fifth round of 
susta ined combat, the Sta ff's bonus reverts to +I and repeats this 
cycle (+2 sixth round, +3 seventh round, etc.). 

At the fifth round of melee, the Staff has a '"dancing" ability 
which al lows its wielder (if desired) to release the Staff, allowing it 
to figh t independemly within 30' of the owner while still 
maintaining the +I per round combat additions. The Staff will 
fight at the owner's Skill level for 4 rounds, a fter which it will 
automatically return to its owner's hand. While the Staff is 
dancing, the owner may act in virtually any manner desired 
rela tive to combat. If the owner travels beyond the Staff's 30' range, 
the Staff will fall lifeless to the ground, once again a +I weapon. 

While dancing, the Staff cannot be physically hi t with the 
exception of area effect spells (Fireba ll, Ice Storm, etc.). 

when wearer is subjected to any form of gas or gas-like substance __ ._ ___ .._ _________ ....:,;.:;;..,.:;w-...;...-.;:au 

(gas spore rhizomes, dragon breath. etc.). 17 



Briarwood Castle 
Briarwood Castle Guards 

The lypical Briarwood Castle guard is a Skill 1 or 2 human or 
half-elf fighler proficient in Oorentine fighting, and is interned 
under the supervision of General Trem Hjalmar at Briarwood 
Castle for admission into the training ranks of the Black Lotus. 
Very few fighter applicants of higher Skill levels are accepted since 
they are normally set in their combative ways and do not learn the 
ways of the Black Lotus as readily as the uninitiated. Applicants 
are admitted after proving themselves in battle, demonstrating 
lheir ability to be trained in Black Lotus technique, and subject to 
either the Overlord's or his advisor's personal approval. 

Basic training for the Black Lotus regiment is eight weeks long, 
a period where the applicant must develop additional proficien
cies in long sword, short sword or dagger, and spear. Further 
training includes firefighting, swimming, memorization of city 
layout, crowd control, first aid, and hand-to-hand combat (which 
allows + l on "to hit" and damage rolls when fighting in 
weaponless combat). Language education includes developing 
£luency in Calandian (common), elvish, and lizardman. 

Prior to becoming a true Black Lotus (Skill 3 fighter), an 
applicant must also be able to suip from Lotus armor (full-length 
chain mail, full helm, and round shield) in two rounds. 

The salary structure for guards of Briarwood Castle runs as 
follows (listings are per month in gp): 

Private First Class: l 
Private Second Class: 2 
Corporal: 3 
Sergeant: 6 
First Lieutenant: 15 
Second Lieutenant: 25 
Captain: 75 
Colonel:· 125 
General: 200 

Blach Lotus 
Black Lotus guards were originally created to protect the Lords 

of the Black Lolus, nobles who were lhe true governmental power 
in Calandia for a vast length of time. Although the Lords of the 
Black Lotus were eventually crushed, the special guard unit they 
founded continues as an elite and powerful group. 

The Black Lotus has 500 troops in Briarwood and another 500 
troops in Antram, where Calandia's Senate and Ministry of Law 
are located. The commanding general of this unit, Trem Hjalmar 
(see Map and Population Book), reports to Overlord Lucius II. 

After achieving full Black Lotus status, a guard receives his own 
official garb, associated accouterments, and a three-day vacation 
pass (conditions allowing). Guards are then assigned to either the 
Dock Guard Barracks (#362), the Watch Tower (#418), or Briar· 
wood Castle itself. Every eight weeks, a new regiment of guards 
graduates and is assigned stations within these areas. 

Dock Guards are responsible for such duties as monitoring 
fishing licenses and numerical limits, checking incoming ships 
for contraband (slaves and drugs, etc.), sea monster control, etc. 

Watch Tower guards are responsible for monitoring the skies of 
Briarwood for invasionary forces and observing surrounding 
ground areas for disturbances requiring assistance or enforcement. 

Briarwood Castle guards are responsible for verifying visitors' 
papers, escorting emissaries and ambassadors, and serve their 
primary function of defending the castle, both on exterior defense 
and internal security (checking visitors for weapons, patrolling 
halls during senate meetings, etc.). 

During each work shift, twenty Black Lotus guards patrol each 
of the first and second floors of Briarwood Castle, while ten guards 
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roam the third level (the security of which is primarily the 
responsibility of the castle's Dragon Guard comingent; see fol
lowing). Each guard patrolling Briarwood Castle carries a whistle 
with which to summon assislance when necessary. 

The guards which comprise the enforcement of Briarwood 
Castle include the following: 

(150) Black Lotus Guards 
Skill I Fighters 
Race: Human or Half-elf 

STR: 12-17, INT: 7-14, INS: 7-14 
STA: 9-18, DEX: 7-17, APL: 7-17 
HTK: 5-14, AC: 4 (+DEX bonuses) 
MV: 911

, AL: L. Good - L. Neutral 
AT: 1, DM: by weapon type 
THAC0:20 
Armor: chain mail, round shield 
Weapon Proficiencies: Oorentine fighting, short sword, and 
bow of any type 
Weapons: bow, short sword 
Specials: They never abandon their posts. 

Morale is at +2. 

(150) Black Lotus Guards 
Skill 2 Fighters 
Race: Human or Half-elf 

STR: 12-17, INT: 7-11, INS: 7-14 
STA: 9-18, DEX: 7-17, APL: 7-17 
HTK: 10-28, AC: 4 (+DEX bonuses) 
MV: 9'', AL: L. Good· L. Neutral 
AT: l , DM: by weapon type 
THAC0:20 
Armor: chain mail, round shield 
Weapon Proficiencies: Oorentine fighting, short sword, and 
bow of any type 
Weapons: bow, short sword 
Specials: They never abandon their posts. 

Morale is at +2. 
(7J) Black Lotus Guards 
Skill 3 Fighters 
Race: Human 

STR: 12-17, INT: 7-14, INS: 7-14 
STA: 9-18, DEX: 7-17, APL: 7-17 
HTK: 15-30, AC: 4 (+DEX bonuses) 
MV: 9", AL: L. Neutral · C. Neutral 
AT: l, DM: by weapon type 
THACO: 18 
Armor: chain mail, round shield 
Weapon Proficiencies: crossbow, dagger, halberd, long 
sword, short sword 
Weapons: crossbow, dagger, halberd, long sword 
Specials: They never abandon their posts. 

Morale is a t +2. 

(120) Black Lotus Guards 
Skill 5 Fighters 
Race: Human 

STR: 12-17, INT: 7-14, INS: 7-14 
STA: 9-18, DEX: 7-17, APL: 7-17 
HTK: 20-50, AC: 4 (+DEX bonuses) 
MV: 9'', AL: L. Neutral · C. Neutral 
AT: l , DM: by weapon type 
THACO: 16 
Armor: chain mail, round shield 
Weapon Proficiencies: crossbow, dagger, halberd, long sword, 
short sword 



Weapons: crossbow, dagger, halberd, long sword 
Specials: T hey never abandon their posts. 

Morale is at +2. 

(J) Black Lolus Sergeants 
Skill 6 Fighters 
Race: 1 luman 

STR: 12-17, IN T : 7-14, INS: 7-14 
STA: 9- 18, DEX: 7-1 7, /IPL: 7-17 
H T K: 24-60. AC: 4 (+DEX bon uses) 
M Tl: 9", AL: L. Neutral · C. Neutral 
AT: l , DM: by weapon type 
TH1l CO: 16 
Armor: chain mail, round shield 
II' ea pon Proficiencies: crossbow. dagger, ha I berd. long sword. 
short sword, spear 
ll'eapons: crossbow, dagge1, halberd. long sword 
pt'cials: They never abandon their posts. 
Morale is at T2. 

(2) Black Lotus Lieutenants 
Sl<i/18 Fighters 
Race: Human 

S T R: 14, 15, INT: 13 (both) 
IN : 15. 14, STA: 16 (+2), 15 (+ I) 
DEX: 17 (+2. -3) (both), APL: 13, 16 
HTK: 52, 60, AC: I (both) 
J\111: 9". llL: L. :'>Jeutral (both) 
AT: 312. DJ\/: b)' weapon t}pe 
THACO: 14 
Armor: chain mail, round shield 
Weapon Proficiencies:c10:.sbow. dagger, halberd, longsword, 
ho11 sword. spear 

IVeafJons: crossbow, dagger, halberd, long sword 
S/Jecials: T hey never abandon 1heir posts. 

Mora le is at +4. 

( l ) Blach Lolus Captain 
Skill 10 Fighter 
Race: I luman 

STR: 15. INT: 15, INS: 17 
STA: 16 (-2), DEX: 15 (0. -1), APL: 15 
HTK: 97. AC: l 
/\IV: 9". AL: L. .'\eutral · C. • eutral 
AT: 312, DM: by weapon type 
T H llCO: 12 
11 rmor: +I chain mail, +I round shield 
Weapon Proficiencies: bastard sword . crossbow. dagger, hal
berd, long sword, shon sword, spear 
Weaf>ons: crossbow, dagger. ha lberd. long sword 
Specials: They never abandon their posts. 

Morale is at +4. 

General Trem Hjalmar 
, kill 13 Fighter 
Race: Half-elf, Half-drow 
Religion! Deity: Calandian/ Vikkar Tornor 

STR : 18/ 05 (+2, +3), INT: 15, INS: 15 
STA: 16 (+2), DEX: 18 (+3, -4), APL: 10 
IJTK: 85. AC: -2 
Ml!: 12", AL : L. . eutral 
11 T : 2, OM: by weapon type 
T HA C0:8 
H T: 7'1", WT: 233 lbs. 
Armor: p late mail and buckler 
Weapon Proficiencies: blow gun. dagger. long sword, mili
ta1 )' pick, short bow, short sword. throwing dagger, two
handed sword 
Weapons: blow gun (w/ 8 poison needles). dagger (x3), +I 
long bow, +2 military p ick, two-handed sword 
Magic Items: Boots of Levitation. Oil of Etherealness, Potion 
o f Growth, Potion of Heal (treat a a Heal spell), Ring of 
Wa ter Walking 

Trem is held in h igh esteem by his men. Unbeknownst to the 
Overlord, Trem workscloselv with the VioletSpider(see #64 in the 

Map and Population Book ). who pay Trem a tipt•nd of 100 gp per 
month to SP)' for 1hem. 

The kill I figh1er utili1ed b) the Black Lotmart·emplo}ed b} 
the O\·e1 lord and merely 1>e1 form regimentar} f unc 1 iorh. wo1 king 
1andard eight-hour shifb guaiding the Castle's ou1e1 \\'all. The e 

persons normally live in Rria1 wood and repo1 t t<> tht· main Castle 
gate prior 10 beginning each wo1 k hift. 

Each eigh 1-hour ~hift . four ~uch Skill I fightc·1 ~ man the fou r 
sma ll towers loccncd along tht' perimeter of tlw 0111t·r wall while 
116 walk alo ng the wal I tops scanni ng the sm roundingareas. three 
men per '10' wall length 011 the average. 

Lucius' Royal Guards (Dra~on Guards) 
The Dragon Guard is the 0\1erlord's personal guard, an elite 

Black Lotus contingent personally selected by the Overlord to 
protect Lucius II and his family at a ll times; these are the only 
guards allowed in to the Overlord's fami ly quarters. The Dragon 
Guard u ni t was instituted u nder the rule of Atrabiloran and 
(unctions identicall y to the old personal guard of the Dragon 
Kings, even wearing the o ld-fashioned armor and blue-and-gold 
un iforms pop ular under those rulers. Dragon Guards have a 
rep utation for vigilance and have fo iled more than one assassina
tion allempt on a n Overlord since their inception. 

Members of this elite guard unit are chosen from the ranks of the 
Black Lotus Guards and, in rare cases, chosen from Briarwood 
Town Guards, and report directly to their commander, Colonel 
Flavius Ashnor. 

Flauius Ashnor, Colonel (Gedhar) 
Human, Skill 714 Avantar! Keitar 
Religion/ Deily: Calandian/ Ardruna 

STR: 18/ 51 (+2, +3), IN T : 12, INS: 16 
STA : 17 (+3), DEX: 15 (0, -1), APL: 14 
HTK: 11 3, AC: -1 
MV: 911

, AL: N. Good 
AT: l, DM: by weapon type 
TH ACO: 14 
HT: 6'1", WT: 185 lbs. 
Armor: +2 plate mail, +I sh ield 
Weapon Proficiencies: dagger I, horsebow, horseman's flail, 
keitar lance, quarterstaff, sabre, staff flail 
Weapons: dagger, horsebow, +I horseman 's £!ail, +I sabre 
Magic Items: Ring of Feather Falling, Ring of Fire Resistance, 
Rod o f Lordly Mig ht 

Flavius Ashnor is an adventurer who jo ined the Overlord's 
service later in life than most. When he took two assassin 's arrows 
intended for Lucius II, he came to the Overlord's personal 
attention. For that and other brave service he has been honored 
with membersh ip in the elite Order of the Shield. Flavius 
intimidates the troops of the Dragon G uard. who call him 
" Dragonslayer" behind his back. 

Entrance into the Dragon Guard uni t requires that a soldier 
have completed at least o ne tour of the Black Lotus Guards and be 
a fighter of Skill 5 or higher. Competition for entrance is keen and 
openings are few, as only forty Dragon Guards exist a t any one 
time and o ne tour of d uty as a Dragon Guard lasts at least five 
years. Duty in the Dragon Guard is desirable because of the pay ( I 
pp minimum per month), the elitist nature of the work, and the 
poten tial to be promoted into officer ranks following service. A 
typical Dragon Guard possesses the following statistics: 

Dragon Guard 
Skill 6 Fighter 

STR: 12-18, INT: 12-18, INS: 12-18 
STA: 10-18, DEX: 10-18, APL: 7-18 
HTK: 24-84, AC: I 
MV: 12", AL: L. Neutral · C. Good 
AT: I, DM: ID IO (halberd), ID8 (long sword) 
THACO: 16 
Armor: + I plate mail, shield 
Weapon Prof iciencies: halberd 11, long sword II 
Weapons: halberd, long sword 
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Conscantly at Lucius' side, Dragon Guards serve as bodyguards, 
messengers, and in any other capacity required. Dragon Guards 
are not limited by race and are usually selected for their prowess in 
fighting, stealth, and tactics. 

The Overlord's roya I guards are recognizable by their dis ti ncl i ve 
grey-tinted armor (usually breastplate and chain), and by the 
presence of the Overlord's signet emblazoned on the breastplate 
and guard's shield, if one is carried. 

Dragon Guards of Lucius' personal contingent are currently 
comprised of the following Characters: 

(22) Skill 6 Fighters (see statistics for Black Lotus Sergeants) 

(11) D ragon Guards 
Skill 7 Fighters 

STR: 12-18, IN T : 12-18, INS: 12-18 
STA: 10-18, DEX: 10-18, APL: 7-18 
HTK: 28-70, AC: I (+DEX bonuses) 

MV: 12", AL: L. :-.!eutral - C. Good 
AT: I, DM: IDIO (halberd), IDS (long sword) 
THACO: 11 
Armor: +I plate mail, shield 
Weapon Proficiencies: halberd II, long sword Ir 
Weapons: halberd, long sword 

(4) D ragon Guards 
Skill 9 Fighters 

STR: 12-18, INT: 12-18, INS: 12-18 
STA: 10-18, DEX: 10-18, APL: 7-18 
HTK: 38-90, AC: I (+DEX bonuses) 
MV: 12", AL: L. Neutral - C. Good 
AT: I, DM: 1DI0 (halberd), 108 (long sword) 
THACO: 12 
Armor: + 1 plate mail, shield 
Weapo11 Proficiencies: dagger, halberd II, long sword II 
Weapo11s: halberd, long sword 

(2) D ragon Guards 
Skill I I Fighters 

STR: 12, 14, INT: 14, 15 
INS: 12, 13, STA: 16 (+2), 14 
DEX: 14, 18 (+3, -4), APL: 15 (both) 
HTK: 661 80, AC: I (+DEX bonuses) 
MV: 12", AL: L. Neutral - C. Good 
A T : I , DM: IDIO (halberd), IDS (long sword) 
THACO: 10 
Armor: + 1 plate mail, shield 
Weapon Proficiencies: dagger, halberd II, long sword II 
Weapons: halberd, long sword 

(I) Dragon Guard 
Skill 12 Fighter 

STR: 14, INT: 13, INS: 14 
STA: 15 (+ l), DEX: 16 (+ l, -2), APL: 17 
HTK: 48-120, AC: -l 
MV: 12", AL: L. Neutral - C. Good 
AT: I, DM: lDlO (halberd), IDS (long sword) 
THA CO: 10 
Armor: +I p late mail, shield 
Weapon Proficiencies: dagger, halberd II, long sword III 
Weapons: halberd, long sword 

Chan~in~ of the Castle Gua~ds 
Briarwood Castle maintains a complement of 573 regular 

guards, one sergeant, and one lieutenant al all times. Sergeants are 
required to post two consecutive six-hour shifts per day while 
lieutenants post three. Regular guards work in six-hour guard 
shifts, two shifts per day; following each guard's second shift, these 
guards must post an additiona l two hours of maintenance work 
(armor, weaponry, and barracks deaning, etc.). 

One captain and one general are stationed at Briarwood Castle, 
each working a regular eight-hour day of supervisory and discipl i
nary work, while remaining on call twenty-four hours a day. 

Changing of the guards occurs six times daily, at 12, 4, and 8 in 
the mornings and evenings. With no exceptions, guards are 
required to remain at their posts until relieved. 

Exterior Defenses 
NOTE: Refer to the War Machine T able in the standard rule book 
for information on weapons used to defend a castle exterior (i.e., 
catapults, ballistae, etc.) 

Oufet' Wall: This 20' -wide crenelated barrier is composed of 2' -
thick slabs of granite, stacked in a staggered fashion to a uniform 
height of 20'. The wall itself surrounds Briarwood Castle and is 
3,430 feet in length. The wall is connected to the minor gate towers 
of the Castle (Portcu llis Works) at the northern end of the area. 

During each guard shih, fon y Skill I Black Lotus Guards patrol 
the exterior of the Castle (see Guards for statistics). 

Cornet' Towers: Recently constructed, in response to 1hedrama1ic 
influx of evil besetting Briarwood, 10'-square stilted guard towers 
which s1and 10' above the Castle wall itself in each extreme corner 
of the Casde's enclosure (NW, NE, SW, and SE). Two Skill 1 



guards employed from town ranks by Lhe Black LoLUs constantly 
man each or these towers on eight-hour shifts. These towers and 
the g uards with in are employed primari ly as a n early-warning 
method against Castle siege; if the guards patrol I ing the outer wall 
itself become overrun with attackers, the comer towers can also 
provide temporary protection . 

Outer Lawns: This vast expanse of open area is covered in fine, 
manicured grass a nd possesses hundreds of concealed traps to deter 
ground level assault upon the Castle. Various subterranean 
creatures live beneath the outer lawns and act as additional 
defensive measures, normally consuming victims before Castle 
guards can respond to and capture intruders. Due LO the presence 
of both forms o f outer lawn defense, guards who man the Castle 
wa lls usuall }' prefer to run the length of the wall to the main Castle 
entrance as opposed to risking an unfortunate encounter bv 
venturing across the lawns. 

(I D2) Rust Monster 
HTK: 36, 32 (5D8), AC: 2 
MV: 18", AL: Neutral 
AT: 2, DM: Nil 
I NT: Animal 
TH A CO: 15, SZ: M 

(4D4) Blink Dog 
HTK: 40 8, AC: 5 
MV: 12", AL: L. Good 
AT: I. DM: ID6 
I NT: Average 
TH A CO: 15, SZ: M 
Specials: T eleponation. 

Auack from behind 753 of the time. 

(1) Invisible Stalker 
HTK: 54 (8D8), :4C: 3 
MV: 12", AL: Neutral 
AT: I, OM: 40 4 
INT: High 
Tl-JACO: 12. SZ: L 
Specials: Surprise on 1-5 on I 06. 

Attacker is -2 '"to hit" when attacking Stalker the [irst time. 
1\tlagic Resistance: 30% 

(1 D4) Mud Man, (1) Undertoad 
(See New Monslers for statistics.) 

MoaJ: Resting 40' deep at its greatest depth, Lhe Castle moat is 

constantly filled with clear water. Living wi thin the Castle moat 
are such creatures as the undenoad and mud men, the lauer of 
which favor residence under the Castle drawbridge for secrecy and 
surprise factors on victims. 

Drawbri~e: While serving as a standard functio na l drawbridge, 
should the Castle fall under siege, the bridge also splits in the 
middle, both halves dropping a ll upon the drawbridge into the 
cold confines of the Castle moat below. 

Center Towers: Serving primarily as areas of observacion, these 
Castle towers a lso serve defense functions during battletime and 
are equipped with various weaponry such as trebuchet, catapults, 
ballistae, and cauldrons of oil, etc. 

Towers and Walls: Beginning from the second level and con
tinuing upward, the Castle towers and wa.lls are equipped with 
literally thousands of arrow slits suitable for concealed, protected 
attack against siege. Along the Castle's exterior walls arc placed 
dozens of magical glyphs which, when contacted, transform the 
surrounding air to boiling oil. 

Upon Castle Sie~e 
Should Briarwood Castle ever fall under siege, a vast network 

has been established and is regularly exercised to maximize 
defensive efforts. Upon a larm notification, all Castle guard 
regiments assemble to add numbers to defense; dozens of magic 
users are teleponed to the Castle and are normally positioned in 
the Castle towers to maximize the casters' view of the opponents. 
The Lady Cassandra is a lso available to druidically summon 
various beasts from within and about the Briarwood limits, often 
lending an excellent element of surprise with the creatures' 
unexpected flanking arrivals. 

Relative to large-scale defense, upon initial alarm from Briar
wood Castle, a broad interlacing of city-wide alarms are activated 
to alert the populace (this network is enacted through a series of 
geographically-established hand cranks - when the Castle's main 
alarm sounds, different posts throughout the city are notified to 
sound their alarm, each resonating at a specific pitch to simplify 
identification of the alarm 's source (locations at GM's discretion)). 

Should siege upon Briar wood Castle or the town itself occur at 
night, upon notification of the attacks, Dowons is able to 
illuminate his dome from atop the Castle to an intensity to 
effectively simulate daylight situations, thus providing excellent 
defensive conditions and eliminating the attackers' element of 
surprise from a siege of darkness. 
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Cr'fpf Dun~eon (Map HI) 

Originally used as a barracks and jail, 
this dungeon was a temple for the g uards 
and housed its clergy. At the time o( this 
area's construction, Briarwood Castle was 
a stone-work keep surrounded by a 15' high 
log wall. As the Castle expanded, the 
original barracks were vacated and used as 
storage, with the jail maintaining its origi
nal purpose. Toward the era of the Castle's 
completion, the entire original barracks 
complex was abandoned as a new jail and 
storage areas were developed. 

The Crypt Dungeon, as it is now called, 
presently functions as an incarceration 
complex for some or Briarwood's least 
favorable residents: enemies of the City
State, deceased or dying prisoners, etc .. The 
monsters which reside in the Crypt Dun
geon are fed every three days by the keeper, 
a Skill 0 half-ore who uses a magical gong 
whid1 automatically paralyzes (or I turn 
all beings (except the gonger) within a 10' 
radius. While paralyzed. the dungeon's 
inhabitants are left food scraps, dead and 
dying prisoners, various creatures, and 
persons deemed to pose a severe threat to 
the welfare of the City-State. 

Room A: (30' x 30') 
This spiral staircase descends into the 

center of the room. Resting in the middle of 
both west and east walls are 3' x 3' grates. 

The grates in the room's walls allow 
entrance for the breath weapons of the two 
crystal gorgons that inhabit RoomsCand D. 

Room B: Portcullis (10'-wide 
passa~e) 

The controls to this portcullis appear to 
originate at a large handcra11k located in a 
further area, although the portcullis is 
current/)' rusted open. 

If the PCs remain in this room for more 
than 3 rounds, one of the crystal gorgons 
from Rooms C and D \viii enter the area. 

Rooms C and D: 
H 1 Guard Rooms 
(50' x 40' each) 

Walking casually among these large, 
dank rooms are two excellent specimens of 
crystal gorgon, one of which turns slowly 
and begins to move toward )IOU. 

As the gorgons have recently been fed by 
the dungeon's keeper, they will not attack 
the PCs unless attacked (irst. The gorgons 
will simply be inquisitive about visitors. 

(2) Crystal Gorgon 
HTK: 60, 57, AC: 2 
MV: 12", AL: Neuual 
AT: I, DM: 2D6 
INT: Animal 
TH A CO: 12, SZ: L 
Specials: Breath Weapon - target 

Dun~eon Levels 
must save vs. Breath Weapon or be 
turned to crystal. Once combat is com
plete and the gorgon is left alone, it 
will proceed to consume the resulting 
crystal, which is the primary food that 
crystal gorgons eat. Any organic mate
rials can be changed into crystal. The 
only method 0£ reversing the breath 
effects of a crystal gorgon is through 
the casting of a Crystal to Flesh spell. 

Edged weapons do half damage; 
blunt weapons do double damage. 

Room E: Old Guard 
Barrachs (40' x 30') 

This empty room has a passage which 
leads north localed in the north wall, west 
corner, and also possesses a closed door 
located in the south wall, west corner. 

The door along the south wall is not 
locked. 

Room F: Old Store 
Room/ Armory (30' x 30') 

This empty room has a closed door 
localed in the north wall, west corner, and 
also possesses a passageway leading east 
located in the center of the eastern wall. 

The door along the north wall is not 
locked. 

RoomG: Old 
Wizard's Room (30' x 30') 

This room contains a huge wooden chest 
which sits against the middle of the 
southern wall. A door leads from the room 
in the west wall, north corner. 

The chest is magicked by a Glyph of 
Warding which cannot be dispelled; the 
Glyph causes 40 HTK of electrical damage 
to any being within 10' of the chest when 
opened. Upon opening, the chest's conlents 
must save vs. Electricity or be destroyed. 

Contents of chest: 
(I) Scroll: Crystal to Flesh 
(1) Potion of Plant Control 
(1) Magic-user Spell Book: 

Skill 7 Charm Plants 

RoomH: Old 
Treasury (30' x 30') 

This empty room has two cranks located 
on the western wall, positioned on either 
side of the entrance. 

The cranks control the two ponculli 
outside of the room. The ponculli are in 
perfect working condition. 

Room I: Old Clerics' 
BarracRs (30' x 30') 

This room is filled with /O'-deep mucky 
water. There is a stairway in the middle of 
the west wall which exits to the west and 
another stairway in the middle of the south 
wall which leads upward to the south. 

This room contains two catoblepas. 

(2) Catoblepas 
HTK: 49 each, AC: 7 
MV: 611

, AL: Neutral 
AT: 1, DM: 106 +stun 
INT: Semi-
THACO: 13, SZ: L (6' at shoulder) 
Specials: Gaze is equal to a Death Ray, 
extending 6" from the eyes (even into 
the Astral and Ethereal Spheres). Any 
being meeting the gaze dies; no saving 
throw. 
Any being struck with the tail has a 
75% base chance of being stunned for 
ID IO rounds. The base chance is modi
fied by 53 for every HTK dice/ Skill 
:eve! of victim above I. 
Magic Items: Ring of Summoning, +2 
shield 

Room J: Old Head 
Cleric's Room (30' x 30') 

A statue of Riegin stands in an alcove in 
the center of the western wall. The room 
reeks of incense and burned wax. 

The statue conceals a secret door which 
leads west. If the statue's left arm is pulled 
down, the statue and its platform will 
pivot, taking the activating PC with it. 
Anyone on the p latform will find him
/ herself in Room K, while anyone remain
ing in Room ) will see the statue pivot, 
disappear into the wall, and a slatue exactly 
like it replace the first. 

Room K: Old 
Temple (see map) 

This temple strongly exudes serenity. A 
statue of Riegin stands on a platform 
against the eastern wall, located 40' from 
the south wall. A door is located in the 
north wall, west corner. 

Due to the overriding influence of 
Riegin, no hostile actions can take place 
here. A secret trap door in the southeast 
corner leads to a passage 15' below, which 
turns into a 5' -wide passage leading east. 

The statue of Riegin stands on a plat
form which swivels into Room J if the leh 
arm of the statue is pulled down. 
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Room L: Trap (30' x 30') 
In the center of this room is a JO' -square 

block which has carvings of a laughing 
face on each side. There are four passages 
in this room, each leading in a different 
direction, located in the middle of a wall, 
and each leading straight. 

Two rounds after PCs exit this room, roll 
104. The resuiling number represents the 
passageway area which becomes obstructed 
as the 10'-square block moves to seal the 
passage. Each time the room is entered and 
exited, this roll should be made; should the 
same number be rolled, the block will 
remain in its current location. 

Room M: Old Cell 
Guard's Room (30' x 30') 

This empty room contains a 5'-wide 
passage in the center of the west wall which 
leads to the level above, and a steel rein
forced door in the center of the east wall. 

The steel reinlorced door to the east is 
locked with a special lock ( -103 modifier to 
a thief's Open Locks skill). 

Room N: Covered 
Pit (12' x 8') 

The floor of this small area seems 
insubstantial. 

• • • 

Holdin\l Cells 
(see Basement: Room K) 

• J1' .,. 

The covering over this I 0' -deep pit will 
collapse if 200+ pounds are placed upon it. 
The floor of the pit below is covered with 
broken glass, which will do 1 D6+2 HTK of 
damage to any being falling into the pit. 

Room 0: Old West 
Boldin~ Cell (30' x 30') 

T he steel-barred cell door into this room 
seems to be locked. The floor is covered 
with a thin layer of a muddy substance. 

The door to this room may be picked 
normally. The substance covering the floor 
is black pudding which will follow beings 
entering its lair only as far as the Covered 
Pit and will attack any PCs remaining at 
the locked door for more than 1 round. 

(I) Black Pudding 
HTK: IOD8, AC: 6 
MV: 6", AL: Neutral 
AT: I , DM: 3D8 
INT: Non
THACO: 10 
SZ: S to L (5' diameter to 8' diameter) 
Specials: Dissolves wood and metal. 

Immune to blows, cold-, and light· 
ning-based attacks. 

Room P: Old East Boldin~ Cell 
(30' x 30') 

The bottom of this room is 1' deep in 
horrible smelling, fetid water. A steel
barred door leads from this room . 

.·~~~;,i; llt---!--+t 
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There is nothing of interest here; the 
water is merely a stagnant pool of filth. 
The steel-barred cell door is rusted open. 

Room Q: Old South 
Boldin~ Cell (30' x 30') 

The steel-barred cell door leading into 
this room appears to be locked. 

If the PCs open the door and enter the 
room, continue reading: 

The floor is covered with a thin layer of 
murky water. 

The room's steel-barred door is rusted 
shut (requiring a STR of 23+ to open). 
There is nothing of interest in th is room. 

Holdin~ Cells (Map D 
Accessible only via a stairway located in 

the middle of the east wall, this level acts as 
the present jail for the Castle. The stairway 
leads to Room C of the Castle's first floor. 

Rooms 1-6: 
(10' x 10' each) 

Each holding cell is located 10' lower 
than the main walkway of the jail area and 
is accessible only via a steel-barred door. 
Once through the barred doorway, the cells 
are located at the base of a JO' x 7' ramp. 

The ramp is kept greased to prevent 
prisoners reaching their cell doors. 

For sanitary reasons, cells are hosed out 
once per week; all waste and water drain 
out through 6" round holes at the bouom 
of each cell which lead to a sloped pas
sageway and into Room 7. 

Room 7: (30' x 30') 
This room, which seems to be more of a 

deep shaft, is 70' deep. Waste materials 
from the nearby holding cells are washed 
into this room through a grate which rests 
in the middle of the room's east wall . 

All liquids flowing through here are 
strained Lhrough a I' x I ' grate which leads 
to Briarwood's sewer system; solids are 
consumed by the resident otyugh. 

(1) Otyugh 
HTK: 43, AC: 3 
MV: 611

, AL: Neutral 
AT: 3, DM: lD8/ ID8/ lD4+1 
INT: Low-average 
T HACO: 12, SZ: M 
Specials: Disease - its mouth is 
sucker-like and filled with many teeLh, 
which, if i t successfully bites a victim, 
are 903 likely to transmit any numbers 
of diseases (most notably typhus). 

Never surprised. 

These extreme I y strange and omnivorous 
scavengers are not in the least hesitant 



aboutadding a bit of fresh meat to their diet 
of dung. offal, and carrion. 

Otyughs possess sensory organ stalks 
and two temaclearms which protrude from 
theit bodies. The eye s talks a lways thrust 
above the offal under which the creature 
resides. Otyugh tentacles have sharp 1 idges 
and deliver smashing blows to prey. 

Grain Stora~e 
Dun~eon (Map f) 

This dungeon has become connected to 
the Grain Storage area under Briarwood 
Castle by tunneling giant rats that smelled 
grain and tunneled here years ago. A 
permanem Glyph of Warding has been 
placed along the Grain Storage's walls, 
preventing the rats from entering. How
ever, any sentient being can exi t the Crain 

toragc area, as the Glyph serves only to 
ward off creatures. Any being attempting 
to enter into the Grain Storage area from 
this location will suHer 30 HTK of damage. 

The access passage to this dungeon slants 
steeply to accommodate its pathway under 
the Castle's moat, which often leaks 
amounts of water (depending on precipi
tat ion levels around the Briarwood area) 
into the various dungeon levels. 

Room A: (50' x 11 O') 
Completely filled with water, this room 

seems to serue as the local swimming hole 
for the area's rodent population, as over 
fifty giant rats carouse throughout here. A 
5' -wide bridge which bisects the room from 
east lo west sits 5' above the water level, and 
is slick with a black, oily substance. 

The water is 15' deep. The black, o ily 
substa nce is so slick that any beingaLLempt· 
ing to move across it must save against 
DEX o n 506; this save must be rolled for 
every IO' of bridgeway a PC attempts to 
cross. Anyone failing a save will fall into 
the water and be aLLacked by 2DIO rats. 

The only way to affect the oi ly substance 
is by burning the upper layers, drying the 
substance. For every I 0 HTK of fire damage 
done per 10' (GM discretion), the save 
against DEX required to cross the bridge is 
reduced by I 0 6 (to a minimum of 3D6). 

Any PC venturing to the room's sub· 
merged bottom will find the following: 

( I) Ring of Water \ \/al king. 
( I) + I sword 
200 gp 
20 sp 

(5DJO) Rat, Giant (Sumatran) 
HTK: 1-4, AC: 7 
MV: 12"/ 6", AL: Neutral (Evil) 
AT: I, DM: 1D3 
INT: Semi-
THACO: 20, SZ: S 
Specials: Disease- any creature biLLen 
has a 5%chance per wound in£lictedof 
contracting a serious disease. If such 
a n infection is inflicted. the victim 

will remain diseased unless success
fully saving vs. Poison. 

In a ci ty the si1e of Briarwood. and 
certainly within its dungeons, rats will 
abound, and the giant Sumatran type is a 
plague within this area. Their burrows 
honeycomb many graveyards, where they 
seek to cheat ghouls of their prizes by 
tunneling to newly interred corpses. 

Giant rats will avoid attacking formid
able panics unless commanded to fight by 
such creatures as wererats or vampires. 
Giant rats are extremely fearful of fire and 
will immediately flee from it. 

Room B: (30' x 30') 
This room has three doors located in the 

middle of the north, south, and east walls. 

This room contains nothing of interest. 

Room C: (20' x 20') 
This room is pungent with the odor of 

rust. What remains of the door in the east 
wall, north comer, is a crumpled pile of 
wood. Another passageway Leads south. 

This room has been raided by a rus t 
monster which now lurks in Room D. If the 
Characters remain in this room for more 
than 2 segments, the rust monster in Room 
D ventures (onh and attacks. 

Room D: (20' x 20') 
In the far comer of this room rummages 

a large and rather menacing-looking rust 
monster, w h ich turns and eyes your party 
as it enters. A passageway leads north from 
the northern wall, east comer. 

The rust monster is ravenous and will 
auack PCs if they rema in in Room C for 
more than 2 segments, or remain in this 
room for more than I segment. T he rust 
monster is near death and does not smell 
metal, but instead is attracted to noise. 

(1) Rust Monster 
HTK: 64, AC: 2 
MV: 18", AL: Neutral 
AT: 0, DM: Nil 
I NT: Animal 
Tl-JACO: 15, SZ: M 
Specials: If a rust monster touches 
metal with its two antennae (roll "to 
hit " die), it wi ll rust and completely 
corrode the metal. Note that magically 
endowed items gain a save (I 0% chance 
o f not being affected for each plus, i.e. 
a +2 weapon or armor gains a 203 
chance of being saved). Weapons 
striking a rust monster are affected just 
as if the creature's anten nae had 
touched them. 

Treasure: Beh ind the rust monster against 
the far wall is a ruby worth 20 gp and a 
Wand o f Wonder (possessing 3 charges). 

Room E: (20' x 30') 
Suspended in the center of this clean 

room is a hemp rope. A western passage m 
the north wall, west corner is the only form 
of egress in this room. 

This rope, in reali ty a Rope of Climbing, 
is suspended in the middle of a large 
gelatinous cube. A secret door is located in 
the middle of the room's east wall. 

(1) Gelatinous Cube 
HTK: 24, AC: 8 
MV: 611

, AL: Neutral 
AT: I, OM: 20 4 
INT: :-Jon-
THACO: 15. SZ: L (10' cube) 
Specials: Paraly1ation - If it touches 
(hits) an opponent, a save vs. Paraly
iatio n must be made or the creature 
touched will be anestlwti1ed for 50 4 
melee rounds. The cubr wi ll then 
surround the victim, secrete digestive 
fluids, and digest the victim as a meal. 
T he damage from a gelat inou .. cube 
attack is due to contact with the cube's 
digest ive secretions. 

Surprises on 1-3 on I 06. 
Not affected by cold-based attacks 

unless £ailing its save. In this case, it is 
s lowed by 50% and does o nly I O<I HTK 
of damage per auack. 

• ot affected by Fear, Hold, Paraly1.a
tion, Polymorph, Sleep, or electrici ty· 
based attacks. 

As these monsters traverse their habitats, 
they tend to sweep up meta llic a nd other 
items which are " indigestible" 10 them, 
and seem to float in midair to unwary 
observers. 

Room F: (30' x 30') 
In the northeast comer is a life-like 

statue of a shireling; on the shireling's face 
is a look of pure terror. A pile of feathers 
and bones lies in the northwest comer. 

Two secret doors in the middle or the 
nonh and west walls are the only ways into 
the room. The sta tue is a shirel ing which 
was turned to stone by a long-since dead 
cockatrice. If a Stone to Flesh spell is cast 
on the statue, the shireling will die. 

Any PC touching the feathers in the 
northwest corner of the room will turn to 
stone (save vs. Petrification applicable). 
Treasure: Treasure in the room consists of 
one+ I dagger, 20 cp, and 2 sp. 

Room G: (20' x 20') 
GM NOTE: Prior to running this encoun
ter, the GM should randomly determ ine to 
which Character the evems will relate. 

A door in the north wall, west corner is 
the only way into this room. When you 
enter this room, a crazed-looking man in 
violet and black robes mumbles something 
and reaches out to grasp [Character 
name]'s hand. 

The crazed individual is a cleric o f Brelig 
who has been trapped in this dungeon for 
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Grain Stora~e Dun~eon 
(entered throu\th Basement: Room F) 

1 square = IO' 

D = Door 

-(/)- = Secret door 
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over a year. Imprisoned by the slime bridge 
and monsters, the cleric is unable to leave 
the dungeon, surviving on his ability to 
successfull y recast Create Food and Water. 
The cleric will anack any PCs entering the 
area for 2 rounds, then, realizing such 
persons might help him Lo escape, will 
stop, put his hands in the a ir and scream, " I 
give up! Just get me out of here!" 

Rolfus na'Breligi 
Skill 5 Cleric 
Race: half-el£ 
Deity: Brelig 

STR: 10, INT: 13, INS: 14 
DEX: 9, STA: 16, APL: 15 
HTK: 31, AC: 4 
MV: 12, AL: C. Neutral 
AT: I , DM: by weapon 
THACO: 18 
HT: 5' 511

, WT: 113 lbs. 
Armor: chain mail, shield 
Weapon Proficiences: wire whip II 
Weapons: wire whip (101+2 HTK of 
damage) 
Spells: 3/ 3/ 1 

Rolfus wears a pin on his chest in the 
shape of a broken harp, a symbol of his 
deity. In combat, the first spell Rolf us will 
use is Hold Person, followed by Cause 
Blindness. the cleric will do anything 
requested of him by any PC LO leave the 
dungeon, but will be of no use Lo any PC. 

Room H: (30' x 20') 
A passage leads north from the east wall, 

south corner of this empty room. 

A secret door is located in the middle of 
the west wall of this room. 

Room I: (30' x 50') 
This stark room has one door located in 

the middle of its eastern wall. 

Within this room resides an invisible 
stalker; its mission (assigned decades ago) 
is to keep intruders out. As the stalker has 
been here for so long, it has a distorted 
perception of its mission over the years; it 
will auempt to kill all persons who enter. 

(1) Invisible Stalker 
HTK: 48, AC: 3 
1\tlV: 12", AL: Neutral 
AT: l , DM: 404 
INT: High 
TH A CO: 12, SZ: L (8' tall) 
Specials: Surprises on 1-5. 
Invisibility. 
Magic Resistance: 30% 

Un less its opponents are ab le to 
detect/ see invisible objects, a stalker's invi
sibility gives its opponents a -2 to their "to 
hit'" rolls. 

Room J: Hexa~onal (30' x 30') 
This room is totally empty. A passage 

leads northwest from the north wall. 

The door in the south wall is unlocked. 

Room K: (20' x 30') 
Four rotting corpses lie strewn about this 

room, which possesses an archway in the 
center of its northern wall. 

The corpses are zombies which will 
animate and auack PCs entering the room. 

(4) Zombie 
HTK: 6, 10, 12, 14, AC: 8 
MV: 611

, AL: Neutral 
AT: I, DM: 108 
INT: Non-
THACO: 16, SZ: M 
Sj>ecials: 1 ot affected by Sleep, Charm, 
Ho ld, and cold-based spells. 

Holy water scores 204 HTK of 
damage for each successful attack. 

The zombie is a notoriously slow crea
ture which a lways strikes last in combat, 
but does I 08 HTK of damage on a success
ful auack. A zombie always fights until 
destroyed, and can be turned by a cleric. 

Room L: (20' x 20') 
Sitting in the center of this square room 

is a malevolent-looking skeleton holding a 
glowing sword. A passage in the western 
wall, north corner, leads north. 

The skeleton is completely normal and 
will not animate; the sword it wields is a 
magicall y-cursed sword which forces the 
wielder to believe the sword is +2 " to hit'" 
when it is actually -2 "to hit." 

Basement 

NOTE: The Basement area is 20' below the 
First Floor unless otherwise noted. The 
Basement map is located on the parchment 
map sheet. 

Room A: Ballroom 
(210' diameter) 

There is a stairway leading up from this 
circular room to the first level in the south, 
and three doors in the north portion of the 
room's arc. 

Along the outer perimeter of this room 
are rows of ornate tables and chairs. A long 
the south arc are long tables bedecked with 
varieties of appetizers and main course 
meals. 

This huge area is a grand ballroom 
where formal dances are held to honor 
visi ting dignitaries, special holidays, or 
other important events of state. 

This area can be reached directly from 
the Castle's main entrance via the huge 
flight of stairs to the south (see First Floor 
map), a security measure which prevents 
dance attendees easy access to the Castle. 

The royal orchestra normally sits along 
the eastern arc of the Ballroom atop the 

great podium, allowing visitors an excel
lent view of the musicians and also provid
ing optimum musical clarity. 

Room B: Dry Cellar (60' x 60') 
There is a door in the middle of the west 

wall, and a door in the south wall, east 
corner. 

Lining these walls are cupboard shelves 
five rows high filled with various dry goods 
and cooking preparations. In the center of 
the cellar is a large island designed for 
storage of bulk)• items. 

This area is reached by traversing a 
stairway leading down from the Kitchen 
(First Floor: Room 0 ) or from an adjoining 
hallway accessing the Ready Area. 

The storage island is kept under lock and 
key (normal lock), which only the master 
chef possesses. 

Room C: Ready Area (30' x 30') 
There is an archway in the north wall, 

east corner, and a door in the south wall, 
east corner. 

This area contains small cutting boards, 
utensils, an oven, two sinks, a center table, 
and various other food preparation items. 

Foods are normally prepared in the 
Kitchen (Firsl Floor: Room 0 ) and then 
carried downstairs to the Ready Area prior 
to a dance or event, where they can later be 
warmed before delivery. When meals 
and/ or hors d'ouvres are ready, the food is 
placed on large carts in the Utensil Area 
and rolled out to the Ballroom. 

Room D: Utensil Area 
(50' x 50') 

There is a door in the northwest corner, 
and another door in the center of the south 
wall. 

This area contains silverware, plates, 
tables, chairs, glassware, and various other 
types of serving accouterments. 

The utensils and furniture used in the 
Ballroom during royal events are kept here. 

Room E: Bathrooms (Various) 
Each of t.hese rooms contains a row of 

four toilet stalls and a row of six marble 
sinks. There is a door in the center of the 
south wall in each room. 

The bathrooms on this floor are for 
guests in the Ballroom. 

Waste elimination from toilets in Briar
wood Castle is accomplished through the 
teleportation of materials to an exterior 
blue yetch site, where the waste is decom
posed by the yetch colony in an efficient 
and environmentally safe manner. 
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Room F: Grain Stora~e 
(100' x 100') 

The area itself 1s primarily barren, 
having the appearance of a huge check
erboard. 

There 1s a door in lhe middle of the north 
wall, a soitthem passage in the middle of 
the south wall, and a western passage in lhe 
west wall, 20' from the north wall. 

This a1ea rests 30' below the Castle's 
main floor and contain the Castle's 
reserve or g1ain ro1 both normal daily 
preparation and ror toragc in the event or 
emergenc>•(wartime. cas11<' siege, etc.). The 
storage bins arc located beneath the floors 
in airtight sealant tanks. The gra.in storage 
bins are locked and covered wllh heavy, 
steel-reinforced latch doors. 

The western passageway leads to one of 
the Castle's dungeons, a lthough a major 
ponion of the passage is under water, the 
result of a minor ceiling collapse which 
allowed seepage from the Castle moat. 

Room G: Wine Cellar (SO' x 40') 
Lming the earthen walls are racks of 

wines, champagnes, domestic and 
imported beers, and special mineral waters 
from the Bergen District of Briarwood 
province. There is a door i11 lhe center of 
the easl wall. 

Thi storage room is magically cooled to 
a constant 70:j: temperature. Nearly 2000 
boules of fine liquors fill this cellar. 

Room H: Rat Room (30' x 30') 
The floor of this room is totally sub

merged beneath a murky liquid, in which 
countless rat skeletons float. There is an 
eastern passage going out of the middle of 
the east wall. 

This area was designed to prevent the 
infestation of rats into the Grain Storage 
area. Located in the southwestern corner of 
this room is a Magic Mouth which continu
ally plays a set of Pipes of the Sewers, 
luring any rats within range into the room. 
The floor i compo ed of a 2'-deep vat of 
extremely corrosive dissolving £1uid which 
totally decompo e the rats' carcasses. 

Room I: Royal Crypt (90' x 90') 
Throughout l111s area are tombs and 

memorials lo past monarchs and Overlords 
of Calandial Briarwood. Elemal flames, sta
tues, mausoleums, and portraits honor the 
persons instrumental in lhe founding and 
deveLopmml of the City-Slate. 

This area is over 40' feet below the 
Castle's main floor and is accessible only by 
a spiral staircase from that floor. 

Room J: Stables ( 1 70' x 110') 
Within the area are forty 10' square 

stables. Rwming alo11g the west em wall as 
well as up the 11orlhem a11d southern walls 
and along a gull)' i11 lhe room's u11ter are 
water channels. 

This huge underground a1ea board~ all 
horses and transports (cha1 iots, ca1 riage . 
etc.) of visiting dignitarie!>, Castle gua1ds. 
and local soldiers. 

A 40' x 35' storage area 10 the no11h holds 
rakes. pitchforks. and othe1 maintenance 
equipment. while a simila1 one to the 
south stores fresh hay fo1 the ho1 es and 
tabl<' floorings. In the ceme1 of the west 

wall is a 7'-wide nawral sp1 ing well which 
upplies drinking and deaning waic1 fo1 

the area. On the eastern bo1de1 of the 
Stables is a 25' square elevator for rais
ing/ lowering horses and their transport 
10/ from ground level. 

Room K: Holdin~ Cells 
(SS' x 3S') 
NOTE: See Holdin~ Cell (Map J) fm specific 
detai ls on this area. 

These prisoner holding cells a1c reach· 
able from the Office (Firsl Floor: Room C) by 
traversing a set a extreme!)' sreep stairs. 
Forty feet below ground level. this area 
contain six maximum seem ity inca1ccra-
1ion units can·ed from the underground 
granite plateau itself. 

First Floor 
NOTE: Twen ty Black Lotus guards con
stantly patrol this floor. 

Room A: Maintenance 
Understructure ( 140' dia.) 

This disorderly, dirt)' area is clullered 
wilh brooms, mops, pails, wooden slats, 
hammers, etc. 

Scaltered throughout the understructure 
stand great support beams (at an average 
distance of 10' apart). 

This area, which is overrun with rodents 
and insects, houses the maintenance equip
ment used for custodial wo1 k done through
out the Castle. The support beams support 
the Senate Bowl. directly underneath which 
the maintenance area is located. 

The Castle employes 35 persons from 
within the city to work as janitorial crew 
each eight-hour shift. 

Room B: Veterans' Barrachs 
( 70' x SO' each) 

This area has doors in the center of the 
north wall and in the south wall, east 
comer. There are twenty twin beds with 
footlockers here. 

This area serves as the residence quarters 
for the Black Lotus soldiers who guard the 

Castle. Each soldier is assigned hi own 
personal locker. '.\fagical heat spells wa1m 
the area during winter months. with the 
reverse air-conditioning the area during 
summer months (as is the case throughout 
the Castle). This area is occupied primarily 
b>· seasoned military personnel. 

The soldiers who guard Briarwood 
Castle all eat together in the Dining/ Meet
ing Hall (Room M) to both reinforce a sense 
of unity within the ranks and to maximize 
imerior Castle space. 

Room C: Office/Holdin~ 
Cell Entrance (30' x 30') 

There is a door in the center of the east 
wall, and a spiral staircase leadi11g down
ward in lhe south end of the room. There is 
a rectangular table in the center, and a 
blackboard along the south wall. 

This area is used as an organiza tional 
location for the commanders of the Castle 
guards, who utilize the room for various 
purposes, from holding confc1ences to 
devising defensive plan . The spiral stair
case is the entrance 10 Briarwood Castle's 
prisoner Holding Ce! Is (Basemen!: Room K), 
which resL 40' below ground level. A l\lagic 
l\louth located on the staircase will call an 
alarm should any person not presenting a 
special amulet enter the area. 

Room D: Recruits' Barrachs 
(70' x 50') 

This area has forl')•·five bunk beds 
equipped with footlockers stored beneath 
the beds. There is a door in the west wall, 
11orth corner, and a spiral staircase going 
down in the northeast comer. 

This area serves as quarters for new 
recruits of Lhe Black Lotus guard regiment. 
each soldier is assigned his own locker. 
Magical spells warm and air-condition the 
area as explained previously. Beds are 
shared communally among the soldiers, as 
one-third of the Castle's contingent is 
always on duty. 

These barracks are occupied exclusively 
by "green" recruits; the spiral staircase 
from the second level of the Castle (Second 
Floor: Room G) allows the lieutenant on 
duty to occasionally check on the new 
soldiers. The soldiers who guard Briar
wood Castle all ca t together in the 
Dining/ Meeting Hall (Room M) 10 both 
reinforce a sense of unity within the ranks 
and to maximize interior Castle space. 

Room E: Bathrooms (Various) 
NOTE: The Players' description for indi
vidual baLhrooms is up to the GM's dis
cretion. Each bathroom is equipped to vari
ous degrees of luxury; smal ler bathrooms 
possess only magical toilets and wash 
basins, while larger bathrooms and those 
designed for use by senators and/ or visitors 
possess extravagant marble design schemes, 
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include shower and bathing areas, and 
have servants to provide refreshments, 
arrange for clOLhes cleanings, etc. 

The elimination of wastes from toilets in 
Briarwood Castle is accomplished through 
the teleportation of materia ls to an exterior 
blue yetch site, where the waste is decom
posed by the yetch colony in an effi cient 
and environmentally safe manner. 

Room F: Crypt Entrance 
(50' x 50') 

T his area is dominated by a glorious 
water fountain in the center. There are 
many magnificent etched carvings, ped
estaled busts, and grand tapestries of 
various Overlords and their f amities from 
the history of the City-State. 

What is most interesting about the Crypt 
Entrance is that this area is desig ned so 
visitors to Briarwood may pay their respects 
and feel somewhat closer lO past royal 
families. However, the true crypt is located 
below this location and is reachable by 
traversing a set of concealed spiral stairs 
down to the actua l Royal Crypt (Basemen!: 
Room I). By tilting back the head of Lucius 
I's bust, a special switch is activated which 
causes the fountain to pivot to the south, 
revealing the concealed spiral staircase 
which leads 30' down into a 30'x 30' room 
(Crypl DunQeon: Room A). The founta in will 
remain in its pivoted state until the bust's 
head is returned to its shouldered position. 

Room G: Antechamber/ 
Waitinq Room ( 40' x 50') 

On each side of both of this room's doors, 
which are located in the center of the north 
and south walls, is a rope. Each rope is 
hooked to the sides of the doorways about 
four feet off of the floor. There io a guard at 
each door. 

The Antechamber serves as the Castle's 
main waiting area, where visitors and 
guests arriving at Brianvood are greeted by 
a representative of the Castle's employ and 
are escorted by guard to their destination. 
When the royal senate is in session, the 
Antechamber is constantly patrolled by 
armed guards and is roped off so that 
persons coming to view senate proceedings 
are directed toward the stairwells leading 
around the Senate Bowl upstairs to the 
Senate Viewing Area (Third Floor: Room A). 

Room H: Scanninq Room 
(50' x 30') 

There are four guards in this room: two 
al the north door and two at the south door. 
Each wears a pair of goggles. 

T he guards stationed here are equipped 
with goggles of X-Ray Vision to scan 
incom ing parcels, visitors, etc. for poten· 
tially hazardous items. Four guards man 

this area, two who scan visitors a nd parcels, 
and two who stand normal guard, prepared 
to apprehend and examine suspicious 
persons and/or objects at the direction of 
the scanning guards. 

Room I: Stables 
Entrance (30' x 20') 

Next to the door, which is in the center of 
the west wall, is a pulley with a rope. 

This area is equipped with a platform 
which can be manually lowered/ raised 
with the pulley :o transport horses and 
coaches to the lower levels of the Stables 
(Basemen!: Room!). The Stables Entrance is 
managed by both Black Lotus guards and 
o ther Castle employees and is used pri
marily as a valet service; when visitors 
arrive, they dismount and leave their 
horses/carriages here. The horses are then 
lowered downstairs to the Stables. 

Room J: Visitors' Weapons 
Stora~e (30' x 20') 

Three burly guards are in this room, 
which contains an wide array of weapons 
and other items. There is a door in the 
center of the east wall. 

Th is area is used to store weapons and 
o ther devices confiscated for security 
reasons from visitors and guests. All 
persons entering the Castle are required lO 

relinquish arms, which will be returned 
upon exit from the Castle. T hree heavily 
armed guards constantly monitor this sta
tion: two confiscate weapons while one 
stores such items in locked, secured racks 
inside the storage room. 

Room K: Senate Library./ 
First Level (30' x 40') 

Two youths are stationed in this are~; 
one is seated at the desk next to the door in 

the center of the east wall, and the other is 
standing next to one of the many ornate 
wooden bookshelves in the room. 

This area is the first level of two used by 
the royal senate as a reference, educational, 
and pastime bibliotheque. Thousands of 
legal documents and tomes are stored here, 
housed in great ornate bookcases. 

Two pages constantly auend this room, 
prepared to ferret reference materials from 
the library to the Senate Chambers (Second 
Floor: Room A) when required. 

Room L: Various Storaqe 
(90' x 40') 

This room contains many boxes of 
varying sizes and miscellaneous pieces o_f 
furniture, all stacked haphazardly. T here is 
a door in the north wall, east corner. 

This area serves as an all-purpose storage 
and utility room, its contents and frequency 

of usage varying with the needs and require
ments of the Castle's contingent. 

Room M: Dinin~/ 
Meetin~ Hall ( 40' x 150') 

The center of the room is dominated by a 
huge oak table surrounded by heavy oak 
chairs. Lining the walls are long sturdy 
tables. There is a set of double doors in the 
center of the south wall. Also, there is a 
door in the center of the east wall and one 
in the west wall. 

This huge area serves primarily as a mess 
hall for the soldiers who guard the Castle 
while also occasionally doubling as a 
formal dining area during events honoring 
dignitaries and heads of state. This room is 
often uti lized as a meeting center for 
impromptu and/or informal gatherings. 
The tables against the walls hold vast 
troughs of food, as most meals are served 
smorgasbord-style. 

Room N: Ready Areas 
(30' x 30' each) 

Located here is a variety of tables for 
preparing foods, garnishing plates, etc. 
There is a door in the center of the north 
wall and one in the center of the west wall. 

These areas are used primarily as way 
statio ns between the Kitchen and the 
Dining/ Meeting Hall. This area normally 
serves as a finishing place for meals, where 
cold portions may be added and more 
decorative touches applied to esthetically 
complete the dishes. 

Room 0 : Kitchen ( 40' x 11 O') 
This immense section houses several 

large stoves, magically-cooled refrigerators, 
wall-lined cupboard storage space, long 
slats of cutting board, six large stainless 
sinks, and two great baking ovens, among 
other cooking utensils. 

The Castle's Kitchen shares a natural 
spring well with the Laundry Room. 

Room P: Laundry Room 
(25' x 40') 

This area has twelve large vats. Three of 
them contain clear waler, and three contain 
greyish, bubbly water and fabric. There are 
three doors: one each in the middle of the 
east, south, and west walls. 

The vats in this room are used for the 
washing, rinsing, dying, and other laundry 
applications needed to care for the Castle's 
laundry. Water Crom the natural spring 
well, shared with the Kitchen (Room 0), 
constantly runs through troughs. 

Room Q: Foldin~ Room 
(15' x 40') 

This area, which is unusually warm, has 
wall-to-wall tables and low-lying shelves; 



several articles of clothing lie neatly folded 
on each of these tables. Along the ceiling 
rafters, rods run the length of the room on 
which clothes hang. There is a door in the 
center of the north wall. 

The clothing hanging on the rods drip· 
dry into a drainage vem located in the 
room's floor. To promote rapid and wrin
kle-free drying. this room is warmed with a 
magical dry heat. 

Room R: Servants' 
Quarters (40' x 70') 
NOTE: The Players' description of this 
area is at the GM's discretion, as this 
section of the Castle is subject to frequent 
changes. 

Running three levels deep below the 
main Castle level, these areas serve as 
lodging for the servants employed by the 
City-State to maimain daily operations of 
Briarwood Castle. Each level is divided 
imo four Cami!)' living areas which share 
the two bathroom/ showers on each level. 

The depth at which a family's living area 
is located indicates the family's seniority 
within the servants' structure; those fami
lies with a long lineage as Briarwood 
servants reside on the third level while 
recently employed servants live in the 
upper levels (and must rise earlier, perform 
more duties, etc.). Often, when large family 
groups require spaces greater than that 
provided by a single living area, separate 
areas are connected by doorways to allow a 
greater sense of communal life. 

Second Floor 
NOTE: Twenty Black Lotus guards con
stantly patrol this floor. 

Room A: Senate Chambers 
(140' diameter) 

This is the Briarwood Castle Senate 
Chambers. Encircling its exterior are 
numerous statues, busts, and honorary 
plaques of previous Overlords, senators, 
and Calandian influentials. Overlooking 
the Chambers on the third level is the 
Senate Viewing Area. 

The Senate Chambers is modified to a 
great extem by magical means to both aid 
and protect the politicians: when address· 
ing the assemblage, a senator enters one of 
the cubicles, upon which is cast a perma
nem Voice Projection spell, allowing his 
words to be heard by all within and observ
ing the hearings. A Glassee spell has been 
cast which will protectively separate the 
Chambers from the Senate Viewing Area 
(Third Floor: Room A), but will also to allow 
total visual and aural observation of hear
ings. The Viewing Area is one of the most 
tourist-popular aspects of the Castle. From 
there, locals and visitors to Brian"ood can 

sit and observe senate proceedings. 
The open area surrounding the Senate 

Chambers accommodates the great curv· 
atureof the Senate Bowl, which leads 10 the 
Senace Viewing Area, where there are four 
guards constantly patrolling. 

Room B: War Room 
(50' x 100') 

This room contains ten desks and four 
rectangular tables. Hundreds of maps 
roughly detailing Briarwood and Calandia 
are on the walls, desktops, tables, globes. In 
the center is a grand oval table around 
which sit twenty large ornate chairs. Rest
ing atop the table is a huge replica of 
Calandia molded in sand. There is a door 
in the center of the north wall, and a set of 
double doors in the south wall. 

This area serves as Lucius' strategy
planning center, where 1he Overlord and 
his generals execute war games and devise 
actual baHle scenarios. Lucius uses the 
sand replica of Calandia to map out baHles. 

Detailed maps covering nearly every 
square yard of Briarwood and much of the 
the City-State are available from the Map 
Room (Third Floor: Room H) by means of a 
magical-transport tube located in a discreet 
portion of the west wall. 

When evems demand intense concentra
tion or turn unusually solemn, Lucius 
occasionally retires to the nearby Balcony 
to seek a respite from the heavy burdens 
which so often weight on his shoulders. 

Room C: Balcony (25' x 40') 
This terrace overlooks a scenic view of 

Briarwood and is directly above the Castle's 
main entrance. Numerous exotic plants 
line the 4' -high stone railings, providing a 
serene and contemplative setting as well as 
cover. There is a door in the north wall. 

Lucius frequents this area when finding 
himself beset with difficulties relative to 
his duties as Overlord, a visitation which 
has become increasingly common since the 
inception of Lucius' war efforts. 

Room D: Open Senate 
Loun~e (240' x 50') 

This vast open area is equipped with 
plush divans, overstuffed chairs, lush 
plants, and magnificent tables. On the east 
side of the double doors in the south wall is 
a bar with a wide assortment of liquor. 

This area accommodates the senat0rs 
following governmemal sessions. Here, 1he 
politicians mingle on a less-formal basis, 
socializing amongst themselves and occa
sionally with Castle visitors. The open bar 
is regularly serviced by six waiters and 
waitresses providing complimentary food. 

Occasionally, the generally-jovial atmos
phere becomes intense as senators engage 

in heated discussions carried over from the 
Senate Chambers. The area is normally 
roped off and guarded LO prevent locals 
from infringing on the senators' time and 
privacy. Two public bathrooms are located 
on either side. 

The Castle guards who patrol this level 
pay particular anention to the Senate 
Lounge whenever senators occupy it. 

Room E: Bathrooms (Various) 
NOTE: Descriptions for individual bath· 

rooms are at the GM's discretion. See Floor 
I: Room E for details. 

Room F: Armory (55' x 85') 
This area is equipped with a full-sized 

bed, dresser, two nightstands, small table, 
and several lamps. There is a door in the 
south wall, west corner. There is a f)henom
enal variety of magical and non-magical 
swords, daggers, clubs, bows and arrows, 
chests of pebbles, cauldrons of oil, and an 
assortment of magical compone11ts here. 

The adjoining bathroom is equipped 
with a toilet, wash basin, and full bath. 

This large, well-fonified area contains 
the primary equipment for the defense of 
Brianvood Castle. 

Room G: Lieutenant's 
Quarters (60' x 40') 

This room has a full-sized bed, dresser, 
two nightstands, small table, and three 
lamps. There is a door in the center of the 
west wall; a door in the center of the north 
wall leads to the adjoining room, which 
has a toilet, wash basin, and f ult bath. 

This area serves as living space for head
master of the Castle guards. It also contains 
the business center of the g uard regiment 
(housing files of official paperwork, writs, 
general order forms, etc.). 

Room H: Captain's 
Quarters (30' x 40') 
This room has a queen-sized bed, dresser, 
two nightstands, small table, and three 
lamps. There is a door in the center of the 
west wall; the door in the north wall leads 
to the adjoining room, which has a toilet, 
wash basin, and full bath. 

This area is similar to the Lieutenant's 
Quarters (Room G). 

Room I: Colonel's 
Quarters (30' x 40') 

Th is room contains a king-sized bed, two 
dressers, two nightstands, small table, and 
several lamps. There is a door in the center 
of the west wall; the door in the north wall 
leads to the adjoining room, which is 
equifJped with toilet, wash basin, and full 
personal shower and bath. 
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This area is similar lO the Lieutenant's 
Quarters and the Captain's Quarters. 

Room J: Senators' 
Quarters ( 140' x 35') 

Two guards stand outside of this room. 
This area is comprised of thirteen 10' x 20' 
individual rooms. Each room contains a 
twin-sized bed and one small dresser. There 
is a door in the center of the east wall; 
through the north door contains four 
toilets, four wash basins, and four showers. 

These rooms are used by senators during 
long senate conferences or for occupation 
by senators who live a sufficient distance 
from Briarwood to make commuting 
impractical. The Senators' Quarters is 
heavily fortified, surrounded by five-fool· 
thick stone walls. The two Dragon Guards 
who constantly monitor this area are sta
tioned outside of the area's main entrance. 

Room K: Senate 
Library (35' x 40') 

T he walls are lined with bookshelves, 
which contain numerous books, folders, 
and various binders. There is a spiral 
staircase leading downward from the cen
ter, anda door in the center of the east wall. 

The spiral staircase leads up to this 
location from the Senate Library (Firsl Floor: 
Room K). The bookshelves house thousands 
of legal documents, books, and pamphlets 
covering nearly every ruling within the 
Calandian continent. The Senate Library 
is used primarily for reference during 
sena te meetings to determine specificity of 
a contested law or cited ruling; when the 
senate is in session, two pages are always 
stationed in the library as assistants to the 
senators in locating and transporting 
materials to and from the Senate Chambers. 

Room L: Officers' 
Office (30' x 30') 

This area is equipped with one large 
desk, six chairs, and ten file cabinets. There 
is a door in the center of the south wall. A 
guard is seated at the desk along the north 
wall. 

This area serves as a central headquarters 
for the Castle's defensive organization. The 
Office is constantly occupied and moni
tored by one of the many Castle guards and 
often serves as a conference room for 
superiors in the guard eschelon. 

Room M: Cler~ 
Quarters (40' x 40') 

This room is equipped with a variety of 
twin-sized beds, dressers, nightstands, 
lamps, and several small, personal tables. 
There are two doors: one each in the center 
of the east and west walls. The decor is 
sparse and plain, with the exception of an 

assortment of religious tapestries and holy 
items which rest along the wallspace. 

This room serves as private living quar
ters for the Castle's resident priests and 
their assistants. 

Room N: Chapel 
(60' x 50') 

Within this room is a great altar and 
several braziers, ornate wooden pews, and 
grandly carved statues. Ornate carving_s 
and paintings decorate the walls. A door is 
in the middle of the south wall. 

Lucius and Cassandra's private Chapel 
is designed for approximately two hundred 
worshippers. However, it is normally used 
for worship solely by the Overlord and his 
consort. The entire Chapel area is Blessed 
and possesses a Protection Against Evil 
spell throughout its interior. 

Room 0: Kitchenette ( 40' x 90') 
This area contains a fully-equipped 

kitchen with stove, grill, cutting boards, 
sinks, teleportation disposals, magical 
refrigerators, storage cupboards, etc. A long 
every twenty-/ oot wall area is a small globe 
of colored glass. There is a door in the 
south wall, southwest corner. 

The Kitchenette serves primarily as a 
food preparation and cooking area lo 
accommodate the senate and clergy, as the 
remainder of the Castle's complement dines 
in the Dining/ Meeting Hall (Firsl Floor: 
Room M). To the disgruntlement of the 
Ki tchenette's main chef, the senior Castle 
officers can often be found here after hours 
absconding with midnight snacks. Break
ing any of the glass g lobes activates one 
Spell of Dousing (see New Spells). 

Room P: Portcullis Worbs 
(50' x 50' each) 
NOTE: These are two symmetrical rooms; 
alter the door locations according to which 
area is described. 

These rooms contains an array of gears 
and wheels. There is a door in the center of 
the east (west) wall and an open doorway in 
the center of the west (east) wall. 

T hese two locations house the vast 
machinery necessary lo raise the portcull is, 
located on the first floor of the Castle area. 
Two guards (summoned from the main 
towers when required) work each location 
to raise/ lower the portcullis. Entrances to 
the Castle's outer walls are found on either 
side of these locations and open doorways 
lead to the Portcullis Defense area. 

Room Q: Portcullis Defense 
(50' x 40') 

This room contains openings in the 
floor, which are recognizable as murder 
holes. There are archways in the center of 
the east and west walls. 

This area is a sLUrdily-supponed gridded 
section for defense of the Portcu llis Works 
and the Castle's main entrance. During 
times of siege, the murder ho les enable 
guards lO pour boiling o il upon and shoot 
arrows at any intruders who successfull y 
breach the Portcullis Works. 

Third Floor 
NOTE: Ten Black Lotus guards constantly 
patrol this floor. 

Room A: Senate Viewin~ 
Area (210' x 180') 

Rows of seats overlook the Senate Cham
bers below; this is the famous Senate View
ing Area. The only entrance, at which two 
guards stand watch, is a walkway from the 
first floor main entrance. 

Covered by an invisible g lassteel barrier 
separating it from the Senate Chambers, 
the rows of seats in the Senate Viewing 
Area allows visitors to watch senate meet
ings; a special Vocal Enhancement (see 
New MaQic) enables viewers to hear discus
sions within the Senate Chambers. 

T here is no exit allowing access to the 
remainder of the third floor, which serves 
as the Overlord's personal quarters. Two 
guards monitor the audience of senate 
viewers from their stations at the entrance 
of the stairway leading into this area. 

Room B: Visifinq Emissaries' 
Quarters (210' x 50') 

There is a double door in the center of the 
east wall. At the north and the south end of 
the hallway is a door leading to a com
munal bathing area equipped with large 
bathtubs, shower stalls, and saunas. 

Each 50' x 50' room in this area is 
equipped with a queen-sized bed, small 
dresser, nightstand, personal desk I table, 
and toilet; adjacent to each room is a 
smaller 50' x 20' room with a twin-size bed, 
nightstand, and lamp. Each of these areas 
has a door in the center of the east wall. 

Servants may be summoned by the pull 
cord in each room. These normally-vacant 
rooms are reserved for visiting emissaries. 
Any time this area is occupied, the com
munal hallway to the Visiting Emissaries' 
Quarters is guarded outside by one Dragon 
Guard; each emissary may be assigned a 
personal/ room guard. 

Room C: Lucius/Cassandra's 
Master Suite (50' x 160') 

There is a set of double doors, at which 
two guards are stationed, in the center of 



the south wall; beyond these doors is a 
corridor. At each end of the corridor, in the 
north wall, east corner, and in the north 
wall, west comer, is a door. Another door 
immediate{)' north of the double doors 
opens onto a grandiose room filled with 
lavish furniture, a king-sized bed, several 
dressers, divans, walk-in closets, and an 
abundance of personal accouterments. Jn 
the northeast and northwest corners of the 
suite are bathrooms. Each is decorated in 
black, purple, and white with rich fixtures; 
the sink is of black marble, and the toilets 
are black. There are doors in the center of 
the east and west walls. 

This is the personal quarters of the Over
lord and his conson. The bathrooms are 
located at #3. Also at opposite corners of 
this area (#1) are bathing and sauna areas 
manned by a masseuse. The Master Suite is 
monitored by two Dragon Guards, sta
tioned outside the main entrance. Should 
Lucius or Cassandra wish to venture out
side the immediate area, two Dragon 
Guards summoned accompany him/ her. 

Passageways (#2) lead to a secret corridor 
to/ from the suite area; these doors activate 
only by the touch of an Overlord signet 
ring possessed by Lucius, Cassandra, and a 
few select personal guards. A magical spell 
cast over this area prevents effective use of 
all magics save druidic spells. 

Room D: Tailor's Area 
(30' x 30') 

This room contains a selection of sewing 
machines, bolts off abic, sewing dummies, 
work tables, threads, needles, etc. There is a 
door in the center of the west wall. The 
small adjoining room beyond the door in 
the center of the east wall houses a great 
variety of rich and lavish material. 

This area houses the royal tailor's wares 
and accouterments. The royal tailor does 
not permanently reside wi thin the Castle 
but travels by command lO personally 
design royal clothing. The small adjoining 
room (#1) also serves as a working area, 
keeping the laborers away from view. 

Room E: Bathrooms (Various) 
:'\OTE: The Players' description for each 
of these bathrooms is up to the GM's 
discretion. (See Basemen!: Room E for 
details.) Also, the Conference Room Bath
room is listed separately (under Room [). 

Room f: Personal Library 
(50' x 50') 

This room is lined with bookshelves. A 
square table and four chairs are in the 
center. There is a door in the center of the 
north wall. 

This area was Lucius I's personal library. 
With Lucius Il 's interest in wanime cam
paigns, he finds little time lO read for 

pleasure; the library rarely sees use with 
Lucius I's demise. The most frequent user 
of the library (although hardly a regular 
visitor) is Dowons, who stores many of his 
innocuous volumes of magical tomes and 
mystical reference works here. 

Room G: Game Rooms 
(60' x 40') 
NOTE: These complex and grand amuse
ment areas are accessible to any and all 
employees of the Castle and to the Over
lord, Cassandra, senators, and visiting emis
saries at their behest. Describe these areas to 
the Players as appropriate. 

Section GI: This room houses traditional 
board and party games. There are several 
tables with chess, checkers, and various 
card games. On one large table is the 
Overlord's personal favorite, a board game 
entitled City-State Builder, which includes 
a detailed map of Calandia upon which 
complex trade routes are drawn. 
Section G2, Holo-deck: This room was 
created by Dowons at Lucius' request. It 
contains an interactive image-projection 
spell which creates any location and scen
ario desired by the occupant. This room is 
useful in training for combat, honing 
skills, and simply for amusement. 
Section G3: This room, set back from most 
of the Castle, houses the more-noisy leisure 
activi ties indulged in by the Overlord 
including bowling, archery, etc. 
Section G4: The most complete and com
plex of the Game Rooms, this area comains 
several different floor mats available for use 
in wrestling, fencing, and boxing, among 
other regimemed activities. The entire west 
wall of this room is actually a dimen
siona lly-altered swimming pool instilled 
with an artificial gravity. 

Room H: Map Room (30' x 30') 
This room contains thousands of maps 

and globes detailing nearly every square 
yard of the City-State. The room also house 
the most precise diagram system delineat
ing the above-and below-ground layout of 
Briarwood itself. There is a door in the 
center of the west wall. 

A special magical-transport tube is 
along the western wall to convey maps to 
the War Room (Second Floor: Room B). 

Room I: Conference 
Room (30' x 50') 

Ver)' ornate, comfortable divans and 
chairs line the walls, and a great table sits 
in the room's center, surrounded by ele
gantly-carved chairs. A grand hearth and 
fireplace is against the east wall. 

Many valuable oil paintings of Lucius I, 
Lucius II, their respective wives, and inf lu
ential senators adorn the Conference 
Room's walls. A huge 30' x 15' rug depict
ing Lucius ll's slaying of Greenfang lies 
centered on this room's floor. There is a 

door in the center of the north wall, and a 
door in the center of the east wall. 

T his plushly-decorated and austere room 
is where Lucius privately discusses matters 
of state with visiting emissaries. The fire
place has a magical exhaust. 

Room J: Conference 
Room Bathroom (20' x 30') 

Colden fixtures adorn the wash basins, 
towel racks, toilets, etc., and thick rugs 
cover the floor of this elegant room. There 
is a door in the center of the east wall. 

This room is second in opulence only to 
Lucius' and Cassandra's bathrooms. 

Room K: Heated Pool 
(30' x SO') 

This pool's depth ranges from 3'6" (at 
the east edge) to 10' (at the west edge). 
There are doors in the center of the west 
wall and in the north wall, about 30' from 
the east wall. 

This heated pool is available for use by 
visi ting emissaries, senators, and the royal 
couple. A glassteel wall allows viewing 
into and out of the area. Manual comrols 
allow the pool temperature to be adjusted 
between 70° and 90° Fahrenheit. 

Room L: Sauna (30' x 30') 
This room, a sauna, is accessible through 

separate male! female showering! bath
room areas to the east. 

The sauna is steam-infused through a 
water system draining omo magically
superheated coals located just below the 
room's flooring. Manual comrols allow 
the sauna temperature to be adjusted 
between I 10° and 160° Fahrenheit; 
humidity levels remain at 100%. 

Towers 
NOTE: Describe each tower to the Players 
using the following information along 
with the Tower Map. 

Each of the Castle's four major towers 
has five levels, all of which are idemical in 
layout and structure, with the exception of 
trapdoor location. (On the maps, new level 
trapdoors and those leading from the pre
vious level are differemiated.) 

These defensive towers can be accessed 
through trapdoor/ rope ladders from each 
of the tower levels or from the doors on the 
first floor level. Also, the first floor levels of 
towers I and 2 possess direct entrances from 
the guard barracks. For tower entrance 
locations from any particular floor, refer
ence that floor level map. 

Each level possesses a Continual Light 
item as a source of nocturnal illumination; 
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Lhese can be sheaLhed Lo prevem enemy 
sightings. At every IO' of exterior exposed 
wall are three arrow slits, one bucket of 
fireroot juice, one JOO-arrow quiver, and 
three pairs of Goggles of 1 ightsight (IR 
Vision). Each tower level houses one large 
containe1 for waste elimination; during 
times of siege, one magic-user is assigned 
per wwer level LO aid in Lhe Castle's defense. 
New Arrows: Found within each tower 
level are buckets of fireroot juice, liquified 
firerooL plam imo which guards dip their 
arrows. When such an affected arrow is 
released, the friction of its travel through 
the air ignites the arrow. The fireroot juice 
substance can also be poured from win
dows upon auackers with a similar effect 
(as boi ling/ flaming oil). 

Minor Towers 
First Floor: This level of each of the two 
minor towers (located just outSide the draw
bridge from the main Castle level) allows 
access to the drawbridge, the portcullis 
works, etc. Employees here opera Le the gaLe 
and act as advance guards for castle secu
rity. The exterior walls leading to and 
connecting these two towers are JO' thick to 
prevent intrusion. No arrowslits are found 
on this level of the minor towers, a measure 
enacted LO prevent opponents from intro
ducingoffensive materials (arrows, swords, 
boiling oil, etc.) into this critical area. 
Second Floor: This level comains Lhe upper 
portcullis works and allows access to the 
archway and murder holes located above 
the immediate gate area. This level also 
swres boiling oil, possesses arrowslits 
aimed inward between buildings LO fire 
upon successful imruders, and has access to 
the outer walls which surround the emire 
Castle expanse (walls are constructed with 
5' separations between outer and inner 
di visions for u·avel along the entire route). 

Top Level (Roof) 

The rooftop serves primarily as a botani
cal garden. This area is elevated approxi
mately 5' from the actual roof top to accomo
date a soil base for the plant life here. 

The four, 90' square, corner areas remain 
barren of both soil and plant life, as these 
sections provide entrance to the roof from 
the respective tower levels of the Castle. In 
the geometric center of the roof top is a I 40' 
diameter circular area covered by a trans
lucent dome. The remainder of the rooftop 
is covered in lush, fertile plant life. 

This area was designed as a contained 
parkland. The garden is maintained by 
Lady Cassandra. The rooftop is protected 
by a magically-resistant impenetrable field 
which prevents access by intruders. 

Reveling in the practice of her druidic 
ways, Cassandra spends a great deal of her 
freetime growing and caring for the various 
flowers, trees, shrubs, vegetables, and fruits 
which thrive here. Deferring to practicality, 
Cassandra also maintains a moderate sec-

tion of fireroot garden along the southern 
portion of the rooftop garden. The dome, 
which is impenetrable, is Dowons· Dome 
(see following section). 

Dowons' Dome 
NOTE: The dome enclosing Do wons· area 
is made of one-way controllably-opaque 
glassteel. When venturing to his personal 
dungeon, Dowons telepons from this or 
another area, preveming the existence of 
evidence linking him to his dungeon. 

Level A (140' diameter) 
Dowons teleports to this level via a large 

pentagram on the noor. 

Room l : Sittin~ Area 
(65' x 70') 

This area contains a variety of local 
exotic plant life. l t contains two so/ as, four 
chairs with endtables, two co// ee tables and 
one couch, one ho lo-chess table, a pushcart 
for food, rugs, and several lamps with no 
apparent switches. Along the east wall, 
there is a holo-screen. There is an open 
doorway in the south wall, east corner, and 
a door in the west wall, north corner, which 
leads to a bathroom with a toilet and sink. 

The Silting Area is used 10 entertain 
guests visiting Dowons. T he permanent 
bolo-screen allows viewing of any area 
within Briarwood. The lamps are touch
activated Continual Light lamps. 

Two permanent Unseen Servants tend to 
Dowons and his guests. 

:Room 2: Office (65' x 70') 
This area contains many books upo11 

several shelves, a roll-top desk, dozens of 
maps and charts, a periodic table, ledgers, 
filing cabinets, and lamps. A spiral stair
case leads upward from the center of the 
south wall. The door to the south in the 
east corner leads to a bathroom equipped 
with a toilet, sink, and shower. 

This room is Dowons' business office. 
The bookshelves contain hundreds of scien
tific, magical, and managerial books. 
While many items found here serve actual 
purposes for Dowons in his management 
of Briarwood affairs, the room is primarily 
a front to legitimize Dowons' activities. 

Room 3: Garden (30' x 30') 
This large and unique plant garden is 

abundant with items such as garlic, herbs, 
and spices, and exotic items such as giant 
f Ly traps and carnivorous bushes. 

Spell components are grown here. This 
area may only be reached by teleponing. 

:Room 4: Kitchen (20' x 20') 
This fully-equipped kitchen includes a 

stove/ oven, sink, magical refrigerator, and 

several large cabinets containing plates, 
glasses, and utensils. There are doors in the 
center of the east wall and west wall. 

T his area is used primarily by the Unseen 
Servan ts to prepare hors d 'ou vres and meals 
for visitors. Permanent Time Stop spells 
have been placed within the refrigerator 
and cabinets to prevent food spoilage. 

:Room 5: Bedroom (50' x 40') 
This room contains a king-sized bed, a 

closet filled with contemporary clothing 
and lavish robes, two dressers, several area 
rugs, a large mirror, and two personal 
desks. There isa door in the east wall, north 
corner that leads to the kitchen. A door in 
the southwest leads to a bathroom with a 
toilet, sinh, and shower. 

This bedroom exists solely for appear
ance's sake. Each morning, one of Dowons' 
Unseen Servants enters this area and dis
arranges the room 's bed, dresser, and closet 
to maintain the appearance that Dowons 
uses the room regularly. 

:Room 6: Stora~e Area 
(70' x 30') 

This room is filled with boxes of out
dated books, gardening tools, dried com
ponents, foodstuffs, etc .. There is a door in 
the center of the east wall. 

This area stores items for which Dowons 
either anticipates a use or which he views as 
inappropriate for more public display. 

:Room 7: Animal Stora~e 
(35' x 20') 

This room boards mice, rabbits, squir
rels, and other small creatures. There is a 
door in the center of the east wall, and one 
in the middle of the west wall. 

The small animals are used in both 
scientific analysis/ experimentation and as 
food for the various carnivorous plants in 
Dowons' Garden. The animals are kept 
here in what appear to be humane con
ditions, although few visitors suspect the 
animals' manner of termination. 

:Room S: Illusory Chapel 
(50' x 40') 

This room is a chapel area dedicated to 
the deity Coram. It contains various can
delabras, a simple altar above which hangs 
Coram's signet, several rows of wooden 
pews, and a brazier located just inside the 
entrance, which is next to the spiral stair
case in the center of the east wall. 

This is Dowons' personal chapel, used 
with regularity to worship the deity Lovi
anis. Any person choosing to worship at 
this location must save vs. Spells at -2 or be 
automatically sacrificed to Lovianis. The 
brazier contains normal holy water. 



Level B (120' diameter) 
Accessible via use of a spiral staircase 

from Level A, this level houses items of 
Oowons' which possess greater personal 
,·alue and/ or a more secretive importance. 

Room 1: Holdin~ Cells 
(SS' x SO') 

This area contains medium-sized and 
large animals. There is a display case in 
which a black opaque container is sus
pended in the 11ortheast comer. This room 
is accessible only via teleportation. 

A Silence spell is cast over this area, 
which is entered through a secret door 
behind the display case in the room's 
northeast corner. The anima ls are used in 
experiments, sacrifices. and as magical 
components. An area of concentrated blue 
yetch, a potent fungal degenerative, exists 
here for elimination of animal wastes. The 
o paque container suspended within the 
display case holds a magically-preserved 
leprechaun. Many of these ho lding cells 
have either had mag ical spells cast upon 
their doorways or are reinforced with 
g lassteel bars to prevent the escape of 
powerful captives. 

Room 2: Component Prep 
Area (25' x 45') 

This area houses a variety of exotic 
species of animals, which are illegal in the 
City-Slate for health and/or safety reasons. 
This room also contains huge grinders. 
Hundreds of labelled bottles and vials fill 
the many cabinels lining the walls. This 
room is accessible only via teleportation. 

This area is similar to the Animal 
Storage area (Level A: Room 7). T he grinders 
are used to decimate anima l remains 
toward the creatio n of powders and o ther 
material components. Residual blood from 
the decimations is separated, collected, and 
stored via drainage troughs under the 
room's experimentation tables. The bottles 
a nd vials con tain items for magical and 
scientific experiments. 

Room 3: Alchemy (60' x SO') 
T here are shelves of beakers and vials, a 

flame burner, instrumenl tables, slainless 

sinks, a grinder, and a partially-separate 
disinfecting area. There is a closet in the 
southwest comer. A spiral slaircase on the 
south side is the only way into 1his room. 

T his area was deigned p1imaril) to 
uphold the illusion that Dowons is litt le 
more than a powerful. high-level magic
user. The £lame burner is continual. The 
closet is filled wi th gowns and cloak of 
' 'arious types and colors. as well as hun
dreds of magical and scientific tomes. 

·nlike the office area ( Level A: Room 2), 
this is the acLUal area where Oowons per
forms many of his mag ical and scic111ific 
experimentS. 

Room 4: Le~al Component 
Prep (25' x 45') 

This room contains herbs, spicrs, bushes, 
shrubs, elc. Floating in lanks filled with 
liquid are various perfectl y- preserved 
human and animal organs. There is a door 
in the cerller of the west wall. 

Similar to the Component Prep Arca, 
this room contains common and legal sub
stances for magics and experiments. 

Room S: Aquatic Holdin~ Cells 
(55' x 50') 

There is a swimming pool here. There is 
a door in the center of the west tvall. 

This area is concealed by an illusion; it is 
actua lly a huge double-Lank filled with salt 
and normal waters which hold water beasts 
(hags, eels, monsters, etc.), most of which 
are in separate cages. These beasts arc used 
primarily for experiments and scientific 
analysis, as Dowons has yet LO find any 
beneficial magical use for these creatures. 

Room 6: Telepod Area 
(10' x 10') 

This room is empty. 

This area serves exclusively for the util
i1.atio n of an existing magical Glyph which 
telepons all creatures in the area LO Level C 
of the dome and back. Activation of the 

Glyph req uires the exercise of specific 
hand motions within the immediate area. 

LEVEL C (SO' diameter) 
This area houses Oowons· most power

ful magical equipment a nd locations, save 
for that within his personal dungeon. The 
dome is normally completely transparent 
to permit Oowons complete viewing. How
ever. it can become opaque. 

Room 1: Teleport Area 
(10' x 10') 

A plush chair is in lhe center of this area. 

Located within the very center of the 
dome's uppermost level and providing 
access both to and fro m Level B. 1his tele
porta tion spot borders the plush chair, in 
which Dowons sits as he observes the 
activity o f Briarwood. 

Room 2: Observation Area 
(80' diameter) 

Throughout this area, which affords a 
360° panoramic view of Briarwood, are 
astrological charls, tables of reference 
malerials, noles of Dowons' observalions, 
and a grand booksland upon which rests a 
book. Suspended directl)• in front of lhe 
chair in the cenler of the dome isa 10' x IO' 
magnifying screen. There are four tables 
upon which there are books, scrolls, and 
other items. There is a display case along 
one portion of the domed perimeter which 
contains several scrolls and books. 

This entire upper dome level rotates 
clockwise LO allow Dowons a complete 
view o f Briarwood. The book on the stand 
is Dowo ns' diary. The magnifying screen 
allows Dowons a telescopic view at any 
desired distance when the dome is rotated 
and the screen aimed at a g iven area. 

Within the Observation Area are sections 
devoted lO arcane black magics, and tables 
upon which rest extremely powerful spells, 
potions, a nd tomes. The case is magically 
sealed and g lassteel-enclosed; it contains 
several of Oowons' most potent magics. 
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- = Tapestry 

r-r-o = Secret Panel 

0 = Door 

-il4-- = Secret Door 

D = Down 

U = Up 

Bathhouse Dun~eon 
NOT E: The Balhhouse Dungeon is described in detail in 
lhe Special Dun~ons seclion of The Dungeon Book. 

9 = Shrieber 

<;Rf = Stone Golem 

- = Exposed to Hi~her Level 

= Under~ound Pas~e 

I square = IO' 
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side view of 
Briarwood Castle 

This is a cutaway view of Briarwood Castle 
depidin~ the location of the rooftop ~arden. 



How to Use These BooRs 
NOTE: The Map and Population Book, which 
is rrequemly referred to LhroughOUI these books, 
i in the City-State of the Invincible Overlord 
main boxed set. 

tandards 1crms/ abbreviations ·o· is used as an 
abbm ialion for "die" or "dice.·· 1020 means 
roll o ne 20-sided die; ID I 00 (or 0 %) means roll 
t\\ O 10-sided dice sequentially. generating a 
percemageornumbcrbetween 01 and OO (rcadOO 
1 · I 00 d 0 6 meansroll thrce 6-sided dice and add 
lh1> rl'Suhs for 1he sum, etc .. 

Wuh the notation I 02, a 4-sided dice is used; 
1-2 has a value or I, and 3-4 has a valueo£2. With 
I 0 3. a 6-sided dice is used; 1-2 has a value of 1, 
3-4 has a value of 2, and 5-6 has a value 0£ 3. 

Value assumes that thevalueor one gold piece is 
about S20 in current U.S. dollars. An income 0£ 
10 gold pieces (or gp) would be a very profitable 
day for a merchant. but 1-5 gold pieces is a more 
likely sum for a day's e!fon. Hench mens' wages 
are usually 2 gp per day per 2 skill levels, wi1h a 
dramatic increase for jobs that are perceived 10 be 
dangerous. 

Armor Class works on a scale in which a lower 
number is bcucr. A Character with no armor has 
AC: 10 (unless otherwise stated within a Char
acter's race statistics). A shield adds one to make 
itAC:9; chain mail isAC: 5; and pla te and shield 
is AC: 2. (Sec 1he standard rule book for de1ai ls). 

HTK means Hits To KiJl This is the number of 
points of damage that a Character or monster 
may sustain before being killed. Player Char
acters and Non-Player Characters determine 
how many HTK they have by rolling one die for 
every skill level they have (unless otherwise 
stated); the number of sides the die has depends 
on the Character's class (see standard rule book 
for more information on determining how many 
HT K PCs and NPCs have). 

Mons1ers always use 8-sided dice to determine 
how many HTK they have. 

Movement (MV) is the speed of a Character or 
monster on a constant basis. It can be adjusted to 
whatever scale is needed by adjusting ground 
scale accordingly (the most common is I square 
or hex= 10 feet). 

T here may be two or more numbers given. 
This indicates that the Character or monster can 
tra\·cl in more than one mode (sec s1andard rule 
book). 

THACO is a convenient statistic meaning "To 
Hit Armor Class O. " When you know a Char
acter's or monster's THACO, you will know the 
number required to score a successful hit on 
1020 (or multiply that number by 5 to get 1he 
percentage chance of success). A target's Armor 
Class is subtracted Crom the a11acker's THACO 
to obtain the required die roll on I 020. 

For example, if a Character's T HACO is 16 
and his target is wearing chain mail with no 
shield (AC: 5), the Character needs to roll 11 or 
higher on I 020 ( 16-5 = 11 ) or roll 55% or higher 
ona0%( 11 x5%=55%). 

Characteris tics (or attributes, ability scores, or 
statistics) arc derived Crom 306. The lowest score 
Cora human is3 and the highest score is an 18/ 00 
(see standard rule book for more information). 

Spells: A series of numbers given in a Character's 

statistics indicates the number of spells per skill 
level that the Character has. For example, 313/ 2 
means that the Character has three Skill I spells, 
three Skill 2 spells, and two Skill 3 spells. (See 
the standard rule book.) 

Saving T hrows (save vs.): Saving throw values 
are listed for each Character class in the standard 
rule book. T o make a successful saving throw, a 
Player must roll the saving throw value or 
higher on I 0 20. A successful saving throw often 
reduces or negates certain types of damage. 

Saving throw bonuses are added 10 the number 
the Character rolls on I 020. For instance, the 
save vs. Breath Weapon for a Skill 4 cleric is 15. 
He must normally roll a 15 or higher to save vs. 
Breath Weapon: if is wearing armor which gives 
a +2 vs. Breath Weapons, however, he need only 
roll a 13 or h igher to make a successful saving 
throw (13+2=15). 

Saving throw penalties arc subtracted from 
the number a Character rolls on I 020. For 
example, the same Skill 4 cleric suffering a -2 
penalty vs. Breath Weapons would have to roll a 
17 or higher 10 make a successful saving throw 
(17-2=15). 

Ability Rolls on a Character's statistics work 
much like saving throws. On certain occasions, 
your Character will be directed to "save against" 
a basic statistic. 

For example, if a Player wants his Character to 
detect a lie or get information, he may have to 
save on a die roll against his Insight (INS). 

Roll I 020 for all ability rolls. If the resulting 
number is equal to or lower than the statistic, the 
save is successful. With such a roll, a Character is 
able to tell if a person is lying, for example. 

Ability rolls are often modified. If instructed 
to make an INS ability roll (roll against a 
Character's INS) at +3, add 3 to the die roll. For 
example, if a Character's INS is 12 and rolls a 10, 
he fails to make the save (10+3" 13). 

Reading the Entries 
In The Advenlure, each entry hast wo sections: 

PLAYERS and GM NOTES. The portion of the 
text tha t tells what the GM should know is 
printed in regular (Roman) type (normally the 
GM NOTES section). What the GM reads to the 
Players is printed in italic type (normally the 
PLAYERS section). 

In sections describing areas of the Castle and 
in Special Dun~ns. Players' information is 
simply given in italics, whi le 1he GM's infor
mation is given in regular type. 

Any information that is of special interest to 
the GM in both The Adventure and sections which 
are room descriptions will be indicated by th< 
words: GM NOTE or simply NOTE. 

Example: 
Encounter 13 

The Chapel 
PLAYERS: This 20' x 15' room contains three 
pews and an altar which is flanked by two five· 
foot high candlabras. Behind the altar, tht 
bright white outline of a cross contrasts to the 
dull, aged off-white of the walls surrounding it. 

To the right of the doorway rests a stone brazier 
filled with a clear, glistening liquid. 

GM NOTES: The outline on the wall was left 
when the chapel's cross was removed and 
destroyed. 

The liquid in the brazier is Unholy Water 
which will do 106+ I HTK o f damage to any 
cleric or paladin who happens to touch it. 

Any L. Good cleric or paladin who remains in 
1his chapel for more than two rounds wi ll sec all 
other party members transform into hideous 
humanoid vampires. The GM shoulcl retly 
confer this information to any clcrir rn 1, ..1 ladin 
Player. 

T his transformation is an illusion and only 
occurs in the mind 0£ the aforementioned 
Charactcr(s). Once an affected Character leaves 
the chapel, the effect is broken. The room and its 
contents are otherwise normal. 

T ERMINOLOGY 
STR •...... .................... •.. Strength 
INT .........•............•.....•. Intellect 
INS ...... .. ... . . .................. Insight 
DEX .... ...... ... . .. ... . . .. .. ... Dexterity 
STA ...... . ... ..... .. .. .. .. . ... .. . Stamina 
APL .........•........•............ Appeal 
HTK . .. ....... . . ... . ......... Hits To Kill 
AC . . . . . . . . . . . . . . . . . . . . . . . . . . . Armor Class 
MV ............... ........ . ... . Movement 
AL ..........•.................. Alignment 
AT . .. ................. ........••.. Attacks 
OM ............... ....... ........ Damage 
THACO .............. To Hit Armor Class 0 
SZ .......................••.......••.. Size 
L. Good . . . . . . . . . . . . . . . . . . • . . Lawful Good 
L. Neutral ......... .. . .... . . Lawful Neutral 
L. Evil ......................... Lawful Evil 
Ncu1ral .. .... ... ... .. .. . . ........ . . Neutral 
N. Good ...... .. ... .. . .. .. . .. Neutral Good 
N. Evil .. . . ... .... .. . ......... Neutral Evi l 
C. Good . ..... ... ..... ....... Chaotic Good 
C. Neutral ..... ..... . ... . . . Chaotic Neutra l 
C. Evil ............•.... . ...... Chaotic Evil 
PP . . .....................•... Pick Pockets 
OL .•...••...•..... ....... ..... Open Locks 
H in S .................... H ide in Shadows 
F/ RT ................. Find/Remove Traps 
RL ................... .. ... Read Languages 
C\\I .............. .. ....•....• Climb Walls 
MS . .............. . ..... ..... Move Silently 
HN • . . . • . . . . . . . . . . . . . . . . . . . . . . Hear Noise 
PC ...... .. ........ .. ...... Player Character 
NPC ......... .. .. ... . Non-Player Character 
mp ................ .. . . .. ... mithril piecc(s) 
pp ..................•.... platinum piecc(s) 
gp or GP .. •.. .. . ............. gold piece(s) 
ep ..•..••..••.. . ... .. .. .... clectrum piece(s) 
sp .............. . ....•....•... silver picce(s) 
cp ............ ............ .. copper piece(s) 
GM •.•............ ........... Game Master 
S ..................... Smaller than man-size 
M ........... ... .. .. .. .. ... .. .. ... Man-size 
L ....•....... . ........ Larger than man-size 
MU . . ... . ... ....... ....••...•• Magic-User 
I ... .. .. . .... ... .. . .. .. . .. ... .. . Illusionist 
C .•...•.............. . ....... . .. Cleric(al) 
0 ........... .. ... . .. . .. ........ Oruid(ical) 
TTC . .. .. ... .. .. ... .. .. ...... T ime to Cast 
ST ....•..•.................. Saving Throw 
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The Adventure 
The Player Characters in this adventure are of Evi l alignment. 

This adventure can be played using Good and/or Neutral PCs. but 
all appropriate changes must be made throughout the adventure. 

This is a special adventure designed to have the PCs infiltrate 
Briarwood Castle to test its defenses and reveal inherent weak· 
nesses. Since the options the PCs will have relative to movement 
toward the Castle (where/ how to enter. from which ways LO 

approach, how to travel through the Castle once inside, etc.) are 
various and intrinsirally unpredictable, the adventure is designed 
with a loose s tructure. allowing the GM to begin the game and 
follow the party's movement, presenting the PCs with appropriate 
encounters regardless of their location and actions. 

The information under BeQinninQ 1he Adventure (following 
PlayerCharaclers) presents the impetus for the adventure, where the 
Characters are presented with the opportunity to free themselves 
from their imprisonment and impending execution by infiltrating 
the Castle on a reconnaissance mission [or the Overlord. When the 
PCs accept the offer, they will be telepon ed beyond the Castle's 
exterior walls and must work their ways imoa specified area of the 
Castle to complete their mission. Once the Characters have been 
teleponed outside of the Castle walls, the adventure alters design 
and is run using Random Encounters, brief events specific to the 
location. If the PCs succeed in their mission, they will be framed 
and convicted for the murder of Shadow hawk (which was commit· 
ted by Ra lf) and will receive the death sentence. 

Prior to beginning the adventure, the GM should copy the PCs' 
statistics and distribute them to the Players; allow the Players to 
familiarize themselves with their Characters before starting play. 
Once the CM and Players are prepared, proceed with the BeQinninQ 
lhe Advenlure. which follows Player Characlers. 

PLAYER CHARACTERS 
The Player Characters included in this adventure are Lawful 

Evil. Characters of other alignments may be used, but the 
adventure should be changed accordingly. 

Also, because the PCs can choose certain items which will affect 
Armor Class, the ACs of a ll PCs have been omitted. All PC items 
are listed under Possessions. 

NOTE: Items and spells not found in the standard rule book are 
described under New Ma"1ic. 

Gloom Krez 
Drow, Skill 25 Cleric 
Religion ! Deity: Brel ig 

STR: 12. INT: 15. INS: 18 

2 

STA: 15 (•I ). DEX: 19 (+3. -4), APL: 17 
HTK: 83, AC: • 
MV: 15". AL: L. Evil 
AT: I, OM: by weapon type 
THA C0:9 
WT: 90 lbs .. HT: 5'3" 
Weapon Proficiencies: footman's flail. (lorentine fighting. 
hand-held crossbow. mace II , whip 
Spells: I I/ I l / I0/ 10/ 9/ 9/ 4 
Innate abilities - Danci ng Lights. Faerie Fire, Darkness, 
Detect Magic. Know . Alignment. Levitate, Clairvoyance, 
De1ec1 Lie, Suggestion, Dispel Magic 
Specials: lnfravision at 120'. 

Move ilenily. 
-2 on DEX and "to hit" when subjected 10 magica l light; +4 

vs. magical attacks. 
Magic R esista11cr I 00% 

Originally from Shadowpact, Gloom has retained a partial 
memory of her homeland. She is striving to gain sufficient power 
to return to hadowpact, where she can be in charge of an em ire 
drow nation. A schemer who naturally takes control of a situation, 
Gloom is never deterred by apparent dissension in the ranks. for 
she wi ll gladly fo1cc others to come LO her way of thinking. 

Gloom likes to initiate combat by firing her crossbow and then 
enteri ng hand·to·hand with her mace and whip. Gloom is a sight 
10 behold in me lee. for she figh ts with a horrible violence, favoring 
her \\fhip to keep o ne target at a distance while bashing another 
target with her mace. G loom's favorite spells 10 cast include: Cause 
Critical Wounds and Hun (reverse Heal). 

When not adventuring. Gloom spends her Lime with nagas, 
searching for knowledge to help her return to Shadowpact. She 
has gon~ so far as to charter a ship into the Wall of Fog 
surrou nding Ca land ia. and even tried 10 tclepon home. These 
attempt~ faikd, to Gloom's mounting anger. . .. 

Through 1he use of the Skill 3 clerical spell Find Familiar. 
Gloom has adopted an albinoca\'e lizard asa familiar: Gloom and 
Toola spend much of their time keeping their familiars from 
fighting. .. . . 

Gloom was anested because or a "scuffle she had wnh l oola. 
This incident started asa "familiar" fight. and soon escalated into 
a spell-ca ting match. . 

:->:eithc1 Gloom nor Toola has a green card, which allows a 
Charactc1 to u e magic within Briarwood. Also. Gloom used spel.ls 
against her eighteen arre ting Guards of the un and Captain 

miladon (~cc page 7, #I and 113 in the ,\fop and Population Book 
in the main boxed ct). and was therefore emenced 10 Death. 

Albino Cave Lizard 
HTK: 5. AC: 2 
,\IV: 6". AL: , eutral 
1/T: I 
DM: I 0 3 (plus poison, see Specials) 
IN T: Semi· 
TllllCO: 20. SZ: S (3') 
Specials: Bite inflicts upon a victim a virulen t poison which 
does I 08 I ITK of damage per round for up to 4 rounds unless 
a save vs. Poison (at ·2) is made. 

Beldhar Smydic 
Human, Skill 22 Avtmtar 
Religion I Deity: Erin the Dark Hunter 

STR: 18182 (+2, +4), IN T: 12 
INS: 7, STA: 16 (+2) 
DEX: I I. APL: 15 
HTK: 216. AC: • 
MV: 1211.1/L: L. Evil 
AT: 2 I, OM: by weapon type 
THAC0:4 
WT: 265 lbs .. HT: 6'6" 
Weapon Proficiencies: bastard sword Ill . dagger'. florentine 
fighting. halberd. long sword, short sword, throwing dagger 
Specials: Avantarabili1ies - Detect Good. Inflict ·I ( Ix day). 
Cause Disease (Ix/ week), Protection From Good. I" Radius. 
Infravision 60' (22x/ week) 

Beldhar Smydic follows implicitly the doctrine of his religion; 
all his act ions are motivated toward the betterment of his church. 
Due 10 his impressive siJ.e. prowess, and. personal der:ie~no:. 
Smydic is usually able to "persuade" potenual con verts to 10 1n his 
religion (or sends ref users 10 meet his god personally). 

From the clan o f Seidruni which originates in omhern 
Cala ndia. Smydic was brought to Briarwood by his father to learn 



the ways or the many peopk:. of the city. However, Smydic soon 
found himself coirupted by the evil fo1ccs which pervade Briar
wood and :.lrn)•ed from hi~ • cuual ways 10 Lawful Evil. 

If not using hi~ weapon or choice. the .,.3 bastard sword, in 
combat, • mydic will auack florentine-style ,,·ith both long and 
:.ho1 t :.words. In large. open areas. he uses his \\'ings of Flying 10 
attack with long and ho1 t words. unexpec tedly dropping down 
upon opponent:. in savage attack . Among a1·amari. Smydic has a 
reputation for being the most 1ea lous Of fightets for the Ch Ulch: for 

mydic. cveq• l>kir mish is a holy war. 
On his orr time. mydic cnjO):> hunting - from ·mall game to 

humanoid pre). Smydic sper1..!s much of his time in and around 
Grecnfang Fme t. where n11nor uggests an invincible dragon 
re ide : ymidic :.eeks the chagon as a sacrifice to Erin the Dark 
Huntet. Smydic takes notic<lblc pleasure from hunting and 
sacrifici ng pixies. who:.e human-like forms fascinate Smydic and 
whose death srrrnms cry an cxccl lcm mclod)' lO Erin. 

Beldhar Smydic was physically apprehended when he was 
found in an alley pulling the wings off a pixie. The pixie died, and 
Smydir was convicted of murder and semenccd to death. 

Garc'ne the Gifted 
Naga, Skill 25 Magic-user 
Religion Deity: None (athe ist) 

. TR: 6. INT: 18. INS: 9 
STA: 15 (+ I ), DI::X: 8. API.: 7 
HTK: 51. AC: 4 (na tural )• 
MV: 12"/ 20". tlL: L. Evil 
AT: I 
D.\I: .\ C'id (2010). cons1ric1ion (204). or bite ( 1 D-1 ) 
TNtl CO: 11 
Languages: Calandian . :'\aga. alignment language 
ll'T: 123 lbs .. HT: 15' 
ll'eapo11 Prof icitmcies: Tail mace n· 
S/Jells: 5 5 5 5 5 5 5 5 5 
'pecials: Pt chensi le tail. 

Charm (-1 on ave vs. P<1ralyl(Hion). 
~11mbingbitc (savevs. Poi:.on: iffailed. ceNa~a Bite Chart). 
Adel spit (3x day. 20' range) 

Garc·ne ha :i red-on-blark triangular ca lc pauern. He has a 
photographic memory, thu explaining his name. 

Garc'nc worships no god. a:. he believes tha t power comes from 
wi thin. "One must believe 111 one's self aboue all others. Magic 
comes from hauiug faith i11 um:'s self. not in some statue or old 
su/>erstitio11s timied deity, .. he often recites. 

NAGA BITE CHART 

\\'hen advc11111r ing, Garrm· will do anything in his power to 
obtain books :incl :.crolls to swdy. His basis £01 deciding upon 
which advc:nturcs 10 accept i~ \\'hctheror not he has been in to tha t 
location bcfOH'. for new location:> a lways offer new knowlcdgt· and 
information. Garc'ne claim no location anywhere as hi:. home. 
:.ta ting he never l>tay!> in one plat.c long enough 10 make residt·ncc. 
I k i alway:. on the mo1-c. leaving a location once he has lc;1rned 
all tht·H· ii. lO learn there·. 

l ' nique about Garc'ne i hi!> prehensile tail. which he u-cs to 
hold :.nolb he 1c:ad~ and abo to wield his tail mace. a lthough he i:. 
hr,itant lO llM' hi:.1ail man' in combat for fear of damaging his tail. 
Ga1<'nc aH>icb 11:.ing hi:. numbing bite unless absolutd ) ncccs
'at~. a:. he no1 mall) intcnogatc:. subdued opponents. 

\\'hen not achcnturing. Garc'nc reads. reads. and reads. He 
spendl> a g1ea1 deal of time a1 the Magistratium Collegium. utili1-
ing in:.1itutic>11':. vast re:.OlllH'!> to advance his formidabll· know
ledge. Garc'ne also dona1cs u great deal of his material:. to the 
Col kgium aftt·r lc:arning what available informat ion the volumes 
may contain. Ga tc' ne's primar)' goa l in life is to be renowned as 
tlw most intdlig-cnt naga in Ca land ian history. 

Carc'nc was fou nd g-u ilty o f a ll l'll1pted murder and sCnt(·11n·d to 

death after ht' bit Alrnn. dw propriewr of Akan's Book Store (sec 
page ·I I , 1# 167 in the Map a11d Po/wlation Book). Carc'nc intended 
to kill A lean so that he cou ld :.teal an extremely rare wmc: . 

Bil/ Sell 
Shireling, Skill 2J Thief 
Religio11 Deity: Lovian is 

STH: 11. INT: 11, INS: 10 
STtl: 16 (+2). DEX: 18 (•3. -.J ). APL: 16 
NTK: 80. AC:• 
MV: 9". AL: L. Evil 
11 T: I. OM: by '''capon type 
Tiii/CO: 10 
ll'T: 43 lb .. HT: 2'5" 
ll'eapon Proficiencies: cro )bow. dagger. florentine fighting, 
:.hon s1"ord I. :.ling 
Specials: Infra vision at 30'. 
Thieving Abilities: PP: 140%, O L: 119%, F/ RT: 109%, 
:\IS: 119%, 11 in S: 124°0. 11~: 60%. C\r: 84.7%. RL: 70% 

lnfusc·d with a distinct temper, Bilf is sensitive about his size, 
wi ll ing 10 revenge himself at the drop of any perceived insult. 
Ha iling from Brownfield in the Lake District o f Calandia, Bilf was 
a farmer for nearly twenly·t hrc·e years before yearn ing for the 

I"'OTE: I-or bodily location 1eference of naga bitel>, roll 1012 and wmult the chart. 

ROLL 

2 

3 

I 
5 
6 
7 

8 

9 
10 
11 

12 

AREA BITTEN 
Head 
Right Chest 

Ldt Che:.t 

Stomach Area 
Right l ' pper Arm 
Leh l'pper Arm 
Right Forearm 
and or Hand 
Leh Fmearm 
and or Hand 
Right Thigh 
Ldt Thigh 
Lower Right Leg 

Lo wet Left Leg 

RESULT 
Chatac1e1 bernmes comatost' for 106 hours. 
Arca~ 2. 5. and 7 become numb and useless. 
Character' affected he1e for more than one turn will die. 
Area~ 3. 6. und 8 bt·come numb and u~eless. 
Charactei:. affected here for more than one turn will die. 
~o ill effect. 
Areas 5 and 7 become numb and useless. 
Areas 6 and 8 become numb and useless. 
Area 7 becomes numb and u~cless. 
Shoulder and upper a1 m are usable. 
Arca 8 become) numb and useless. 
Shoulde1 and upper arm arc usable. 
Charactt•r's movement is reduced by one-quarter. 
Character':. movement is reduc·ed by one-quarter. 
Charac:ter's movement is reduced bv one-hal f and 
s/ he suffers ·I on "to hit" rolls. · 
Charactc1 ·~ movement is reduced by one-half and 
s/ hc :.ufkrs -I on "to hi t" rolls. 
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excitement o r the big city. After coming to Briarwood and finding 
himself unable to la nd a job, Bi lf started stealing to survive and 
fo und himself q uite proficiem in the trade. Briarwood 's Thieves' 
Guild a lso no ticed Bilf's abilities and offered the newcomer thief a 
position in their ranks and training(a mutua lly beneficial arrange· 
ment, as Bilf learned much from the Guild members and the Guild 
gained thousands of gp from Bilf's efforts). 

Although phenomena ll y sensitive about his size, Bilf uses his 
diminutive stawre to his advantage in combat, regularly sneaking 
up on opponents and back-attacking fl orentine-style wi th short 
sword a nd dagger. Norma lly, however, Bilf pre£ers to hang back 
rrom d irect combat and use his s ling or crossbow, unless battle 
heats up considerably, when he will begrudging ly enter melee. 

Bil f's favo rite theiving method is w dress as a child a nd emer a 
crowded market or s treet tO pick pockets, preferr.i ng tO locate gems 
and jewelry for their simp licity to conceal and la ter fence. When 
pickpocketing becomes boring, Bilf often hires himself ou t as a 
pri va te eye. utilizing his remarkable skills to hide in shadows and 
surreptitio usly observe the lurid romances which fl ow Ii ke mo las· 
ses through the streets of Briarwood. 

Bilf was convicted of m urder a nd grand theft when he killed a 
weal thy trader and sto le from him a Necklace of Missiles a nd 
20,000 g p worth of gems and jewelry. Bilf was sen tenced to death. 

Dar 
Female L izardman, Sk ill 23 Fighter 
R eligion! Deity: Gis ' sar• 

S TR: 19 (+3, +7), INT: 6, INS: 8 
S TA: 18 (+4). DEX: 13. APL: 9 
HTK: .124, AC:• 
/\'/ V: 9"1 15" , A L: L. Evil 
A T : 211. DM: by weapon type 
TH A CO: 4 
WT: 290 lbs .. HT: 6' 1 O" 
Weapon Proficiencies: ba ttle axe II, club I , net, ta il mace II, 
trident I 

S pecials: Underwater Movement. 
Underwater Vision (can see in water as if in a ir). 

" Gis'sar is the Chaotic Neutra l Jizardman patron deity of 
tri umph a nd victory in battle. T he worship of this deity is not 
as common amongst lizardmen as it once was. 

POSSESSIONS 
To arm themselves. the prisoners may choose three items 

from among their personal possessions (weapons, armor, 
magic items. familiars, etc.), items made available Crom the 
City-State, or any combination thereof. When items are chosen. 
each Player should make a note of what his/ her PC's AC is. 

Gloom Krez 
Drow, Skill 25 Cleric 
Possessions: +4 chain mail o, +4 mace o, +4 shield o. albino cave 
lizard familiar o , draw boots o, drow cloak o, Pipes of the 
Sewers o. 

Beldhar Smydic 
Human, Skill 22 Avantar 
Possession: +3 bastard sword o. +3 dagger (w/ return) o. +3 
shield o. +2 plate mail o. + 1 Jong sword o, Boots of Water 
Walking o, Ring of Spell Turning o, Wings of Flying o. 

Grac'ne 
Naga, Skill 25 Magic-user 
Possession:+ I tail mace o , Earring of Protection +3 o, Cloak of 
Protection +2 o, Potion of Speed o . 

Bilf Sett 
Shireling, Skill 23 Thief 
Possessions: +2 leather o, +2 short sword o, Crossbow of 
Distance o. Scroll of Protection from Undead o. 

Excommunica ted [rom her o riginal Scarlet Claw l izardman 
tr ibe in the Amber Swamp for Lhe murder of a pregnant tribal 
lizarclwoman , Dar lives to punish those who rebuked her and will 
go out of her way to combat members of clans all ied to the Scarle t 
Claw. Due to the hig h lizard man population o f the city, Dar came 
to Briarwood seeking anonymity while she p lo tted against her 
enemies; since many Scarle t Claw members vis it Briarwood on 
business. her residence a llows her to a ttack and destroy these 
visitors with regularity and relat ive secrecy. 

Dar 's favori te method of a ttack is to entang le opponents in her 
net a nd then p ummel them into submission with her ta il mace, 
inflic ting death slowly and pa infully. Motivated by a tremendous 
self-confidence resulting from her incred ible size and phenomenal 
strength. Oar wil l never hesita te to wade into close combat. a t 
which point she will a ttack ruthlessly with her battle axe or simpl y 
engage in deadly grappling/ pummelling a ttacks. 

When no t adventuring. Dar spends time hunting unicorns and 
collects the animals' horns, claiming that the beasts' destruction is 
necessary because they are "so dam n ugly." While Dar will 
adventure with other Characters and obey the constructs of the 
party's agreements, she prefers to adventure alone, being uncom
fortable relying on others !or the success of a mission. 

Dar was caught ki ll ing a lizardman of the Scarlet Claw u·ibe. She 
was then convicted of the murders of twem y-two o ther Scarlet 
Claw tribe members. She was sentenced to death. 

Toola 
Gnome, Skill 20 Ill usion ist 
R eligion! Deity: Brei ig 

Var 

S TR: 9, IN T: 19, ! NS: 13 
S T A: 15 (+ I ), DEX: 17 (+2, -3). APL: 11 
HTK: 47. AC:• 
MV: 9". A L: L. Evi l 
A T : I , DM: by weapon type 
THACO: 13 
WT: 56 I 
bs., HT: 3'0" 
Weapon Pro ficiencies: dagger, staff II 
Weapons: Dagger of Venom, +2 staff 
Magic Items: Potion o f Plant Control, Ring of Regeneration, 
Scroll of Pro tection from Fire (per Ring) 
S pells: 5151515141313 
Specials: +4 Magic Resis tance vs. Wands/ Staves/ Rods/ Spells. 

Female Liwrdman, Skill 23 Fighter 
Possessions: +2 battle axe o . Earring of Fire Resistence o, Helm 
of Truesight o, Ring of X-Ray Vision o. 
Toola 
Gnome, Skill 20 Illusionist 
Possessions: +2 staff o. Dagger of Venom o. giant fly familiar o , 
Potion of Plant Control o, Ring of Regeneratio n o, Scroll of 
Protection from Fire (per Ring) o. 

Items available from lhe Cily-Stale: 
Potions (of): Clairaudience o, Clairvoyance o. Climbing o , 
Diminution o, Fire Resistance o, Gaseous Form o, Giant 
Strength o, Invisibility D, Levitation D, Plant Contro l o. 
Poison o, Speed o. 

Rings (of): Feather Falling o, Free Action o , Spell Storing D, 
Swimmi ng D, Warmth o, Water Wa lking o, X-Ray Vision o. 

Wands (of): Fire o , Frost D, Illusion o, Lightning o, ?vtagic 
Missiles o , Paralyzation o, Wonder o. 

Miscellaneous Magic: Bag of Tricks o , Boots of Elvenkincl o, 
Boots of Levitation o, Boots ofStridingand Springingo, Cloak 
of Displacement o, Cloak of Elvenkind D, Oust of Sneezing and 
Choking o, Folding Boat o, Gauntlets of Ogrepower o, Helm 
of T elepathy o, Jave I in of Piercing o, Rope of Climbing o, any 
+2 armor o. shield o, or weapon o . 

Choice of a normal weapon (such as dagger, net, or wire 
whip) counts as one ( I) of the choosing Character's selections. 



Orig ina lly from Briarwood, Toola was orphaned a t the age of 15 
when her parents died in the Great Briarwood Fire. Left LO wander 
the charred rubble that was the o nce-great city, he came under the 
tutelage o f a low-level thief/ illusionist who soug ht to tra in her in 
thiefl y ways. Toola. however. soon grew disrncha111ed with theft 
but showed an interest and ability in illusion. which she studied 
with zeal. becoming extremely proficient in the ill usory an s. 

When in combat, Toola prefers to throw illusions which cause 
her to appear tO be a magic-user (Fireballs. Magic Missiles. e tc.). 
While she usual ly tries LO avoid actua l combat. when forced to 
enter me lee. Toola will normally o pt for he r +2 staff. wie ld ing her 
dagger nf venom on ly if a situation turns dec idedly aga inst her. 

Toola trul y enjoys p laying practical jokes o n a ny and all 
persons around her, formulating pranks which tend to be both 
psycho logically and physically vio lent. In her free time. Toola 
socializes. freq uenting the Mithril Claw Inn: here she enjoys 
secretly casting the spell of her own creatio n (Mind Projection (see 
New Ma~ic: New Spells)) upon adventurers who dramatically elabo
rate upo n their escapades. 

Toola possesses a g iant fl y for a fami liar, which regula rly 
engages Gloom's a lbino cave lizard in less- than-friendly combat. 

Toola was apprehended during a blo w-out mag ic ba u le which 
took p lace between her and Gloom. T he fight started as a 
"familiar" confrontation and soon g rew into an illegal magic 
balllc. (NcithcrToola nor Gloom has a green card. which enables 
a Character to legall y use magic within Rriarwood. ) When the 
e ighteen a rresting g uards came to apprehend Toola, she fought 
back with magic. She was sentenced to Death. 

Giant Fly 
HTK: 11. AC: 4 
/\IV: 4"/ 12''. AL: Neutral 
AT: I 
DM: I 0'1 (Dise<isc: see Specials) 
IN T: Scmi-
TH!ICO: 20. SZ: S (8") 
Specials: When bitten by a g iant fl y, a Character mus t save vs. 
Poison o r succumb t0 te tanus; if no t receiving a Cure Disease 
spe ll within 72 turns ( 12 hours) after infect ion, Character 
suffers a -6 "to hit" penally and will die within another 72 
turns. unless a Wish spell is cast. 

Be~innin~ the Adventure 
GM Introduction 

For the various reason listed in their statis tics (sec Player 
Characrers). the PCs have been imprisoned in Briarwood Castle's 
H olding Cells (Basemen!: Room K). Lucius II , the Invincible 
Overlord , will enter the cell area and offer to release the PCs and 
absolve their past offenses if they accept his a rrangement. Once 
Lucius has presented himself (primarily to assure the PCs tha t the 
offer is legitimate and no t a tr ick), Dowons will act as Lucius' 
spokesman, presenting definite terms to the Characters. 

Once the PCs accept, they may equip themselves w ith their own 
possessio ns, familiars included (which were ta ken from them 
upon imprisonment), those made avai lable to them by the 
Overlord, ora combination thereof (to a maximum of three items). 
Do wons wi 11 te lepon the PCs to a burned-out abandoned building 
in the Fire Arca (Section 0 , #146 in the 1\!la/> and Population 
Book), which is immediately outs ide of the Castle's eastern walls. 
At th is point, the PCs a re free to venture anywhere within the city 
to complete their mission. 

Remember that if the Characters succeed in the ir missio n, they 
will be framed and convic ted for the murder of Shadow hawk. 
Shadow hawk 
Skill 11 Illusionist 
Religion: Egyptian/ H orus 

STR: 13, INT: 15, APL: 12• 
STA: 13, DEX: 18 (+3, -4 ), APL: 12 
HTK: 26. AC: 4 
1\!IV: 12", AL: Neutra l 
AT: I, DM: by weapon type 

THACO: 16 
HT: 5'10". WT: 185 lbs. 
Weapon Proficiencies: dagger, sta ff 
S/>ells: 51'1131312 
Specials: Red Skull - allowsShadowhawk to De tect Undead 
( I 0' diameter). 

Ghoul Touch (paralyi.a tio n). 
Hell Hound Brea th - does 11 HTK of damage; victim 

making a save vs. Rreath Weapon takes half damage. 

Shadowhawk, who has a green card, has adventured for forty 
years. His most dramatic adventure occurred when he found a reel 
skul l which. when he touched it, covered his head. He has since 
retained the skull. 

Players' Introduction 
As co11scious11ess washes over you, the sound of rats skittering 

nearby filters through the haze clouding your mind. The slam of a 
heavy door echoes down the slope th rough the iron bars enclosing 
your cell. Several minutes of muffled conversation precede your 
being unshaclded and dragged uf> from the cell to where the 
City-State's Overlord, Lucius l/, stands. At his side are six Dragon 
Guards and the Overlord's Wizard/ Chancellor, Dowons. 

" Prisoners of the City-State," the Overlord intones, " for the 
crimes you have committed against the city of Rriarwood, you 
have been sentenced to death on the morrow. However, I offer you 
the opportunity of absolution. I have devised a plan which will 
strengthen the defense of the City-State- a plan in w hich you may 
play an integral part. You are relative unknowns in my city, and 
your prowess will suit you well for the mission. If you are 
success/ ul, all of your past offenses w ill be absolved." 

L ucius gazes intently at each of }'OU, your worth being weighed 
and discarded. "Consider carefully m y fJroposition, as I w ill offer 
it but once. T wenty-four hours from this moment shall witness the 
end of your l ives. Side with me now and see that spectre vanish. 
Specifics shall be presented by my personal chancellor, Dowons, as 
matters of state presently require my attention." 

AccomfJanied by his Dragon Guards, the Overlord turns 
solemnly and leaves the cell area. The heavy wooden door closes 
with a tremendous thud which echoes throughout the cells, the 
definitive chunk of a solid latch finalizing your imprisonment. 
The lone, aged figure of the Overlord's wizard and chancellor, 
Dowo11s, now stands be/ ore you. 

"You have heard L ucius' wishes, prisoners," Dowons says 
sternly. " ill his fairness, he offers }lOU redemption. Were it m y 
choice, I would see your ilk caged and slaughtered like the cattle 
you are. Yet I, like yourselves, am mere/}• a subject of our Overlord. 
And so, I am commanded to p resent you with an opportunity. You 
will be able to choose an y t.hree items from a list of items, which 
include those items in }'Our possession at the time of your arrest. 
However, you must agree to these conditions: you may not kill, no 
vandalism or theft, and no help from exterior forces. Also, you 
must return to the Fire Area to complete the mission, and you must 
go to Lucius' personal chambers to receive your writ. " 

GM Notes 
T o a rm themselves, the prisoners may choose three items from 

among the ir personal possessions (weapons, armor, magic items. 
fam iliars, e tc.), items made available by the City-State, or any 
combina tion thereof. Upon successful completion of the mission, 
the prisoners must re turn any items furnished exclusively by the 
City-State. but may reclaim a ll of the ir persona l possessions. 

Dowons has outlined an agreement for Lucius, lO which the 
Overlord has agreed. In truth, Lucius cares little for the immedia te 
affairs of Briarwood. concentrating the majority of his interest on 
the growing state of war against the evi l which now threatens the 
City-State. In his absence, Dowons acts as Lucius' spokesman for 
city affa irs and wields near-total authority concerning the town. 

The terms of Dowons· arrangement are as fo llows: 
As a means of ascertaining the security of Briarwood Castle . the 

prisoners (PCs) agree to infiltrate the Cast le from outside its 
exterior walls. Once inside the Castle, the prisoners must reach 
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Luci us and Cassandra's personal chambers. where a high-ranking 
city official will be waiting to present them with a writ proclaim
ing their mission complete and their crimes absolved. The 
prisoners must rewrn the writ to Dowons as proor or their 
completion and must submit to a three-hour debriefing session. 

[f the prisoners accept the mission. Dowons will cast a special 
Geas on each panicipant. Jn this manner, should any Character in 
any way leave the c ity or fail to complete the mission within 
twenty-four hours, the Ci<;!rac ter will grow s ick a nd die within 
two days. Characters successfully completing the mission wi ll be 
required to answer any and all questions pertaining to the mission 
truthfully during the debriefing session. 

A~reemenf 
Once the Characters agree to Oowons· terms. the magica l Geas 

automatically takes effect. the Characters having twenty-four 
hours from that point to comple te their m ission. The Characters 
will be shown the follow ing list of items from which they may 
select their possessions wh ile on the mission. Once the Characters 
have selected, Dowons wi ll teleport them to the Briarwoocl's Fire 
Area (Section 0, #146 in the Map and Po/Julatio11 Book ) outs ide 
the Castle walls. If the pany completes the miss ion. the Charaners 
should return w this spot. from which Dowons will te lepon them 
back LO the Holding Cells. 

NOTE: The GM should keep careful track of time as the 
Characters progress through their mission. 

Once the PCs arrive a t thf' Fire Area. turn to Random Encounlers 
and begin the adventure specific to the party's location. 

Reachin~ Lucius' Chambers 
When the Characters have loca ted Lucius' personal chambers 

and are prepared to eme1. meeting 1vith Dowons· representa tive to 
receive the \\'rit which proves that the part y reached the location. 
continue play with Receivin(J 1he Wril. 

ReceivinSJ the Writ 
PLAYERS: Lucius' and Cassandra's opulent personal chambers 
are iii by a magical ceiling which produces a soft luminence, the 
area is bedecked with Ta'lonese rngs, tapestries woven of silk and 
gold, startl ingly lifelike statues, ornately ca rued furniture, and a 
cabinet filled with Cala11dia's finest crystal. 

Sitting at the foot of the Overlord's four-poster bed is a tall man 
enshrouded in a f lowing black cloak. In one hand, the man 
clutches a long staff made from the vertebrae of a great snake, atop 
which rests a human skull; the other holds a rolled and sealed 
scroll. His most remarkable feature is his bright red skull, which 
fJeers out from amidst a darkened cowl. 

" Well, it's about time," the man says, perturbed, " / thought I'd 
been condemned to sit here for ever." 
GM NOTES: The man wa iting for the party is Shadow hawk, one 
of Briarwood's senaLOrs, who has been recruited by Dowons as the 
City-State's emissary for the writ he holds, which is the PCs' proof 
of their completing the assignment. Shadowhawk will rise and 
hand the writ LO the PCs, claiming 10 find the situation useless. 

Shadow hawk is performing this service as his duty LO the City
State; Dowons presented Shadowhawk with a writ signed by 
Luci us, ordering the senator to comply with Dowons' instruc
tions; Shadowhawk is not fond of Dowons and suspects che 
Overlord 's chancellor o[ attempting to gain undue control in the 
City-State. as Dowons has exercised surprising authority during 
Lucius· mi li tary campa igns. Shadowhawk's displeasure of 
Dowons' actions has often found its voice in Senate meetings. 

Once Shadow hawk gives the pany its writ, he wi ll wait for the 
PCs to leave the chamber. rr L11 e PCs ask him any questions, he will 
refuse to answer them and will berate them as "amateur adven
turers." Shadowhawk will insist the party leave Lucius' chambers 
and will remain \llltil they do to verify that nolhing was dislurbecl. 

NOT E: ll is imponam that Shadowhawk make a formidable 
im pression on the PCs. especia lly that they remember when. 
where. a nd how they left the senator, as the PCs wi ll be framed for 
'hadowhawk's impending murder in Relum lo Dowons. 

Once the party has obtained its wri t [1om Shaduwhawk and 
lea1·es Lucius' chamber>, the PC> "·i II no longe1 be under the Geas 
and . as such. are no longer bound by the regula tions aga inst thell 
a nd kil ling. While the PCs may not know this. they may perform 
such actions from this po int o n without nega t ive result. 

AL this poin1. the Characters may exit the Castl e as they sec fit. 
The GM should again utililc Random Encounlers to gcneratccwnt> 
during the pany·s escape (at GM discretion, the party may 
enroume1 hea vier resis tance upon exit). \\'hen the PCs success
fully escape the Castle confines a nd move to return the writ to 

Do\\'ons. continue play with Re1urn lo Dowons. 

Return to Dowons 
PLAYERS: /laving successfully ?'ell'ieved the required writ from 
Shadowhm.1.1/i in Lucius· chambers and exited the Castle's con
fines . you return lo Briarwovd's Firt1 Area. One<' yvu are there, <1 

magical glow fills the area; Dowons' teleportation spell stlLl'ls 
taking effect as the /Jrese111 surroundings wai1er and change i11to 
the familiar locale of the Castle's Holding Cells. 

Before of )IOU is the tall, gaunt f igurl' of Dow ems. I he Ovnlord's 
chancellor and wizard. A slight smirli plays u/Jm1 his aged featu res 
as he addresses you. "Congratulations . . .. you obtai11ed m y writ 
and completed )'Ollr assig11111e11l." Dou1ons reaches oul his hand, 
graspi11g the w rit and verifying its authenticity. 

" f 11wst. admit to being sur/Jrised." the wizard continues. " / 
t houg hl lhe lash be)•ond even your advanced abilities. // nd 11ow. I 
am afraid I have some good nl'ws and som e bad news . . . . " 

Dowons tu ms a.way. mouing almost casually toward the /-lo/d
ing Cell door. "flldeed . you rnmjJleted your assigned lash . Fo r that 
I am ajJpreciative ... Dowons crumples lhe writ in one hand, and 
the f)aj)er bursting into flame. The int.ense lig ht generated by the 
fire seems lo strangely illuminale the wizard 's hand. His flesh. 
throug h w hich you sef' gnarled bones, seems transparent. 

" /-lowever. I am sorry to say that each of you will have lo stand 
trial for the murder of S1:11a to r Shaclowhawk ... With a wave of his 
hand. lJowonsdisappears. Then. the H olding Cell doorway bursts 
open as a dozen Dragon Guards /Jota forlh. 

GM NOTES: The PCs sti ll have whatever equipment they selected 
for the advemure and may ball le the guards in an escape au empt. If 
the part y does manage to defeat these guards. the PCs must still 
successfull y exit the Castle itsel f. Depending on the physical 
conditions of the Characters fo l lowing the advemurc, the GM may 
wish 10 increase Castle security to pmvide a more difficult escape 
for the pany. T he GM man ilso wish to inform the Players that the 
effects of Dowons' Ceas arc no longer appl icablt:. 

Shadowhawk has, indeed. been murdered but the cu lprit was 
Dowons, who killed the riva l senator clue to Shadow hawk's voca l 
opposition to Dowons' machinations and Shadow hawk's growing 
suspic ions toward Dowons. Dowons was able to convince Lucius 
of the need to test the Castle's defenses as a ruse lo accomplish this 
assassination ~,nd to fram e someone for the murder. 

NOTE: For camplign purposes, Shadowhawk could easily be 
raised, although following such the senator will be unable to 
reca ll anything regarding this advenwre. 

If the party is defeated prior to successfu l escape from the Castle, 
Dowons wil I see to it that the PCs ("scourges upon the City-State 
and murderers of fine Senator Sltadowhawk") are irrevocably 
ki l led, so they cannot be Raised w revea l Dowons' insidious plot. 

If the Characters escape successfully, the City-Stale will oHer 
10.000 gp reward per PC's body and will p lace posters with their 
likenesses throughout Calandia. At Lh is point, go LO End\Jame and 
distribute Experience Point awards w surviving Characters. 

EndSJame 
Characters are awarded Experience Points relative to the oppo

nents (other Charac ters . monsters. si tuations. e tc.) they encoun
te red during the adventure. A Character subduing a Charac
ter/ monsterwhile Ceased receives f u l 1 Experience Points available 
for the creature; a Character kil ling such crea tures receives only 
one-hair (h) the available Experience Points. Following Geas 
re lease. Experience Points a re awarded as per s tandard rule book. 



A P C partic ipa t ing in suc:ccssf ull y obtaining the writ receives an 
add itiona l 20,000 XP: a PC panicipating in the successful return 
o f the writ to Oowons receives ano ther 5,000 XP: and a PC 
successfull y obtaining the writ, returni ng it to Dowons, and 
escaping from the Casile receives an additional 10.000 XP. 

Random Encounters 
NOT E: Once the Characters move to breach the walls surrounding 
the Castle's grounds, contin ue wiL11 the fol lowing random event 
encounters specific to Briarwood Castle. 

lf PCs wish to go into the Old Bathhouse Dungeon, dissuade 
them. If need be, te ll them tha t that is not the way to go. 

Breachin~ The Walls 
If the Characters auempt 10 breach the Castle's perimeter with 

mag ics (Silence spell , Invisibility, Cloaking, etc.), the pany 
should encounter no d ifficulty entering the Cas tle grounds. ff the 
Characters auem pt 10 enter by digging through/ beneath the walls, 
climbing over the walls, etc., the GM shou ld ro ll IO see if the 
nearest g uard notices the party's attempt (CM disnetio n). 

Once the PCs a re inside the Castle walls. go to Ourer Lawns. 

Outer Lawns 
When the Characters enter this area. the CM sho uld roll IDS to 

determine which o f the fo llowing encounters (if any) occurs. 

/Pun~i-slid~ Pit 
PLAYERS: An audible "cl ick" emanates from under the well 
manicured lawn outside of Briarwood Castle. Suddenly, a gaping 
hole opens be11eath your feel, revealing a dee/J, darkened fJit f i/led 
with sharpened spears wedged into the ground. 
GM NOT ES: Each Character in the party mus t save against DEX 
(at a penalty of +3) or fa ll inw the pit, su ffering 3D6 HTK of 
damage. Characters who survi ve may cl imb from the I 0'-square 
pit with no negative modifie rs 10 the roll. 

/Rusi Monsler(s) 
PLAYERS: From the corner of your eye, you see brief movement 
prior to the rapid attack of two aggressive rust monsters. 
GM NOT ES: Roaming the outer lawns of the Castle a rc two rust 
monsters, which will attack the PC wearing the most metal. 
(2) Rust Monsters 

HTK: 36, 32, AC: 2 
MV: 18". AL: ;\!eutral 
AT: 2, DM: Nil 
INT: Anima l 
THACO: 15. SZ: M 
Specials: Any meLal touched turns to rust. 

/No Encounter 
PLAYERS: As you wend your way toward the Castle, something 
appears to move off to the side. A moment later, the area is once 
again undisturbed, save for your own trespass. 
GM NOTES: The Characters may choose to investigate the event 
depicted here; however, nothing wi ll a rise from their inquiry (GM 
discretion). No encounter shou ld occur this round. 

/Expresslide 
PLAYERS: Suddenly the g round collapses, forming a natural 
landslide w hich w hisks you, u11prefJared, directly toward the 
Castle's moat. The journe)' sees you plummeting head-long into 
the murhy depths, sinking slowl)' to the muddied bouom. 
GM NOTES: This is a magical hole which randomly appears 
\vi thin the Castle's outer lawn area. T ravel time to the moat once 
the party has been engulfed is I D4 rounds, during which time each 
PC will suffer I D4 HT K of damage per round from root and rock 
debris damage. 

Once the Characters have fallen into the moat, proceed direct ly 
to The Moal, where the pany will be auacked by the undertoad. 

/Blinb Doqs 
PLAYERS: Without warning, a pack of savage dogs appears from 
now here a11d runs crazily al your party. 
GM NOT ES: This round, the Characters will be auacked by 16 

dogs. T he pack constan tl y wanders the outer lawn, normally 
breaking up into small packs, but occasionally regroupi ng to 
maximum force. 

Blink clogs have been tra ined to avoid a ll traps and o ther 
mo nsters within the outer lawn area. S imilarl y, the dogs will not 
approach the castle moat: they fear the undenoad. 

(16) Blink Dogs 
HTK: 2'1 (x8). 30 (x8), AC: 5 
MV: 12", AL: L. Good 
AT: I. DM: 106 
INT: Average 
TF-IACO: 15. SZ: S 
StJecials: blink dogs auack from behind 75% of the time. 

/Inferno 
PLAYERS: !Is you ap/Jrotich Briarwood Castle, seemingly 1mdis
covered, the ver)' air around )'OU sudden[)• grows 111trnse with a 
suffocating heat. Flames pour from the ground itself a.) 1he entire 
area bursts i11to a raging inferno. 
GM NOTES: Each PC caught within th is a rea suffcrs6D6 HTK of 
fire damage; a save against DEX (at a penalty of +4) may be 
a11cmpted for ha lf damage. as the singed PC lithely leaps away. 

If this trap is engaged, guards wil l a utomatica ll y summon a 
Castle wizard to cast a Continual Light spel 1 o n the burning area. 
Characters sig hted on the outer lawn wi ll be a ttacked by the 
combined force of the Castle·s comingent. However. guards will 
not venture o u1 onto the lawn itself, as they arc prone to its 
defenses as wel I. 

/No Encounter 
PLAYERS: A dry, cool breeze whips across the lawn, billowi11g 
)•our capes and sweeping back your hair. A brief, unaccustomed 
shiver runs along your s/Jine. 
GM NOTES: Read thi information with a deep ma levolence in 
your voice. No thing shou ld occur here, as the Characters wi ll 
experience no cncoum er. However, to keep the Players imerested, 
the CM might wish to ro ll some dice or write furr ively o n some 
scratch paper, im p lying that something is really about 10 happen. 

/Invisible Stalker 
NOTE: Prior to th is encounter, determ ine randomlv which 
Character will suHer the following attack. · 
PLAYERS: As the party heads toward Briarwood Castle, sud
denly, g reat, gaping claw marks appear across [Character's 
Name}'s chest, fresh blood pouring from the wounds. 
GM NOTES: Wandering throughout Briarwood Castle's Outer 
Lawn are six invisible sta lkers who randomly scout the a rea. 

Invisible Sta lker 
HTK: 8D8, AC: 3 
MV: 12". AL: Neutra l 
AT: I , DM: 4D4 
IN T: Hig h 
THA CO: 12, SZ: L 
Specials: Surprises on I ·5 on I D6. 

Anyone a ttacking a stalker for the first time has a -2 penal ty 
on his/ her " to hit". 
Magic Resistance: 30% 

The Moat 
When the Characters enter this area, the GM should roll I D6 to 

determine which of the following encounters (if any) occurs. 

NOT E: Encounler 5 and Encounler 6 involve a ttacks by the 
undenoad. If the PCs a re not encountering the undenoad as a 
resu l t of events experienced in previous encounters (4/Expresslide 
from the O urer Lawn, for example) and the roll is a 5. substi tute 
6/Underload (II) for this round. 

/Bank Gives Way 
PLAYERS: As you traverse the perilous area surrounding the 
Castle m oat, the earth beneath your feel suddenly gives way, 
plummeting you headlong into the murky, muddied depths. 

GM NOTES: Once the party plunges into the water, a rmored PCs 
will begin to sink, reaching the moat's bottom in I segment (6 
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seconds). Unbuckling armor to I igh ten loads takes 2 rounds, while 
forcefu lly removing armor (cutting sLraps, etc.) takes 1 round, 
a lthough this method wil l ruin the wearability of the armor. 

A Character will drown if remaining underwater for more than 
(STA/ 2) rounds. Unarmored Characters plunging into the moat 
who save against DEX at +2 may tread water. 
NOTE: Once a Character fa lls in to the moat, there is a 33%chance 
that the CharaCLer(s)' thrashing wil l auract the undertoad . If this 
occurs, proceed to Encounter 5 in this section . 

/No Encounter 
PLAYERS: As you move along the edge of the Castle moat, an 
arrow flies direct/)' into the center of the group, narrowly missing 
the last party member. 
GM NOTES: This is an errant arrow, acciden1.a l ly shot by a rookie 
guard pulling duty in Lhe party's proximity. Any Charac ter 
successfully rolli ng against his/ her INS (wi th -4 modifer) can 
re trace the a rrow's path LO its origin (nearest g uard station). At GM 
discre tion, the party can overhear the two guards' conversation: 

"Private," one guard cries. 
" Yes, sergeant," responds the private. 
" You must be more careful w ith your equipment, son. You 

could put someone's eye out." 

/Mud Men 
PLAYERS: As you w alk along the precifJitous edge of the Castle's 
moat, the very mud which composes the moat's walls forms into 
several vaguely humanoid shapes. The shapes suddenly project 
great globs of mud upon your feet, slowing your movement. 
GM NOTES: These mud men will initially attempt to slow the 
party's movement by encumbering the PCs' feet in mud. Immedi
a te ly thereafter, the mud men wi ll auack, engulfing the PCs with 
their viscous bodies. 

(IDB) Mud Men 
HTK: 4-7D8, AC: 10 
MV: 611

, AL: Neutra l 
A T : 2, DM: suffocation• 
INT: Low 
THACO: 15-13, SZ: M-L 
• (A Character engu lfed by a mud man wil l suffocate in 
STA/ 2 rounds.) 

/No Encounter 
PLAYERS: As you move along the perilous moat ledge, strange 
bubbles and unusual ripples begin to form on the w ater's surface. 
GM NOTES: The effeCL the Characters witness is Lhe unden oad's 
length y tonguewhippingout to capture some underwater meal. If 
the Characters look into the waters, they can see what appears to be 
a long, pink cord racing past them and then reu·eating. However, 
no event should disturb the party"s progress this round. 

/Undertoad (I) 
P LAYERS: As you try to f ree yourself from the moat's icy grip, you 
suddenly experience a strong pulling sensation, as if gravity 
within the moat hcid increased tenfold. Your efforts now seem to 
no avail, as you are dragged helplessly to the moat's bottom by an 
irresitible undertow. 
GM NOTES: The pull is being created by Lhe undenoad living 
w ithin the moat. 

Undertoad 
HTK: 83. AC: 7 
MV: 6"119", AL: NeuU'a l 
AT: I, DM: 2D6 +drowning 
I NT: Exceptional 
TH A CO: 9, SZ: L (25' long) 
Specials: Illusion . 

Undertow. 
Undenoads possess the followi ng psionic abilities: Clair

audience, Clairvoyance. Detect Magic, Domination, Expan
sio n, In visibili ty. 
Psionic Ability: 200-300 

Attack! Defense Modes: A/ G,l 
/Undertoad (II) 

PLAYERS: Glancing down into the muddied waters of the Castle 

moat, a shining glint catches your eye. Bu ried amid I.he slimy m oat 
walls, a mere 2' beneath the surface, rests a g lowing crystal orb, 
/Ju/sating with a brilliant energy. 
GM NOTES: This image is merely an il lus ion o·eated by the 
unden oad, who will a ttack the first Character to approach the 
moat's edge. rocketing its sticky tongue out from amidst the 
ill usio n (Surprises on 1-5 o n I 06). If no Character approaches the 
edge, the undenoad wil l sti ll auempt theauack but at-2 "to hit" as 
a result of the increased d istance and angle. 

See 5/Undertoad (I) for undenoad s ta tistics. 

CASTLE ENCOUNTERS 
\l\lhen the Characters enter an area of Briarwood Castle not 

designated wilh a specific le tter (and, as such, given its own t~xt 
description), the GM shou ld rol l I 020 or choose to determine 
which of the following encounters (if any) occurs. 

During these encounters (and the party's en tire excursion 
througout the Castle), be aware of how much noise the PCs· 
actions would create re la tive to whether or not the noise would 
auract the Castle guards' a ttent io n. 

Once an a l.arm has been sounded in the Castle. twelve Black 
Lotus Guards and fou r spotted lions will arrive at the s ite within 
I D'l rounds (see 14/Spoued Lions for statistics). 

/Guards 
PL AYERS: As you work your way through the first floor of 
Briarwood Castle. your actions are noticed by one of the Castle 
guards, a brawny soldier w ho quicfd)' approaches the party, his 
hand resting ufJon the hilt of his sword. 
GM NOTES: T his guard is not particula rl y look ing for trouble. 
H is respons ibil ities are to patrol for tr<'spassers and to provide 
directional assistance to visitors of the Castle. T he g uard will 
initia lly ask the Characters if they requ ire any assis tance. If the 
response is negative, the guard will re turn to his paLrol ; if the 
response is positive, the guard wi ll oblige by answering the party's 
question(s) as truthfully as possib le (G M discretion). 

If the P Cs act unusual ly nervous or behave strangely, the guard 
wi ll deal wi th the party in a ma nner LO arouse the least suspicion. 
then n<)t ify his superior and o ther level guards. If the PCs a uack or 
cause any other unusual disturbances (charming a no ther g uard to 
leave his post, etc.), the guard wi ll immediately sound an a larm 
(blowing his wh istle) and auernpt co subdue the pany. 

I Janitorial Mishap 
NOTE: Prior to beginning this section, the GM should randomly 
determ ine which Character wi l l experience the encou nter. 
PLAYERS: {Character's name], as you walk along the Castle's 
hallways, out of the corner of your eye you see the telltale glint of 
steel just before the metal cuts ti small patch from your clothing. 
From around the comer, a janitor climbs down from h is ladder, a 
fJlasler-filled pallet in hand, apologizing profusely. 

"Oh, I can't tell you how sorry I am. I was sealing ufJ some 
cracks nem the ceiling and just lust hold of my trowel." The old 
man takes a dirtied rag from his pocket and wipes several beads of 
sweat from his forehead. " Oh, please don't report me; I've only 
been here three weeks and the demerits would discredit m y w hole 
family. If there's any wa)' I can make this u fJ lo you. . . .'" 
GM N OTES: T he old man is one of the many jani tors who does 
work throughout Lhe Castle. If the PC whose clothes \Vere torn 
prOlests . the janitor will offerto take tha t PC (and tha t PC o n ly) to 
the royal ta ilor for repa irs. T his would a llow the PC an oppor
n mity to briefl y survey Lhe second and third levels of the Castle 
from a distance, ass/ he was escorted to the tai lor 's chambers. 

If this occurs, the ja nitor wil l summon a guard he knows to 
escort the Character to the ta ilor 's area (Third Floor: Room D). 
expla ining the situation a nd the "City-State's responsibility to 
repair the garment. ·· If the Character behaves nonnall y, s/ he can 
survey the a rea unmolested . perhaps even asking some questions 
of the guard during the time. Once the garment has been repaired, 
the guard will escon the Character back to this location. 

/Senator 
PLAYERS: Walking rather rapidly past the party with fierce 



determination toward a nearby door isa cloaked /igure /Jossessing 
light blue shin and pointed ears. H is /lice oddly contorted, the 
man's progrt·ss seems errat ic, hindered occasio11all)' b)• minor 
s/Jasms and brief /Jtwse~ in l11s walking. 
G~I i\OTES: This m<ln is Cy. one of B1iarwood's p1ominent 
srnator . Hr is heading for 1he nearest bathroom. his conw11 ions 
and spasms a res11l 1 of his las1 such trip being overrigh1 homs ago. 

If thl.' PCs anempt to speak 10 Cy prior 10 thl.' senaror 's reaching 
the bathroom. he will brush 1hem off impatientl y. suying, "Sorry. 
Can't wlh 11ow - gotta go." 1f they w<1i t uru ii Cy l'Xi ts the 
ba throom to approach him. the senator wi ll ig11orl' the PCs. 

The best plan is for the Characters lO fo ll<>w Cy into the 
ba throom and attempt to subdue him. In 1his manner. one of the 
PCs could then posl.' as the senator in a magically-enhanced way, 
po~sibly gai ning t'mrance to normally·prohibi1ed C:astlt· areas. 

/No Encounter 
PLAYERS: ll't1ll1ing into your view is a regall)•·clad. robed figure. 
As it a/J/Jroaches. you see that it has a bright red slwll for a face, 
w hich Ila!> " hideously·mllln .1olenl smile. 

The frightening figure looms closer and closer and, w hen 
merely <1 few )'a rds away, turns abruptly, angling vff toward the 
ramp letuli11g to the senatr· dome. 
GM NOTES: T lt1.: figure is Shado\\'hawk. '1 Sl' llator of Bricirwood, 
who is on his way to lhC SenaLe Chambt•r (Third Floor: Room A). 
L'nk~s provoked , Shadowhawk will not an aga inst thl.' PCs: he 
ta ke~ no no liCI.' of the part>. This cncountet is dcsignt•d LO p1 ovide 
a minor divc·r ·ion and should no t clllai l :i ·prcific l'\'Cllt. 

If 1hc CharacL<'h a ttrmpt tocon\'trse \\' ith hado\,·hawk. lw will 
di mi · them. saying . " / haue importa111 busi11e~~ to w /11 ch I must 
lit/end ... If the pa1 t)' persists. Shadowlrnwk will summon several 
guard~ and 01dt·1 th1.:m to han· the PCs ejtunl h om 1lw Casile. 

/Greenhorn Recoqnition 
PLAYERS: From behind you com es a brush and commanding 
voice. "Hey, wail a minute .. . how 'd )'OU get 0111 of your cells?" 

As you turn around to face your accuser. you come /llce·to·/ace 
with one of Briarwood Castle's new recruits. a one-Jnmdred·thirt y 
pound soldier w ho stands all o/ /ive·/oot·/ive. Slowly, his enthu· 
siasm climi11ishes; his voice grows hig h-pitched tmd strained. 

"So ... um ... you guys .. . uh .. . haue your ... release papers?" 
GM NOTES: As 1he PCs were not given release papers b)' Oowons. 
they will most like!)' have nothing official to show 1hc jun ior 
guard. If the PCs auempt to explain their situ;uio n (truthfully or 
no t). the g uard will grow increasing ly ne1vo us. begin sweating 
profusely. and will turn and run directly fo1 the Rcnu i1s' Barracks 
(floor I : Room D}. 

If the guard ge1s 10 th1.: barracks. no one there· will believe the 
guard's story. If the PCs follow the guard into the barracks, 1he 
o ther guards will come to auemion. one of 1hcm apologizing for 
Lhe first guard's insolence. assuming the PCs lO be Castle visiwrs. 
NOTE: This guard is a Ski ll 2 Black Lotus guard (sec Guards for 
statistics). If any conflict is not disguised or held away from view of 
mherguards, the action will draw anent ion and cause alarms LO go 
off. su mmoning all off-duty soldiers to the site in I 0 11 rounds. 

/Dra~on Guards 
PLAYERS: A /Jatrol of two Dragon Guards notices your part y. 
U 11shea1hi11g their weapons, the g uards hurriedly wll lk toward 
you. scowling menacingly as the)• ap/Jroach. their hand-held 
crossbows trained upon you. One of the g uards eyes you sus· 
piciously and says, "Stand where you are, citizens. State your 
business." The other guard circumvents the party, mllinlllining a 
five-foot-distan ce, his crossbow and sword f)oised 1hrea1enir1gl)1. 
GM NOTES: Unless located on the th ird floor of the Castle 
(Lucius' and Cassandra's floor). the Dragon Guards will be 
relatively civil to the PCs unless provoked and will accept 
reasonable answers to permit funher passage into the Castle (GM 
discre1ion). If pa1rolling the thiild floor, the guards will demand 
iden1ification and clearance for the PCs. presence. not hesitating 
to auack at the leas1 provoca1ion. H auacking, the guards will first 
shoo1 1heir sleep-i nducing bolts at a ny apparently magic-using 
PC(s). 

Beginning the second ro und of combat. the guards wil I summon 
the lc\·el's four spot1ed lions to assis1 1hcm (which will arrive in 
I O'i rounds). If combat is going against 1he guards/ lions after 6 
rounds of baulc, thl.' guards/ lions will alert Lill.' remaining Castle 
gtrnrd · for assis tance. 

/Lost Child 
l"OTE: Prio1 to beginning this section. 1tw GM should randomly 
detcnnine which Character will experience the enroun1cr. 
PLAYERS: Wal/{ ing along the darhened hallways, {Character's 
Name/. you feel your fool strike som ething low along the wall. 
Suddenly, the low, pitiful sobs of a small child, 1w more than Jive 
years old. rise to your ears. As the little girl sees your party, she 
scrambles to her feet, tears streaming down her /flee. 

"Oh. please help me," she pleads. " /don't k11ow where my 
mommy is. I uienl lo the bathroom and when I came back she was 
gone. I looked and looked but got tired so I sat dow11. Please help 
me /ind her . ..... 
GM NOTES: If the Characters do no1<1ssist 1he liulcgirl (directing 
her to a g uard. w the fron1 of the Castle. etc ). she will begin crying; 
if this happens, there is a 75% chance 1hc girl's cries will summon 
two patrolling guards. When 1hc guards arrive. if 1he PCs arc no 
longer prcsen1. there is a 75% chance the g irl wi ll 1cll 1hc guards 
thal she saw the party. Otherwise, the girl wi 11 be so pleased LO have 
found help tha t she wi ll forget about the Charanrrs. 

If the Character are still present when the guards a rri ve. play 
should immediately proceed to 12/Bribable Guards. 

/Emissary 
PLAYERS: From down the hallway walks" small, yellow-robed 
ma11 accom/Ja111ed by four large. armed bodyguard~. ti s the group 
a/>proach1·s your /J<irty, the g1wrds forcibl y .)h<we jour of )'Ollr 
number lo the walls, blurt mg in a thick accent. " Out of the wa)', 
cretins. Pa y heed 10 the honorable f eriohm A /la y. chief em1sSllT)1 of 
the Out lands District ... 
GM :'\OTES: If lh<' Characters show any 1esis1a nce. the body· 
gua1ds will immcdiatdy draw their scimitar and a 11ack. defend· 
ing both A l la{s prid~· and his perso11. II tlw Characters yie ld. 
Alloy's group will pass \Vith no conflin. 

Tlw bodyguards have the same ~tatislics as Kia ck l.0 1 us Guards, 
' kill 5 Fighters . . l.'c tlw Guards section for approp1 iatl· statis1ics. 

/Lucius (I} 
PLAYERS: Surrounded by eight extremely formidable-looking 
Dragon Guards, Lucius II, Overlord of the City-State, walks 
haug htily throug h the Castle toward its main entrance. H is g uards 
co11slan1ly g la11cing lo all sides, Lucius gazes at you a11d gives a 
slight nod in your direction before conli1111i11g down the hallway. 
GM NOTES: Lucius is leaving the Castle on City-Staie business. 
His recognition of the Characters will go no funher than his nod; 
he will not talk to 1he Charac ters under any circ:umsrnnces. 

If his guards confront the pany for whatever reason (susricious 
actions. a PC approaches Lucius, e tc.), Lucius will l111ervene, 
stali ng that the PCs belong in the Castle and mean him no harm. 
This immunity shou ld extend only to Lucius· perso na l escon and 
onl y for this round; should the PCs ever encounter o ther Cas tle 
guard~. lhc PCs will be questioned/ treatrd normally. 

/Lucius (JI) 
PLAYERS: Surrounded b)' eight extremely formidable-looking 
Orago11 Ctwrds, the Overlord. Lucws II. wal l:s lwughtil)1 through 
the Castle tow(lrc/ its main entrance. I/ is guards co11sw111ly glance 
10 (I/I sides. Lucius llbsrntly ga:es about thr C<1~ 1le . 1ahi11g no 
11011ce of his sunoundings. seeming/)' dcC'/J i11 thought. 
G:\1 ~OTES: Lucius is s imply leaving 1hc ca~tk on City·Sta1e 
busi n C'~s. He will in no way acknowlf'dge tht.: pn:scncc of the 
Char<1cttrs under any normal circumstances. 

Prior lO lc<1ving tht.: Cas tle, Lurius will inform the guard 
commandt·r of the party's presence, location , l'tC. and n ·quesl that 
six Black Lotus Guards be sent to investigate tht m (request papers, 
ask their hu ·iness. t' tc:.). Lucius is doing this primartl) 10 test lhC 
PCs' reactio ns and basically hinder their actions. 

If th1.: Charnctas cannot olve their siwation. thl' guards will 
denrnnd the Character rdinquish their weapons and 1,·ill anempt 
to imp1 i on the pany in the Holding Cell (Basemen!: Room K). 

9 
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/No Encounter 
PLAYERS: From 11earby, you hear a low, growling sound. You see 
the silhouette of a large lion as the growling sounds grow progres
sively louder. Then, another silho11e1ted figure . easily recognized 
as that of a Bfock Lotus Guard, moves slowly into i1iew. The 
figure, hands outstretched, then says so111ethi11g to the lion. which 
/Jromptly ceases its growling and allows the guard passage. 
CM NOT ES: Characters wishing to may attempt a save against 
IN to hear what the guard said to the patrolling lion. Success will 
1e\'cal the lion ·s password (changed weekly). 

/Bribable Guards 
PLAYERS: You are intercepted by two patrolling guards. 011e 
bloc/is your path, arms folded across his massive chest, as the other 
leans against a nearb y wall, smirking; the former glares al you, 
sayi11g, " Well, what's all this, then . .. . ?" The latter says. half
laughing, "Sure looks like somebody's where he doesn't belong!" 
CM NOTES: These two Black Lotusgua1ds will continue to play 
the "good-guard/ bad-guard" routine; the fo1mer (standing mid
ha llway) will threaten LO imprison the PCs while the lauer 
(leaning agai nst the wall ) wi ll oHer to allow the PCs passage if 
"convinced of their business· merit" (given a bribe). 

The guards' minimum acceptable bribe is 10 gp (or equi va lr m ) 
Lo let the pany continue unmolested. If the Characters initial ly 
1efuse Lo pay the bribe. the two guards will "encourage" their 
contribution through several punchc and threats ("'Th ings ca11 
get tough around here if you do11 "t pla)• lhe game" and .. Y'k11ow. 
for every situation there·~ always an easy way and a hard way out"). 
Ir the Characters still refuse to pay, the g uards wil I sound an a larm 
and take cred it ror locating hosti le intruder~. 

/Senate Courier 
PLAYERS: Walking brisk!)' toward the Castle's main entra11ce. a 
)•Otmg, white-robed boy carryi11g an armload of documents and 
enuelopes heads directly toward your party. ll'he11 110 more tha11 
ten feet in front of you, tlte lad hits a slick spot in the Castle's 
marble floor and flies head-over-heels into a nearby wall, landi11g 
unconscious at yoia feet. 
GM NOTES: The you ng boy is a courier ror one of Briarwood's 
~ena t ors. H e was carrying many important lega l documents LO the 
~enator's city residence when the accident occured. Unfonunately. 
Lhe lad " ·ill remain unconscious for t he dura 1ion of the encounter. 

If the PCs ig nore the accident, the courier will be discovered b} a 
Castle guard in I 0'1 rou nds and will be 1aken to the Castle Chapel 
(Second floor: Room 0). If the PCs summon a guard to assist the 
lad, play proceeds immed iately to 12/Bribable Guards. 

If the PCs rummage 1hrough the courier's papers, they can find 
t ile fo llowing papers. After the founh round o f searching, the 
party wi ll be discovered by two guards (go to 12/BribableGuards). 

Round 
I 

3 
·I 

Paper 
:\lenu fo1 wnatorial meal~ 

next '"<'t·k. 
Lcg::i l "1i1 f1 cc pas~age 

into Castle. 
Pi opo~ed new amendmc·nr. 
Sponed I ion password fo1 

next week. 

:'\OTE: Theonl)' i1em of any ,·alue to the Characters wou ld be the 
legal writ ,,·h ich uggcst~ the Character(~) ha\'e proper reason w be 
in the Castle. As the writ 1rally only a llows entrance to (not flee 
tnl\·e rsal o f) the C;1~t le. a Character mig ht need to explain hi~ 

lrns i ness a nd try to convince g uards s/ he bdongs inside the Castle. 

/Spotted Lions 
PLAYERS: From 11earby, yuu hear a low, growling so1111d. Soon. 
)'OU see the silhouPttes of two la rge !tons. The shapes approach a.1 

the growling so1111ds grow progressively louder. 
CM :\OTES: The animals approachi ng the pany are two spo11ed 
lio11s. em ployed by 1he City-State to roam the Castle as guarch . II 
the Characters do not i.ay the password (poH'llliall y revealed i11 
Random Encounlcr 11 ) which wi ll instruct tll l' lions to a llow till' 
party passage. the lions will a11ack. 

(2) Spoiled I.ion 
f!TK: 10. 12. AC: 5 6 
.\II ' : 12". , II.: :"\cutral 
, / T::! 
/) ,\/: 1D I l 1}1 lD 12 (claw cla1" bite) 
l .\'T: Sr•111i· 
T/11/CO: l :). Sl.: L 
.'\/)t•nti/1: :\nark~ ,,·ith 1n11 <la,,·~ !01 20 I 2D I 11 l"K of 
d.11nag<'. 

\u1 pr iw\ on h on a l . 

,\ bo known a~ t<t\(' lion~ . \p1111~·d lion' art· lai gt·1 ' ll\"< i11w1b of 
the t omnwn I inn. 

/Lucius' Ghost 
PLAYERS: A midst the very air in fron t of you, an image of Lucius 
I appears, amilessly walking the corridors of Briarwood Castle. 
His visage is one of anguish and deep contemplation. His 
transpare111 figure then turns to you and moans, 

" I could a uile unfold whose lightest word! Would harrow up 
thy soul, freeze thy young blood,J/\lake thy two eyes like stars 
start from their spheres,!Tlt y /molted and combined locks to 
part.111 nd each /;articular hail' to stand on end, / Li/1e quills upon 
the fretful porcupine.I But this eternal blazon must not be/ To 
ears of flesh and blood. List , list, 0 list!" 
As suddenly as it appeared, the ghost's image shimmers and 

fades from view, leaving the hallway dank and cold. 

GM NOTES: The image is the ghost of Lucius I. Overlord of the 
City-State prior to his son . Lucius II. T he calamity to which the 
g host refers is the force behind the evi l spreading throughoul 
Ca landia. Lucius I learned that the god of a ll creation wem insane 
and loosed primordia l evil upon the City-State; from that poim 
on. Lucius dedicated his entire forces LO preparing for and com bat
ting the influx o f evi l. 

Un fortunately, Lucius I was s1ruck down by a mysterious 
lighming bolt before he could complete his mission, which the 
Invincible Overlord, Lucius II. has undertaken in his fa1h er 's 
stead. Lucius I now exists in the Astral Sphere, in which he 
proclaims the horrors to befa ll Ca landia. Occasionally, his ghost 
materia lizes on this Sphere Lo forewarn ils inhabitants; s ightings 
of Lucius l 's ghosl, a llhough rare. have been documellled. 

A normal ghost, Lucius I may be turned: if turned, Lucius's 
ghost will :.imply disappear. If an) PC allempts to imerfere with 
or disrupt Lucius' speech (failed turning. auack, etc.). the ghost 
will scream , causing all cre<llurcs within range LO age 100'1 years. 

/Castawa't 
PLAYERS: Darting from darh comer tu darh corner. a small, ratty 
figu re s1.1dde11ly runs directly into the center of your party. The 
telltale flash of steel glints uj)ward from the figure's hand. which 
whips back and forlh. daring a11)1011e to intercept it. 

G.\1 :\OTES: The figure is th(lt of a small . eight-)ea1-old boy. a 
nearb} re~ide 11L who was challenged b) his friends to ~uccessfull y 
spend 1.hc· night in Briarwood Castle. The youngster has statistic 
equi va lr m to a Skill I thief and wields a norma l dagger. 

If the PCs ques tion the chi Id, he wi 11 initia ll y claim w be Lucius 
and Cassandra's o nly son; on runher ques1ioning (if any). the lad 
will t1111hfull y explain hi:. :.illlation. If the PCs que~lion him 
abou11hc: Ca:.tle. the child can te ll the party about the two spotted 
lionson thi~ lc,·el: if pressed. the boy will claim LO know the lions· 
-ecurity pa~:. word which he will reveal for the PCs' promise not to 

re\'eal his p i c:~ence (the password he revea ls will be false). 
If the Cha1actns auempt to a1tack the: boy. he wil l begi n to 

:.crea m (bt' l icv ing himself caught an yway) and will au em pt to flee. 
If the Characters offer to a l low the boy to accompany them. hr will 
decline and ay "'if I were to join you. m)I bet would be lost!" 

/Cler~man 
PLAYERS: From down the hallway comes lite sound off ootsteps. 
Approaching the party is a small figure loaded with various books 
and papers; as the figure draws closer, it is apparently a man 
dressed in holy robes, from whose side pockets protrude several 
large candles. A small rosary dangles from one outstretched hand 
which runs along the wall, guiding his way. 



!Is the man /rnsses b)', he mumbles a 11earl)1 inaudible " Excuse 
me" just prior to trippi11g 011er his robe. Books and papers fill the 
air i11 a flurry as the man tum bles directly at your feet. religious 
pamphlets am/ items liueri11g I he Castle hallway. As he collects his 
belongings. the ma11 glances briefly al your par/)'· his e)'esgrowing 
wide, his jaw dropping 11oticeably. 

··oh, my goodness," the man exclaims. beads of sweat breaking 
out upon his forehead, "it ca11·1 be ... it can"t be!" 

GM NOTES: T his man is a clergy member of Lucius' Priva1e 
Chapel (Second Floor: Room N). He is preparing for tomorrow 
morning·s service. T he item:. he carries are simply li w rg ical 
writings. blessed candles. etc. for use in the ceremony. 

Theclergyman 'sappearancecan provide 1he GM ,,·ith a method 
o f either assi 1ing or hindering the PCs. depending on 1he party's 
progrc s 1hus far in the adventure. If 1he Character arc doing 
extremely well in the adventu1c. meeting with lin le or no 
resistance as they mow throughout 1he Castle, the clergyman 
could recognize the Characters as villains and ca l I immed iately for 
assis tance. ( In th is case, the man could be saying. ·· . . . it can 't be! I 
saw you imfJrisoned. Guards! Guards!'') 

If the Charaners have done 111odera tely well in the adventure. 
encou11tcring some opposit ion but dealing wi 1h it form idably, the 
GM could again test the PCs' wi ts by having the clergyman 
recognize - bu t perhaps not quite p lace - the PCs. The ma n 
shou ld claim 1hc Characters look familiar: if the Characters say 
nothing (or perhaps even a ttack or fl ee), the clergyma n cou ld 
remember the Characters and sound the a larm. Alternately. if the 
PCs devise some clever s tory as to why the clergyman recognizes 
them (or. fu rther. assist him in collecting his arucles), the man 
could accept 1heir help and not repon them. ( In th is case, the man 
could be saying something innocent such as. ·· . .. it can '1 be! 0 11e 
trouble after another . .. I'll never sort this out now."") 

Finall y. if the Characters arc having great difficulty in the 
adventure, constamly expe1 iencing obstacles to impede their 
progress. the clergyman cou ld po tentia lly assist the party in some 
way. While the manner in which the clergyman will help the party 
is a t CM discretion, methods could incl ude d irecting the Char
acters to a particular room/ fl oor, in forming the Characters of the 
spo tted lions' password, etc. ( In this case. the man could be saying 
something else innocuous such as, ·' .... it can't be! (reaching to 
his back) 1Wy back . . . I'm healed. Gods be prnised!' ') 

In a il)' case, if the PCs a ttack the clergyman, he will scream for 
assistance immediately. If the Characters act unusual. the clergy
man will inq uire as to their business in the Castle (pan icularly if 
1he encou nter occu rs a t nig ht) a nd may grow suspiciou s of 1he 
party. Ull imatcly. the clergyma n should be viewed as a GM aid, 
availablt' to moderate the PCs" progress throug h the adventure. 

/Cassandra 
PLAYERS: Surrounded by eight extreme/)' formidable-looking 
Dragon Guards, Lady Cassa11dra. co11sort to the Ouerlord, walks 
rapidly through the Castle, peering into nearly ever nook and 
cranny, f uriousl)' spouting instructions to an assistant. Her guards 
co11stantly glancing to all sides, Cassandra absently glances at 
your party, her regal 11ose turning up l'Ver-so-slightly. 

GM NOTES: Any PC saving aga inst 1, Scan overhear Cassandra's 
d ialogue, which reveals tha t she is s izing up the Castle for indoor 
plamsand other decora tion . One or Cassandra's g rea test incerests 
is the cultivation and development of plant life (much o f her time 
is spem o n Briarwood Castle's roofto p. which houses a vast garden 
area). Lately. her fascina1io n has led her to decorating wit hin the 
Castle, particularly on the up per interior levels. 

As Cassandra has noticed the party (to her disp leasure), if the 
PCs even approach her group. she will order the eight Dragon 
Guards accompanying her to stop the party and eject the PCs from 
the Castle. Similarly, if an y Character s tares a t the Overlord's 
consort: Cassandra. wi ll order two guards to investigate the party, 
req uestrng papers and a reason for the Characters· presence. (See 
Briarwood Casile: Guards for guard stat istics.) 

The visibility of being the Overlord's consort o ften makes 
Cassandra uncomfortable. especiall y during tense times such as 
those under which the City-S1a te presentl y exists. T hus, Cassandra 

is ~as i l y dis~L~ietcd around commoners (although she a lso tends 10 
<'llJOY excrns111g the power he ho lds as Lucius' wife). 

/No Encounter 
PLA \'ERS: From flm1dst tit<' Ital/wa y shadows deep int /I(' comers 
of Briarwood Castle emt'Tges fl tflll. dark figure. the white outline 
of <1 j)(ln/ /ier's head embla:oned on its chest. trat1el111g slowly, 
silt'11tly along lht' Castle'.) in11rr ~a11ctum. 1 l'ith a subtle tum of its 
rowh•d head. the figure glallle" flt )'Our part )' /Jrior to b/e11d111g 
bad~ 11110 the shadows. i•a111,h111g as m ysteriously as 11 appeared. 

G~t ~OTES: Tlw figu1e i~ actually a member of 1ht· Bia< k Pani her 
~t'< l. a group of Cala nclian 1h icvcs operating ou t of Briarwood. 
The figurt· will no1 Himm un irnte wi 1h the pany in m1~ ,,·ay. a) this 
cncou nl l" t i3 de igncd to prO\·idt· the Charant'r~ wi1 h a minor 
cl iw 1, io11 ;111d shou Id not l'll ta i I m1y specific e,·c111 . 

/Fire 
P LAYERS: II /Ju 11ge11t, biti11g aroma suddenl)' fill s the air of the 
expansive stone hallways of the Castle. The bollom of a large 
decorative curtain is aflame flS black smoke rises to the ceiling. 

GM NOTES: lmmediatr extingu ishingof the fire will resu lt in the 
incident going un noticed by C.1stle guards. If the Characters do 
1101 extingu ish the fire. the e111 ire curta in wi ll be ablaze in 3 
rounds, I DtJ rounds after which fo ur Black Lotus Guards will 
arrive to douse the flames and an all-Castle alarm wi ll be sou nded . 
a lerting personnel 10 the situa1ion. If the Characters are presem 
when the guards arrive. they will be questioned regarding 1he blaze 
and mosL likely blamed as arsonists. 

If the Chaiacters a uack a nd subdue the guards upon arri val, the 
fire will spread and a second alarm will sound, forcing evacuation 
of the Casile. In the ensuing confusio n. the Characters could (GM 
d i~crction) rapidly traverse the Castle le,·els toward their des1ina
tion ( if known) or imply examine nearby locations. 

T he Casile"s fire contingent ,,·ill successfull y extinguish the 
fl ames 101 0 1ound fo llowing the second alarm: a t that time, 
c·,·acuatccl personnel will re turn to their posts / room s and could 
discover errant Characters. If the fire is a llowed to burn through a 
econd alarm , guard numbers will be doubled for two shifts 

fo llowing the fi re's elimination . 
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Special Dun~eons 
Old 
Bathhouse Dun~eon 
GM NOTE: All of the dungeon areas in 
this book can be used with The Ad17en1ure (if 
the PCs can gain emrance)orat any time or 
anywhere in your campaign. 

Also, Dowons/ Ral£ has control over 
these special dungeons, but he tries to stay 
out of the dungeons due to his responsi 
bilities to the City-State. 

This dungeon is [or 6-8 PCs of Skill 
Levels 16+. It is located in Briarwood and 
can be reached via a staircase in the Old 
Bathhouse (see page 41, #177 in the Map 
and Population Book ). 

The Old Bathhouse Dungeon was discov
ered when the main tub fell through the 
floor of the bathhouse, revealing a huge 
room (see Room I following). Since the 
dungeons' discovery the bathhouse floor 
has been repaired and a wooden stairway 
into the dungeon has been constructed (see 
north wall of Room I ). 

When first discovered, an ice devil 
(known as Frosty) came through the hole 
and atcacked workers repairing the floor. 
The next day, ten paladins from the Church 
of Peren were sent into the dungeon to clear 
out the evil; they never returned. Since 
then, only a select few have been gramed 
permission Lo enter the dungeon. The dun
geon enu·ance door is guarded with a 
Wizard Lock spel l and Glyphs and Wards. 
To gain entrance, PCs must get a special 
writ from Briarwood Castle. 

The Old Bathhouse Dungeon is con
trolled by four ice devils that have learned 
to tolerate and use undead as underlings. 
These greater devils have allied themselves 
with a powerful Evi l High Priest (see Room 
19). Cherus na ' Loviani , and his s idekick 
Octus, a mind flayer. 

Most times the ice devils are in their own 
Sphere, but they can be easily summoned 
(see Room 20). For all intents and purposes, 
Cherus really runs this dungeon. 

Octus has a Crystal Ball with which to 
watch the dungeon entrance. Any being 
larger than a domestic cat entering this 
dungeon will cause the Crystal Ball to glow 
blue and will follow its progress through
out the dungeon. For an in-depth descrip
tion, see Octus' statistics under Room 9. 

Room 1: ( 40' x 90') 
This empty room is accessible by a 10'

wide stairway in the middle of the north 
wall and two slanting passages leading 
down from the northwest and northeast; 
each stairway is in the north wall and in its 
respective corner of the room. 

This room is guarded by four invisible 
s ta lkers that will attack anything that 
enters Lhe room. 

All treasure in this room is immediately 
taken LO Room 9 by an Unseen Servant. 

(4) Invisible Stalker 
HTK: 64, 63, 63, 62, AC: 3 
MV: 12", AL: Neuu·al 
AT: l , DM: 4D4 
INT: High 
TH A CO: 12, SZ: L (8' tall ) 
Specials: Surprises on 1-5. 

Invisibility gives opponents -2 on 
"Lo hit" rolls. 
Magic Resistance: 30% 

Invisible stalkers roam the Astral and 
Ethereal Spheres, and, if they are encoun
Lered there in the Elementa l Sphere, they 
can be dimly seen. Otherwise, or unless 
their opponents are able LO Detect/ See 
Invisible Objects, their invisibility causes 
opponents to subtract 2 from "to hit" die 
rolls. Unless slain in their own Sphere, 
invisible stalkers are simply sent back to 
the Elemental Sphere when damage 
accrued exceeds their total HTK. 

Room 2: (40' x 30') 
This room contains the remains of 

several humanoids and is the lair of two 
four-eyed creatures. Stairs in the west wall, 
north corner lead west, and there is a door 
in the middle of the south wall. 

This room is the lair of two chaos 
ghou ls. 

(2) Chaos Ghoul 
HTK: 32, 30, AC: 4 
MV: 15", AL: C. Evil 
AT:3 
DM: ID4/ ID4/ ID6 (claw/ daw/ biLe) 
plus poison 
INT: Average to High 
THACO: 15, SZ: M 
Specials: Chilling touch - Victim 
becomes paralyzed unless successful 
save vs. Paralyzation is made. 

Breath Weapon - Putrid Gas. Vic
tim must save vs. Breath Weapon or 
cease all action due to unconu·ollable 
shaking, nausea, and vomiting. 

.Mesmerizing Gaze - As Charm Per
son spell. 

l 0% chance of encountering a Chaos 
Ghoul with magical ability - Dark
ness, Invisibility, Sleep, Steal Su·ength, 
Fear, Web, Blink, Hold Person, Sug
gestion, Demoralize, Confusion, Ani
mate Dead, Death Spell , Unholy 
Word. 

The chaos ghouls are the horrid pro· 
gency of ghouls and members (or victims) 
of particularly evil Chaos cults. Among the 
non-ghoul parents of these vile half-breeds 
are humans, ores, half-ores, goblins, and 
drow. Several decades of inbreeding have, 
more or less, created some degree of con
sisLency in the racial characteristics of the 
chaos ghouls, granting them an impressive 
assortment of traits inherited from their 
various parent races. 

Treasure: Scroll: Cure Disease, + l Mace, 
Obsidian Mask of Brel ig (see Calandia 
Guidebook for details on Lhis item). 

Room 3: (30' x 30') 
This room reeks of rot.ting flesh and 

decaying wood. Over a dozen humanoid 
bodies lay scattered about the floor. The 
room exudes a feeling of evil. There is a 
door in the middle of the north wall, and 
stairs out of the room lead ufJward in the 
middle of the south wall. 

This room exudes evil, negating all 
clerica I turning attempts and spel 1-casti ng. 

The rotting corpses are really twemy
four zombies. If any of the bodies are 
disturbed in any way, the zombies will 
animate and attack. 

(24) Zombie 
HTK: 2 (x5), 3 (x5), 4 (x2), 
5 (x3 ), 6 (x2), 7 (x4), 8 (x3) 
AC:8 
MV: 611

, AL: Neutral 
AT: I , DM: IDS 
INT: Non
THACO: 16, SZ: M 
Specials: Sleep, Charm, Hold, and 
cold-based spells do not affect zombies. 

Holy water vials score 2D4 HTK of 
damage to each one which strikes. 

Room 4: (20' x 40') 
This room is cold and gives everyone the 

feeling of uneasiness. There is a descending 
stairway leading north in the north wall, 
west corner, a passage leading south in the 
south wall, east corner, and a passage 
going north in the north wall, east corner. 

A large tapestry on the south wall depicts 
a battle in which huge, evil wraiths are 
destroying humans clad in plate mail and 
wielding glowing swords. 

If the tapesLry is moved aside or wrn 
down, a 20' x 10' room will be revealed in 
the southwest corner of the south wall. 

Three wraiths reside in this room, and 
will attack as soon as anyone tampers with 
the tapestry. Also, this room contains Lhe 



white-and-purple-dad bodies of two of the 
ten paladins of Peren that were sent here to 
clear the dungeon. The remains cannot be 
raised here; they can only be raised in the 
Church of Peren. !£ these bodies are 
brought to the Church of Peren, the PCs 
will be richly rewarded (GM discretion). 
The bodies are mangled; by the looks on 
the corpses' faces, the paladins were cruelly 
tortured. Their armor a nd swords arc 
twisted scrap metal. 

OJ Wraith 
HTK: 43, 41, 39, AC: 4 
MV: 12"/ 24", AL: L. Evil 
AT: I. DM: 1 D6 
I NT : Very 
TH A CO: 15, SZ: Yl 
Specials: Drains one energy level for 
every successful hit. 

Can be struck on ly with silver 
weapons (for one-half damage) or 
magica lly enchanted weapons(forfu ll 
damage). 

Room 5: (30' x 30') 
A 30' -wide stairway leads upward into 

this room from the corridor along the 
north side of the room. Th is area 1s emfJty. 

This room holds nothing o f interest. 

Room 6: (30' x 60') 
There is a black marble fow1tai11 in the 

center of this room. Its center /Jost is four
sided and has three rubies, one imbedded in 
each side of the post. 011 one side of the post 
is an indentation. A fourth ruby is in the 
f ou11tain 's basin. The basin, in which there 
is a grated 6"-diameter drai11, is dT)•. The 
011/y means of egress is through an archway 
in the south wall, east comer. 

The rubies are worth 1000 g p each. If the 
founh ruby is placed in the indentat ion, 
the fountain start pump water into the 
basin. A water elememal will then form in 
2D4 rounds and a ttack immediately. 

If a ny of the rubies are pried from the 
fountain. water will shoot everywhere, fil l
ing the room in 1 D6 turns. The elemental 
will form and attack in 104 rounds. 
(1) Water Elemental 

HTK: 128. AC: 2 
MV: 6"1 18". AL: Neutral 
AT: l , DM: 5D6 
IN T : Low 
TH A CO: 7, SZ: L 
Specials: Only hit by +2 or better 
weapons. 

Water elementals are, [or al 1 practical 
purposes, limited to water operations. for 
they can stray only 6" Crom their element. 

Room 7: (30' x 30') 
This room is empty, but it smells like 

roses. There are two passages leading from 
this room: one in the east wall, north 
com er leading east, and one on the south 
wall, east corner leading southwest. 

The long -deceased resident of this room 
grew roses here. 

Room 8: (30' x 30') 
This room has two exits: one door in the 

middle of the north wall, and one door in 
the middle of the west wall. Hotiering four 
feel off the ground is a 6' diameter sphere 
with a huge eye a11dele11e11 eye stallu on top 
of its head. It approaches. 

The·· phere with e}'es" is a gas spore. 

( I ) Gas Spore 
HTK: I. AC: 9 
MV: 3", AL: 1 eutral 
AT: I, D/\1: ee Specials 
IN T: :-.Jon-
THACO: 20, Sl: L 
SfJecials: If the spore is su·uck for even 
1 HTK of damage it will explode. 
Every creature within a 20' rad ius 
takes 606 HTK of damage (3D6 if a 
save vs. Wands is made). If a gas spore 
makes contact with exposed flesh. the 
spore shoots tiny rhizomes into the 
living matter and grows throughout 
the victim 's system in I melee round. 
The gas spore dies immediately. The 
victim must obtai n a Cure Oisea e 
within twenty-four hours or die, 
sprouting 2D4 gas spores. 

Room 9: (90' x 70') 
This emfJt y room is accessible by the 

secret door in the east wall, 30' from the 
south wall. 

As soon as a ll PCs enter this room, the 
door Wizard Locks behind the PCs and the 
:\1ass Invisibi lity on the room is d ispelled. 
(See the map for an in-depth description. ) 
In actuality. this room is the la ir of Cherus 
na' Loviani and Octus, a mind fl ayer. Also 
in this room arc 16 wights and 6 spectres. 
These undead wi ll do the bidding of 
Cherus. Octus, and the 4 ice devils. How
ever, if conflicting orders arc given. the 
undead will obey Cherus' wishes. 

A Crystal Ba ll is set to ''start up" when 
acti ,·ated by an y being larger than a domes
tic cat that enters the dungeon. The Crystal 
Ball will lock the party in its sights and 
fo llow the PC's anions throughout this 
dungeon. The crysta l ba ll can only trace 
the actions o f o ne 10' x 10' foot area within 
the dungeon. The Crysta l Ball's user can 
onl y see the contents of the 10' x 10' area . 
and is limited to the light used in the area. 

(16) Wight 
HTK: 20 (x6), 24 (x2), 26 (x4). 28 (x4 ) 
AC:5 

A1V: 12", AL: L. Evil 
AT: I. DM: 1D4 
INT: Average 
TH A CO: 15, SZ: M 
Specials: Energy drain - drains I life 
energy level for each successful hit. 
T he victim also suffers 1 D1 HTK of 
damage plus the H T K dice for the 
Skill level drained, i.e. a Skill 9 Char-

aner struck by a wight become . kill 8. 
Experience points drop to one below 
the former Skill level. 

Only hit by silver or magic weapons. 
Not affected by Sleep. Charm, Ho ld. 

or cold-based spells. or by Poison or 
Pam lyzat ion. 

Holy water causes 204 HTK of 
damage per via l-fu ll which strikes: 
destroyed by Raise Dead spell. 

Any human totall y drained of life 
r nergy by a wight will become a half
Sll cngth wight under control of its 
slayer. 

Wights are on ly a ffected by ilvcr or 
magical weapons. as they exist simultane
ously on the Physical and Astral Spheres. 
Thi ab o a llows them to drain life energy. 

(J6) Spectre 
llTK: 24 (xl2), 38 (xl 2). 42 (x l2) 
!IC: 2 
MV: 15"130", llL: L. Evil 
AT: l , DM: 108 
INT: Hig h 
T J/ACO: 13, SZ: YT 
Specials: Only hit by +I or better 
weapons. 

Energy dra in - chilli ng touch 
causes I 0 8 HTK of damagc and d1ains 
two energy levels from an opponent. 

Not affected by Sleep. Chaim. Ho ld, 
01 cold-based spells. 

Not affected by Po ison or Para ly1a· 
ti on. 

I Jo ly water causes a spcctrt· to suffer 
20 8 HT K of damage per vial-fu ll 
which strikes. 

A Raise Dead spell will de troy a 
pectre unless it makes its save vs. 

Magic. Any human to tally drained of 
life energy by a spectre becomes a half· 
s1rength spectre under the control of 
the spectre which drained him/ her. 

Cite~ na'Loviani 
H uman, Skill 12 Cleric 
Deity: Lovianis 
STR: IO (• !8/ 00) (+3, +6) 
INT: 15, INS: 18 (+4) 
STA: 14, DEX: 12. APL: 10 
HTK: 61, AC: 0 
MV: 9", AL: L. Evil 
AT: I, DM: by weapon/ spell 
HT: 5'2", WT: 113 
THA CO: 14 (unadjusted) 
Armor: +2 chain mail and +2 shield 
Weapon Proficimces: bo stick. morn
ing s1ar, footman 's mace, quarterstaff, 
s ling 
Weapons: morn ing star 
Spells: 81716141213 
1\ilagic Items: •Gaun tlets of Ogre 
Power, Rod of Absorpt io n (has 
absorbed 50 spell levels and has 
expended 4 (46 spell levels remain)) 

Chcrus is a studious person who doesn ' t 
exert himself unnecessarily. His slight 
build allows him to disguise himself as an 
elf. a nd his pale skin and gau n1 feawres 
make him resemble an undead. 

Chcrus trusts Oct us, but doesn ' t trust the 
ice devils. 
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Octu.s 
M i11d Flayer, Skill 14 Magic-User 

STR: 16 (0. ·d ). INT: 18. INS: 17 (+3) 
S TA: 12. DEX: 13. APL: 3 ( 17)• 
HTK: 40. AC: 5 
/\IV: 12". /IL: L. fail 
AT: 4 
DM: 2 each tt'1Hade +by weapon 
TllACO: 16 
HT: 5' 1011

• WT: 175 
IVeapon Proficiences: Staff II 
111eapons: +2 staff 
Magic Items: Ring of Fire Resista nce. 
Ring o f Protectio n. lncenseof ~ledita
tion. Candle or 111\'0cation. C1 ystal 
Ball 
Spells: 515151•1/41211 
Specials: Has the following psionic 
abilities: levitation, domination, ESP. 
body equilibrium. amal projection, 
probabi l ity travel. They perform at 
Ski ll 7 mastery. 

Auacks by striking a victim with its 
four tentacles. If a temacle hits, it will 
reach the opponent's brain in I 0'1 
me lee round and draw it fonh. imme
diately killing the creature. The mind 
flayer then devours the brain. 

Psionic mind blast - all with in a 611 

directional cone of W' diameter at the 
point of emanation and 2" diameter at 
extreme range are affected (psi on ic 
auack on non-psionic). 
1\ifogic Resistance: 90% 
Psionics: 278 

A ttackl Defense Modes: B/ FC H 
• 10 o ther mind flayers 

Octus is loyal to Cherus because he 
believes that "life is easier with a healer." 
Octus is burly and loves 10 throw a few 
spells, and then en ter combat with his 
magical staff. He will grab Cherus and 
telcpon away if the situation starts looking 
bad (GM discretion). 
NOTE: T he GM should use caution with 
Octus and Chcrus. If there is a bcucr 
way/time 10 combat the PCs. the NPCs 
should be used as best fits the situation. 

Room 1 O: (30' x 30') 
The metal door to this room is cold to the 

touch. This frigid room is lined with 
copper and is -32°F. The frozen bodies of 
unfortu11ate adventurers hang in here. 

The m etal door in the middle of the east 
wall is the only means of egress. 

This is the body storage room where the 
kills of ice devils arc hung for later con 
sumption. The bodies have nothing useful 
on/ with them. 

The room is cooled by brown mold 
secured within the walls. 

( I ) Brown Mold 
HTK: N/ A, AC: 9 
MV: O''. AL: Neutral 
AT:O. DM:O 
INT: Non-
THACO: NI A. SZ: S to L 

pecials: Free1ing - if a creature, even 
a cold-blooded one, walks within 5' of 
the patch, the mold will begin absorb
ing its body heat. Each mclcc round 
that a creature is within 5' of brown 
mo ld, the mold will dra in heat equa l 
10 l 0 8 HTK of frost damage for every 
ten degrees of body heat over fifty-five 
degrees the victim has. 1 lowcver. the 
mold does 1101 harm creatures which 
use cold (white dragons, ice toads, or 
winter wolves). 

Only a ffected by magical cold; it i 
immune 10 other magical and non
magical auack . 

Ice Sto1 ms or Walls o f Ice spells 
cause it to go dormant for 50 6 turns. A 
\\'and of Cold 01 white dragon breath 
will kill it. 

Wherever a patch of brown mold grows, 
the temperature will be below 32° F. 

Brown mold grows instantaneousl y from 
heat. so if a torch. fl amingoi I, or a Fireball 
is nearthe patch. it will be able to gro\'' 2. '1. 
or 8 times its area from the hl:al fed 10 it. 
This growth will be so rapid that on the 
next mclee round it will spread and con
tinue draining any funhc1 heat in its new 
area of growth. Brown mold i not fed by 
Light spells or Faerie Fire. h is light tan 10 
golden brown in color. 

Room 11 : (40' x 201
) 

This cold room is diml)' lit by no 
apparent source. The hair (if a/>plicable) 
stands on your neck. 

The only door in this room is on the 
north wall, in the cast comer. 

Three ghost arc in this room. They will 
auack if the entire party c·ntcr the room. 

(J) Ghost 
HTK: 70, 72. 75 
/IC: 0 (or 8) (sec following) 
1WV: 9'', llL: I.. Evil 
llT: 1, D1W: see Specials 
l f\l'T: High 
THACO: 10. SZ: M 
Specials: The mere s ight o f a ghost 
causes any being to age 10 years and 
flee in panic for 20 6 turns unless a 
ave vs. :'\lagic is made. Clerics above 

Skill 6 are immune 10 this effect, and 
a ll other humanoids abo\'e Skill 8 add 
+2 to their ave , .. :'\ lagic. 

Any creature within 6" o f a ghost is 
subject to attack by a Mag ic Jar spell 
from the ghost. Unless the ghost 
becomes semi-material t0 auack by 
other means, it can only be combattcd 
by another in the Ethereal Sphere (in 
which case the ghost is AC: 8) or by 
telepathic means. If the g host fails to 
Magic Jar its chosen victim, it will 
then semi-materialize in order 1oattack 
by touch (in which case the ghost is 
AC: 0). 

Semi-materialized ghosts can only 
be struck by silver (doing 503 of 
norma l damage) or magical weapons. 
If they successfull y strike, the victim 
ages 1004 years. 

An~ being killed hr a ghoi.t i~ f01c·' e1 
dead. 

The c spi1 its hate goodne ' ;rnd l ife>. 
hunge1 ing wdraw th <: li,·ing ess<•nn•s fiom 
humans. Al> ghosts arc no n-co1 pm ra l 
«: thercal). they arc usual I} encountered by 
oealllres in a like sta te, a lthough they ca n 
be :.een by non-ethereal creatun•:.. 

Treasure: I 00 gp ruby, Scroll: P1 otcction 
from Lyc:anthropes. 

Room 12: (30' x 40') 
Tlus room has two passages; 011e gomg 

east i11 tlte middle of the east wall, a11d one 
lead mg west i11 thewest wall. 11ortli comer. 

Hubble lies 011 the floor in the northeast 
comer. Tiie skeleton of a large. wm ged 
huma11oid lays in front of the rubble. 

The super skeleton will animate and 
au ack if Lhe rubble and/ or the skeleton il> 
di turbed. (See the Briarwood Casile Guide
book: New Monsters for supe1 skclct0n 
statil>tics.) 

Room 13: (20' x 40') 
Tlus room contains a large nest along 

tile west wall, north comer; two football
sizcd eggs lie in the nest. There is a doorway 
111 the northeast comer. 

Four large, beaked beasts, w hich are 
sitting 111 the middle of the room. rise a11d 
a/lack. 

These beasts. which are beaked bcais. are 
trapped in this room due to rnbb((' block
ing the doo1. They will fight 10 the death 
due 10 1hc i1 eggs being 1h1 ea1c1tt'd and their 
hungc1. 

The nest co,·ers the lowe1 half of the 
en et door located in the west wa 11. 11' 

from the north wall. The beaked bca1s arc 
hungrier than usual because the monsLers 
in Room 16 arc keeping the beaked bears 
from leaving this room. 
(4) Beaked Bear 

1-/TK: 40, 40, 42, 42 
llC: 5 
MV: 12". AL: '.\!cutra l 
1IT: 3 
DJ\1: 1061106/20 6 (claw claw/ bite) 
IN T : Low 
Tl/llCO: 15, SZ: L (8' ta ll ) 

f>ecials: If it cores a pa,,· hit of 18 or 
beu e1 with either of its forelimbs. the 
beaked bear has dragged its victim to 
itsel f and the opponent will wkc an 
<idditional 208 HTK of hug damage 
from the hug, that round and C\'CI y 
round thereafter unti l the beaked bear 
or victim is killed. (. o te tha t if the AC 
of an opponent is such that an 18 is 
insufficient 10 hit. the hug is not 
effective, and no damage i. taken.) 

The beaked bear allacks with it g1ea1 
daws (2"+ in length), its snapping beak, 
and then grasps a victim and squCClCS and 
bites iL to death. 

Treasure:+ I chain mail (shircling size).+ I 
short sword. Scroll: Pro. From Elementals. 



Room 14: (40' x 60') 
There is an eastern passage in the east 

wall, north comer, and a door in the south 
wtdl, west corner. 

This room is covered with 6'-square 
runes; each is unique, and they cover every 
inch of the room. 

These runes were placed here ages ago by 
a sect of magic-writing calligraphers. The 
pattern used to act ivate this room's magical 
properties is long forgouen. 

Room 15: (40' x 60') 
There is a door in the south wall, east 

comer. 
Th is room appears to be <mold barracks; 

rows of rotted beds lie in neatly-spaced 
piles. 

There is also a secret door in the west 
wall, 5' from the north corner. 

If PCs poke through any of the roued 
beds they wi ll be infested with I 020 fleas 
each. These fl eas cause all those infested to 
have -3 on all " to hit" scores. Magic-users 
so infested will have a negative spell fail 
modifier of -20%, and all thieves have a -15% 
on all thiefly abilities. 

The fleas can be gotten rid of in any 
reasonable manner. a1 GM's discretion. 

Room 16: (30' x 30') 
There is <1 set of stairs, which lead 

downward, in the center of the south wall. 
An ogre mage iii a state of suspended 
animation is in the southeast comer. 

There is also a secret door in 1he center of 
the east wall. 

(I) Ogre Mage 
HTK: 42, AC: '1 
1\ilV: 9"115" , AL: L. Evil 
AT: 1, DM: 1012 
INT: Exceptional 
TH A CO: 15, SZ: L (lOW tall ) 
Specials: Can fl y for 12 turns, become 
Invisible, Cause Darkness in a 1" 
radius, Polymorph to human (or simi
lar bipeda l humanoid form from '1'-
12' tall ). 

Regenerates 1 HTK per me lee round 
( lost members must be reattached to 
regenerate). 

Can do the following once per day: 
Charm Person, Sleep. assume Gaseous 
Form, and create a ray of cold the same 
dimensions as that of a Wand of Cold 
which docs 8D8 HTK of damage 
(unless the appropriate saving throw 
is made). 

If disturbed in any way (GM discretion) 
the ogre mage will return to a normal state 
and auack the PCs. If reduced 10 25% of his 
original HTK. the ogre mage will assume 
~aseous form and float away. 

Room 17: (20' x 20') 
The north wall of this room is actuall)' 

two IO' -wide doors. 

When either door is open. the other door 
will automa tically open and a 20'-wide 
flame wi l I shoot out the doorway w the 
nonhern, passage wall and burn everything 
in that area. doing 12D6 HTK of damage. 
NOTE: GM ma)' wish to allow PCs a save 
vs. Spell. 

Treasure: Ring of Fire Resis tance (5 
charges)*. 
"Each charge can Resist 806 wonh of fire 
damage. 

Room 18: (20' x 20') 
This empty room has two doors; one in 

the west wall, south corner, and the other 
in the east wall, south comer. 

Th is room has a 5' x 3' secret panel in 1he 
middle of the south wall. The panel can be 
located in the same manner as a GM rolls to 
find a secret door. The panel conceals three 
levers in the upright position. 

Room 19: (30' x 30') 
This entire area is a pit which has two 

exits; a northern passage i11 the middle of 
the north wall, and a passageway slof)ing 
doum to the west, in the middle of the west 
wall. A warm, moldy-smelling breeze wafts 
up the shaft, and vanishes when hitting the 
15' -high ceiling. 

The shaft is bo1tomless. A thought 
slinger floats throughout this shaft and 
will a lways be in this area when beings are 
in this dungeon. 

The pit has many passages and portals 
branching from it, and the wind from the 
shah magically 1elepons when striking 
th is room's ceil ing. Solid objects will not 
pass through the ceil ing. (See New Monsters 
in the Briarwood Castle Guidebook for the 
thought slinger s1atis1ics.) 

Room 20: (20' x 20') 
Read the following to the Players if the 

PCs enter through the secret door: 
Upon opening the secret door, you see 

that this room is empty. There irn 11orthem 
/Jassage in the north wall, west corner. 

Read the following to the Players if the 
shaded area is passed: 

Suddenly, the passage slants steeply; you 
begin to slide toward the room at the south 
end of the corridor. 

When the shaded area in the passage (at 
20' nonh of the room e111rance) is passed by 
two or more cat-sized and/ or larger beings, 
Lhe passage will instantly slant 45° down
ward (surprising beings on it on 1-4 on 
106). 

The passage fills with o il 0 11 1he first 
egment of the next round. a nd razor-sharp 

blades will spring from the passage floor 
(PCs must save agai nst DEX at +3 or 
susta in 3D4 HTK of damage). If beings 
cannot stop/ slow themselves, they will be 
deposited into the room in 2 rounds. 

When landing in the bouom of this area. 
a ll beings will sustain 206 and 2012 HTK 
of damage (206 for 20' fa 11. and 2012 [or 
1he blades in the bottom of the room). 

NOT E: If the G 1vl wishes. s / he could set 
the oi l on fire and/ or assign damage w 
thosr beings that a nempt 10 climb out of 
this room. The blades in the passage will 
retract back into the passage in 206 turns. 

T he secret door located in the south wall, 
east corner is theonlyother way into Rooms 
20-26. If PCs enter this way. they will find 
nothing in the room. However. if they 
leave via 1he north passage, they will still 
activate the previously-described trap when 
passing the appropriate area. 

Treasu re: +l short sword (Any being 
attempting lO grab the shon sword wi ll 
take from 2D'1 to 2D 12 HTK of damage at 
GM's discretion due 10 numerous blades.) 

Room 21: (60' x 60') 
NO TE: If a secret door is opened , 1he 
shrieker behind that door will shriek. This 
shriek will a leruhe occupants of this room. 

ou th Passage description (past the 
shrieker): As soon as you ofJen the secret 
door, a mushroom-like creature be/ ore you 
emits a fJiercing shriek. 

The stairs leadi11g down to the south 
stop i11 a passage going west. The f>assage 
ahead glows with a pale green, phospho
re~cen t light emitted b)' a moving sheet of 
slime. 

North passage description (past the 
shrieker): As soon as you open the secret 
door. a mtishroom -like creatLtre before yoLt 
emits a piercing shriek. 

The passage turns west. The />assage 
ahead and stairs leading down are covered 
with a phosphorescent slime which slow/)' 
moves toward the west. 

(1) Sh rieker 
HTK: 2'1, AC: 7 
1\1/V: l", AL: Neutral 
AT: 0, DM: Nil 
INT: Non-
THACO: 16. SZ: S to L 
Specials: Noise - Light within 30' or 
movement within 10' wi ll cause them 
to em it a piercing shriek which lasts 
for 1 03 me lee rounds. This no ise has a 
50% chance of aurac1ing wandering 
monsters each round thereafter. 

Shriekers are normally quiet, mindless, 
ambulatory fu ngi that live in dark places 
under the ground. 

(I) Lum inescent Slime 
HTK: 52, AC: 8 
MV: 6", AL: Neutral 
AT: I, DM: 3D4 

15 



16 

INT: Non
THACO: 12, SZ: M 
Specials: Striking the luminescent 
slime with l ightning bo lts s impl y 
divides the creawre inLO one or more 
smaller creatures, each doing half 
normal damage. 

T he fluids excreted by these crea
tures dissolve flesh (304 HTK of 
damage per round o[ exposure). 

Not damaged by edged weapons. 

Luminescem slime seep abou t in dun
geons, huming for any form of fl esh or 
cellulose to devour - Lhey far prder the 
former. T heir amorphous form a llows 
them to flow through small spaces. They 
can travel a long walls or ceilings with ease. 
Cold- and fire-based auacks have normal 
effect. 

Treasure: 5 cloaks; Protection from Sl imes, 
Oozes, and J ellies; +3 slime club (club 
made of fungi-covered slime (see green 
slime [or special abi l ities). 

When the PCs emer Lhe room, read the 
following: 

There is a heavy odor of mold, decay, and 
dampness. Moss grows on ceilings and 
walls, and water drips from the ceiling. 

When/ H PCs get past the luminescem 
slime, finish appropria te passage descrip
tions and continue by reading the follow
ing area description: 

I l is di// icult to judge the size of this area 
due to the molds and fungi of all sizes and 
kinds which completely obscure the walls. 

A 20' x 40' area clears; the molds, fungi, 
and slime move out of the area. The living 
walls close around you, forcing you north. 
Humanoid mushrooms watch and help to 
herd you to the north. 

Yo u are herded to a beautiful wall made 
up of hundreds of kinds of deep violet 
beings, consisting of many types of mold 
and fungus. One being emanates a feeling 
of awe and serenity. 

This room is only accessible via two 
secret doors. T he ' 'mushroom" symbol o n 
the map represents a shrieker. The green 
light is emined by the luminescem slime. 

If PCs au empt LO fight or show signs o[ 
aggression (GM discretion ) toward the 
"herders," (which are fungoids), the PCs 
wi ll be over-powered by sheer mass. · 

PCs must save against INS or avert their 
eyes and sh y away from the viole t beings' 
presence. These beings and a ll of their 
brethren are here LO protect a portal which 
leads LO Lhe Sphere of Decay. 

There should be no way £or PCs LO win a 
[ight against these creatures. [( PCs act 
aggressively wward the being they will be 
warned, and the second time Lhey will be 
sprayed by rhizomes and puff ball dust. 
Beings so sprayed take 2D6 HT K of damage 
per round umil Cure Disease or Wish Spell 
is cast, or the being becomes a fungoid (see 
the fo llowing). PCs may do some favor for 
the being in return for another favor, an 

item, emrance to the Sphere of Decay, etc. 
(GM discret io n). 

The Sphere of Decay is no t detailed 
herein, but, if the GM wishes LO place the 
PCs here, then, s/ he sho u ld use the crea
tures listed here and those found in the 
standard rule book as a base. 

(1D12) Fungoid 
HTK: 32. AC: 9 
MV: 611

, AL: Neu tral 
A T : I, DM: IDS 
IN T : Low 
THACO: 15. SZ: M 
Specials: T oxic Spore Cloud - Creates 
a cloud of poisonous spores 15' in 
diameter. Beings within the cloud 
must Save vs. Poison or suffer 1010 
HTK of da mage per me lee round until 
dead or o ut of the cloud's range. 

Fungoids are extremel y sensitive to light 
and will flee from a ny source of bright 
ligh t. 

Fungoids a re mobile. semi-intell igem 
fungi that resemble g iant walking mush
rooms. Despi te their u ngainly appearance, 
however, the fungo ids are dangerous 
fi g hters, panicularly because of their 
inabil ity to feel pain. 

These creatures are slate grey on their 
" heads," turning to dingy whi te on their 
lower bodies. T hey possess no vocal cords 
a nd auack silen tly, a condition which most 
adven turers find extremely unnerving. 

Room 22 
This IO' -wide passage ends in a huge 

stone-like humanoid which completely 
blocks the passage. However, the passage 
turns west. 

The being blocking the passage is a clay 
golem that was created by a cleric whose 
remains can be found in Room 23. 

The golem can on ly be act ivated by 
reading the tome in Room 23. 

(I) Clay Golem 
HTK: 50, AC: 7 
MV: 7", AL: Neutral 
AT: I , DM: 3D10 
INT: Non-
THACO: 13, SZ: L (8' tall) 
Specials: Damage inflic ted upon 
living mauer by a clay golem is only 
repairable by means of a Heal spell 
from a cleric of Ski I l 17 or greater. 

A clay golem can be created by a Lawful 
Good cleric of Skill 17 (unless a magical 
tome is used, in which case a lower Skil l 
cleric can create one). 

Clay golems can be affected by the fol
lowing spells: Rock to Mud, Wish, Limited 
Wish, and Stone Shape. 

Room 23 (40' x 30') 
This room has two exits: a door in the 

west wall, north corner, and a door in the 
south wall, west corner. 

A robed body lies on a table in the middle 
of the room. The body is sprawled over an 

open tome. A bed against the middle of the 
west wall is dusty and unmade. A red 
marble medallion in the form of a wolf 
head is tethered around the body's neck. 

The body is that of a cleric of the Church 
of Riegin. The cleric was working on 
perfecting the clay go I em's movemcm 
when he died of a heart a nack. 

Treasure: Tome of Creatio n of Clay 
Golem s: (Any L. Good cleric of Skill 17+ 
can read this wme a nd ga in control of the 
golem.): +3 Mace: Potion of Extra Healing. 

Room 24 (30' x 30') 
This room is empty. 

Room 25 ( 70' x 30') 
The door into this room is beaded with 

condensation. Steam slowly emits frnm 
under the door. 

Read the following to the Players when 
the door is opened: 

T his huge room is filled with thick 
steam. As the steam clears, you see a huge 
room filled with bubbling hot water. The 
room's walls and ceiling are beaded with 
condensation. 

PCs emering this room must make a save 
vs. Breat11 Weapon or remove armor/ cloak 
( if appl icable) or leave this room. PCs stay
ing in this room and not making his/ her 
save and/or removing clothing will lose 
I 0 4 poi m s of STA until affected PC"s STA 
reaches 0 or the CharacLer leaves the room. 
Modifiers may be added as GM sees fi t (i.e. 
PCs in heavy armor or wi nter gear, cold
blooded beings, etc.). \i\lhen a PC's STA 
reaches 0, s/ he passes ou t for I 04 turns. 

Six aqua salamanders la ir here. If the 
PCs d is turb the water in a ny way, they will 
be auacked by the aqua sa lamanders. 

(6) Aqua. Salamander 
HTK: 60, 60, 60, 61, 62, 63 
AC: 5 (upper body)/ 3 (lower body) 
MV: 9", AL: C. Evil 
A T: 2, DM: 2D6 or by weapon type 
IN T: High 
TH A CO: 13, SZ: M 
Specials: H eat Auack - typically 
aLLacks \vith a metal spear which 
inO icts damage of ID6 HTK plus a 
like amount for its heat. At the same 
time. it can lash ou t and coil around 
an opponem with its snake-l ike tai l, 
constricting [or 2D6 HTK of damage 
plus causing an additional ID6 HT K 
of damage from the heat o f its body. 
While fire resistant creatures wi ll not 
suffer heat damage, they will be sub
ject LO normal auack damage. 

Can on ly be affected by magical 
weaponry or magic spell / abilities. 

They are impervio us to all fire
based a ttacks. Cold-based auacks cause 
a n additional I HTK of damage per 
die of a ttack value. 

Not affected by fire-based aLLacks or 
Sleep, Charm, and Hold spells. 



Aqua salamanders hale cold, preferring 
lempcratures of 300° upwa1d:.. and they can 
abide lowe1 1empera1urC' only for a few 
holll . 

Treasure: 1000 gp: 40 pp: Potion of Climb
ing: Boots of Levitation: +I chain mail 
( hireling sil(·). 

Room 26 (30' x 20') 
This empty room houses three levers in 

the center of the south wall. There isa door 
i11 the ce11ter of the west wall. 

I.ever pu 11 push rcsu hs arc as follow : 
Roll ID 12 fot each lever reposilioning and 
consult the following list: 
I) Activate Rladc Barrie1 (as per spell cast 

by Skill 20 ck1 ic). 
2) Dispel Magic LO everything in room (as 

per pell ). 
3) Continual Darkness (as per spell e<1st by 

Ski II 20 cleric). 
4) Shocking Grasp 10 puller / pusher(as per 

Skill 20 magk-usc1 ). 
5) All in room telepon.• 
6) All in room fall in 10'-deep pit. 106 

HTK damage each PC (G~I discretion). 
7) Portcullis in door wa) o f room falls, 

ttapping those in the 1oom. (Bend Bar 
percentages a normal.) Combined TR 
o f 80+ lO lift pOttcullis. 

8) Flame S1rikeall in 1oom (as per pell cast 
by Skill 20 dc1ic). 

9) Cone of Cold all in 100111 (as per spell 
cast by Skill 20 magic-user ). 

10) Silence pdl (as per spell cast by Skill 
20 cleric). 

l l) Cause Serious Wound~ (as per reverse of 
Cure Seriou Wounds spell). 

12) low pell (as per :.pell cast by Skill 20 
magic- u:.ct ). 

•This can work in an)• way. teleponing 
brings to anothc1 dungeon, room in this 
dungeon. ot11do01s. e tc. at GM discretion. 

:Ralf s Dun~eon 
Ralf's dungeon is actuall)' a small group 

of special dungeons which were made to 
keep people out or 10 ubject intruders to 
tremendous perils. 

Areas marked with an ·x· on the 3Ralf's 
Dungeon map represent 10'-deep pike
filled pits unless otherwise tated. Any 
being falling in one of these will lake 306 
HTK or damage (G:\I di cm ion). 

This du ngeon is accc siblc by a fe\\' hard
to-find "entrance areas" (teleporters. lever 
rooms, Cle.) which are indicated on lhe 
Ralrs DunQCOn map. 

If a GM wishes to make this dungeon 
more or less accessible, s/ he may add or 
delete " entrance areas" to fit the needs of 
lhc campaign. 

If an "entrance area" is located in a 
dungeon. only the level that contains the 
entrance area is included. (No additional 
levels or off-shoot dungeons arc included 
due 10 space restrictions in this book. ) 

These dungeons arc for Characters of 
var)'ing Skill levels. Mo l dungeons should 
be overly-tough, however. to deter PCs 
from entering; some areas lwve been 
designed to destroy Charnctc1 . Ralf (the 
name Dowons assumes while in lich form) 
ha placed monsters. traps. p1111lc . etc. for 
"peace and security." I k is not oppo cd to 
getti ng more treasure and food for his 
monsters, however. 

The dungeon section con taining Rooms 
A-I coma ins two emrance areas: a random 
tcleporter (explained following) to the 
extreme east, and a secret entrance (Room 
A) from Waldrin's basement ( ec #27, page 
13 of the 1\ilap and Populatio11 Book in the 
basic set of City-Slate of 1ht Invincible 
Overlord) to the extreme west. 

Random Teleporters 
\.Vhen a PC(s) enters a random telcponer 

(sec appropriate!)' marked/ numbered areas 
on the Dowons· Dun~on map), the GM rolls 
I 06 and locates the areu con1aining the 
number rolled. This is the area to which 
the PC has 1cleponed. For example, a PC 
enters teleponer I, the GM rolls I D6 and 
comes up with a roll of2. The GM consu lts 
the map and places the PC in tclcponcr2. If 
the G:\-1 had rolled a I. nothing would have 
happened (as the PC i altcady a t the 
tcleponcr). 

:'\ow that the PC is in tcleportcr 2, lw i 
in a cparate dungeon section. 

Finally. in order for telepoller 2 to rune· 
tion again (using the previous example) 
another tdeponer must be ustd. The use of 
another teleponerwill allow telcporter 2 to 
"reactivate." (Th is is so PC:. won't jump 
back and forth through telcportcrs until 
they land in desired location.) 

Room A (50' x 100') 
This passage leads to an archwa)• to the 

west, through which emits light a.1 bright 
as daylight. 

This area is Waldrin 's basement (sec #27, 
page 13 in the 1Wap a11d Populat1011 Rook ). 

The secret door from this area lead~ to a 
sloping passage to the east. 

Room B (90' x t 00') 
The passage from the room 111 the west 

continues 35' into a huge room ns a JO'. 
wide bridge. There. it abru/Jtly ends i11 a 
jagged stump. 

This room is brightly 111 from the 
bottom. A door can be see11 directly across 
the room. 

The floor 10 this room is 50' below the 
passage. 

The magical lighl that emits from the 
floor can only be negated b)' two Dispel 
:\lagic Spells, two Continual Darkness 
spells. or a Wish Spell. 

The Keeper of the Gate is lorated in a 
15' x 10' x 15' alcove in the west wall. An)' 
creature (GM discretion) that moves across 
the bridge will be "shot" at by the Keeper. 

(1) Keeper of the Gate 
Guardian 

HTK: 86. AC: 4 
M II: 12" 18", AL: C. ~eutral 
AT: 2. DM: 3010 
INT: High 
TH A CO: 9, SZ: L 
Specials: The Keeper's eye stalks sense 
movemem in the air. home in on that 
movement. and shoot out ra)'s of 
intc:me light force. 

Immune to light· and cold-based 
:rnacks. 

A guardian (called Keeper of the Gate by 
locals) i a strange abomination crea1ed b)• 
a demented magic-user. These creatures are 
large. hut fast despile thei1 size. 

Treasure: Helm of Change Alignment. 2 
javelins of Lightning, Scroll of I Spell: 
Dcla)•cd Blast Fireball, 4.380 gp. 

Room C (30' x 30') 
There are four doors in this room, one in 

the middle of the west wall, and one in each 
te11-foot-section of the east wall. Each door 
in the east wall has a polished, bronze 
plaque above it. 

The plaques read (from north t<> sou th): 
Humans and Elves (nonhernmost) 

hirelings (center) 
Others (southernmost) 

Any being can go through any doorway. 
complclel)' unaHected. 

These one-way doors are here only to 
'cparate the PCs, thereby rendering the 
part)' more vulnerable. 

Room D (30' x 30') 
This room has two exits; a westem, 

upward-slanting passage i11 the middle of 
the west wal I and a no rt hem fJassage in I he 
north wall, east comer which slants down. 
The room appears empty. 

Thi room is emply. 

Room E (30' x 30') 
This empty room has four exits; a pas

sage in the middle of both the east and west 
walls. a southern passage in the middle of 
the south wall, and a door in the north 
wall. west comer. 

The door is made of iron-bound oak 
with "'elephant spikes'' i11 it, a small iron 
covered peep door, and no handle or visible 
hinges. 

••• 
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This room is empLy. If PCs tamper with 
the door, go to Room F, following. 

Room F (20' x 20') 
GM NOTE: Due to the s treng th of this 
door, and its more than two dozen locks, 
latches, bo lts, etc. o n the inside, the door 
will not open if phys ically anacked or a 
Knock spcll Lhrown on it. If PCs knock on 
the door it wi ll beo[ noavail. PCsc~rn o nly 
enter this room through magica l means. 

This room contains: a pile of furs on the 
floor in the northeast corner, a J' -wide we/ I 
in the northwest corner, a round oah table 
and three chairs in the center, and a pair of 
bunk beds on the south wall, southeast 
corner. A scaly, man-sized creature lies on 
the furs on the floor. There is a doorway in 
the south wall, west com er of the room. 

Alter the following to fit the scene: 
T wo dwarves are standing just inside the 

room. They ask your business, and tell you 
that you have no right to enter their home. 

The dwarves will disappear into the 
room and ready the basilisk named Spot for 
the upcoming confrontation . 

(1) Basilisk (Spot) 
HTK: 49, AC: 4 
MV: 6", !lL: Neutral 
AT: I, DM: IDlO 
INT: Anima l 
TH A CO: 13, SZ: M (7' long) 
Specials: Gaze turns vict im to stone. 

While it has strong, toothy jaws, the 
basilisk's major weapon is its gaze by 
means o f which it is able to turn to stone 
a ny fleshly creature which meets its g lance. 

Basilisks a re usuall y dull brown with 
yellow ish underbellies. T heir eyes glow 
pa le green. 
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Rel us 
Dwarf, S l< ill 7 Fighter 

STR: 18105 (+ I. +3), INT: 13, INS: 12 
STA: 11, DEX: 16 (+ I, -2), APL: 12 
HTK: 5 1, AC: 2 
1\!IV: 6", AL: L. Neutral 
AT: 312, DM: by weapon type 
THACO: 14 
HT: 4'3", WT: 152 lbs. 
Armor: + I chain mail 
Weapon Proficiences: dagger, throw
ing hammer, banle axe II 
Weapons: battle axe, dagger, and 
throwing hammer 
Magic Item s: Potion of Gaseous Form, 
Ring o f Spel l T urning, Glasses: Pro
tectio n from Gaze, Rod of Seven Pieces 
(has o ne piece) 
Specials: lnfravision: 90' 

Relius. who has a braided red beard and a 
moustache, is very stocky and muscular. 
H e is the more aggressive of the two 
dwarves, and is not afraid of any being; his 
exceptiona l STR is a great source o f pride 
and confidence. 

Denny 
Dwarf, Skill 9 Fighter 

STR: 12, IN T: 13, INS: 13 
STA: 17 (+3), DEX: 12, APL: 12 
HTK: 90. AC: 4 
MV: 6", llL: L. Neutral 
AT: 312, DM: by weapon type 
THA CO: 12 
HT: 4'7", WT: 140 
Armor: chain mail and shield 
Weapon Proficiencies: battle axe l , 
sho rt sword, dagger, shon bow, cross
bow, war hammer 
Weapo11s: banle axe, crossbow. dag
ger, and war hammer 
Magic Items: Ring of Fea therfa l1 , 
Horn of Valhala (Brome), Glasses: 
P rotection from Gaze Attacks 
Specials: lnfravision: 90'. 

Denny has a long, red beard. but no 
mustache. H e is very shy, but he is a 
champion wrestler. 

Denny and Relus " maintain" this level. 
They have not ventured past the p it on the 
western side of Room G, and wil l not te ll 
PCs of any other a reas. However, if tortured 
Denny will te ll of Room G. 

The wel 1 is used for the disposing of 
wastes. 

Treasure: (Located in a hidden compart
m ent in the floor. under the bunks.) 1 Gem 
(275 gp), Potion of Water Breathing, Ring 
of Warmth, 50 gp, 78 pp, a nd Fla il + 1, +2 
vs. undead. 

Room G (30' x 30') 
This empty room has two exits: an 

eastern passage in the middle of the east 
wall, and a western passage in the middle 
of the west wall. 

The on ly things of interest in this room 
are three traps. 

l) Smashing Wall: When 150 lbs. or more 
are placed o n the pressure p la te a long the 
west wall of the room, two 3'-wide s tone 
slabs smash together, causing those on the 
pressure plate to take I OD6 HTK of damage 
(no saves a llowed). Stone walls auto
matically lock back into place. 
2) Shooting Thorns: Upon crossing the 
line (see map) a 10' x LO' wall of thorns will 
hii everything in the middle 10' area. Each 
bei ng within this a rea takes 6D8 HTK of 
damage. T his trap will reset itself three 
times before running out of thorns. T he 
GM may wish to give armored Characters 
damage modifiers. 

Leaving east from Room G: 
3) Pit: Anyone 50 lbs. or more who stands 
or walks in the X-marked area fa lls into a 
pit which closes and starts fi lling with 
water. T he pit will fi ll in 6 rounds. Also, 
when the trap is sprung, a portcullis wi ll 
drop (see map for location). 

Room H (30' x 30') 
There is a door in the middle of the south 

wall, and a 6' deep alcove in the middle of 
the north wall. The room is empty. 

T his room isa trap. If any PC steps in the 
alcove, the room will tilt 45°. spilling its 
conten ts down the slanting passage to the 
south, and into Room I. Oil g ushes out o[ 
the alcove spreading down to Room 1 in 
three rounds. 
NOTE: P Cs will spill into Room 1 in three 
rounds Lmless the GM wishes to a llow PCs 
a save against DEX when s liding ou t o f 
Room H to see if a PC can hang on lO the 
s ide of the door and not fal l. 

After 6 turns, Room H wi ll become level 
again. 

Room I (30' x 30' hexa~on) 
This room has a smooth, curved floor 

which tapers into a funnel shape and ends 
in a hole in the middle of the room. 

This room can lead to lower subter
ranean caverns, dungeons, lakes, etc. Or. 
beings enteri ng here may be atnomatical ly 
destroyed (GM discretion). 

Im~~~~~ 
T his dungeon section covers Rooms J·Q. 

There are three entrance areas in this level: 
Telepon ers 2, 3, and 4 (note that 1cleponer 
3 is in the Maze). 

If PCs have "waltzed" through previous 
encou ntered a reas, toughen things up; 
boost monsters ' HTK, add more monsters, 
or increase damage done by beings and 
traps. Remember that PCs a re supposed to 
be deterred by these areas. 

Room J (SO' x SO') 
This room contains two doors; one in the 

middle of the east wall, and one in the 
middle of the west. 

The room is unnaturally cold, and blue 
lights flash off and on randomly. 

T his room contains a main resting place 
for po ltergeists. 

(JD12) Poltergeist 
HTK: NI A (see Specials) 
AC: NI A 
M V: See Specials 
AL: C. NeuLral 
AT: 1 see followin g 
DM: See following 
INT: High 
TH A CO: See following, SZ: M 
Specials: Dispel Magic will disperse a 
poltergeist for one round per Skill 
level of the caster; a Remove Curse 
spell wi II send the poltergeist to its 
ultimate otherworldly destination, be 
it heaven or hell (GM discretion). 

A poltergeist is not given HT K dice, 
as the spells previously listed are the 
o nly methods in which it may be 
attacked. 

If, when a l ive, a poltergeist was a 
druid, illusionist, or magic-user, there 
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is a 5% chance it will retain its Skil l 1 
through 3 spells as a poltergeist (GM 
discretion). 

The form a poltergeist is most likely Lo 
assume is either a mons1e1 likeness. an 
amorphous auia of light. a trnnsparent 
phantom-like shape. or an ectoplasmic 
repre emation of its former body. 

Room K (90' x 30') 
T/11s room is empty. The only exit is a 

door in the middle of the south wall. 

This room's 60' ceiling houses 110 aerial 
ixi1xachitls. 

(-10) Aerial lxitxach it/ 
HTK: 5(xl5).6 (xl5 ). 7 (xl0) 
AC:6 
MJI: 12". AL: C. Evil 
AT: I. DM: 3D4 
INT: Avenge to high 
THACO: 19. SZ: M 
Specials: For rvery Len encoun tered. 
there will be one whirh is the eq uiv
alent of a kill 2 human cleric with 
regard to spell use: for ever)' twenty 
encountered. there will be a Skill 3 
equivalent. 

Aerial ixitxachitlsareof evil disposition. 
and clerical in nature. 

Treasure: Shield of :\-Ii sile Arn action: Bag 
of Holding. 

Room L (30' x 30') 
G:\1 ~OTE: The door to thi 1oom (in the 
center of the west wall ) is the fi1st encoun· 
ter in Room L. 

This door is bluish-blacl< and almost 
transparent. There is 110 apparent lock, and 
the door gives off a faint fet'ling of euil. 

Th is door shou ld be treated as a spectre 
except where noted following. The only 
way it can be opened is if it is successfu lly 
"turned". When ''turned" the door will 

still drain energy level from anyone bu1 
the cleric who "turned" it. 

Undead Door 
Can be Turned as a lich. \\'hen touched 

it drains I life energy level (see following). 

This room has only one exit. and con
tains the following: 

A ]' diameter well rn the northeast 
comer of the room, a rack of assorted 
weapons (see following) along the middle 
of the south wall. and a large bed and chest 
of drawers in the northwest comer of the 
room. Also. a round oak pedestal tablew1th 
three chairs is in the center of the room. 

As soon as the door is distutbed. jarrick 
will activate his Ring of ln\'isibil it )'. cast a 
Darkness spell, and ready a Black Ba11 ier 
spell for the entering PCs. 

Only if PCs are polite will jarrick rcacl 
favorably. 

j arrick 
Half-elf, Skill 919 Cleric! Fighter 
Religion / Deity: Vikkar Tm nor 

STR: 16 (-0, +I ), INT: 13. I NS: 18 
ST1l: 11, DEX: 10. APL.: 1 
HTK:61,AC:2 
MJI: 12", AL: L.. eutral 
AT: 3/ 2, DM: br weapon type 
THACO: 12 
HT: 5'11". WT: 151 lbs. 
Armor: banded mail and •I hick! 
ll'eapon Proficie11cies: bastard sword 
IL dagger, throwing hammer II 
IVeapons: +2 flaming ba tard word. 
+I throwing hammer 
Magic Items: Wand of Ligh1ning (23 
charges). Iridescent Joun Stone (sus
tains person in an airless environment) 
Spells: 61614/ 3/ I 
Specials: Will never break an oath. 

jarrick is calm and cool. and can easi ly 
defend himself if needs be. When he 
befriends someone it is a life-long friend· 
ship. jarrick has made this his home due to 
the death of his party in this dungeon. 

If needed, Jarrick wi ll use a weapon on 
tht: rack for banering. Al l weapons are 
non-magical. 

RoomM 
NOTE: This is the :\fate (see separate 
map). There are three ways in and only two 
ways out. Also note that Room N and Room 
0 arc located herein. 

This area is littered with bones, small 
scraps of metal, andan occasional dead rat. 

Very little metal can be found in The 
Mate because two rust monsters lair here. 

(2) Rust Monster 
HTK: 40, 36. AC: 2 
MV: 18", AL: Neuir.11 
INT: Animal 
A T : 0, DM: Nil 
TH A CO: 15, SZ: M 
Specials: If the rust monster touches 
metal with its two antennae (roll "Lo 
hit" die) it rusts or corrodes the metal. 
~otc that magically endowed items 
gain a saving throw. a 10% r hance of 
not being affected for each bon us (i.e. a 
+2 weapon or armor gains a 20% 
chance of being saved). Metal affected 
rusts or corrodes and falls LO pieces. 

Weapons striking a rust monster are 
affected just as if the creature's anten· 
nae had touched them. Rust monsters 
ca n smell metal from 9'' away. 

Rust monsters will stop for a round LO 

devour such items as a iron spikes or a mace 
if a fleeing party throws them away, but 
they will go after ferrous metal in pref· 
erence to copper, silver. e tc. 

Room N (20' x 20') 
This room has one exit; a door in the 

north wall, east corner. Some old furs lay 
scattered on I.he floor. There is 11othi11g of 
worth in this room. 
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This room is usually used by those 
beings trapped in the Maze. This area is the 
most easi ly defendable in the Maze. 

Room 0 (20' x 20') 
This room is filled with thousands of 

skulls. They range in size from mouse- to 
ogre-sized. There is one exit: a door in the 
west wall, south corner. 

A giggler (see Room R) scours the Maze 
looking for new add itio ns LO his sku ll 
colleetion. 

Room P ( 60' x 30') 
This area is a pit with a 2W ledge all the 

way around it. You see only the secret door 
through wh ich you entered. 

This pit room is rumored LO be bottom
less, but it is really 300' deep. T he g igglers 
(Room R) use this pit for waste disposal. 

NOTE: T here may be access areas to other 
levels in this pit a t the GM's discretion. 

Room Q (20' x 20') 
NOT E: T he portcu llis here is o nl y open 
when gigglers are emptyi ng waste into 
Room P. (See Room R. ) Read the following 
LO 1he Players: 

Ten feel in front of )•Ou is a closed 
portcullis. Raucous, high-pitched giggling 
can be heard coming from beyond the 
portucullis to the north. 

Con tinue reading to the Players if the 
poncullis is open and 1he party chooses LO 

enter the room: 
T o the west of the room's entrance four 

small humanoid creatures giggle loudly. 
T wo of them operate a pair of cran ks set 
into the south wall. The other two, seated 
on the floor, are playing a card game, 
giggling all the while. One of the seated 
humanoids suddenly jumps up and down 
and shouts al his partner in a high-fJitched 
voice, " You cheat! You cheat! You look at 
m y cards!" The other card player simply 
points at his shouting partner and giggles, 
saying, ''He silly! He look at my cards all 
the time, and he say I cheat?" 

T his room co111ains 1he cranks which 
operate the ponculli in Room Q and Room 
R. There are always four gigglers here 
g uarding and operating the ponculli. 

PCs can figure out how 10 operate the 
portcull i if they each roll against INT with 
a +3 modifier. 

(4) Gigglers 
HTK: 6, 5, 5, 4, AC: 715 
MV: 12", AL: NeULral 
AT: I, DM: ID4 or by weapon 
IN T: Low- Very 
TH A CO: 20, Sl: S 
Languages: Common , Giggler, and 
Ogre (50% speak goblin) 

Gigglers get their name from their loud 
giggling, which they do uncormollably. 
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T hese small humano id creatures are 1he 
lowest and easiest creatures to dominate. 
Many giggler tribes are run by ogres or an 
ogre mage, hobgoblins, bugbears, and 
goblins. For this reason, many g iggler 
tribes remain secluded so thev can rule 
themselves. · 

For every twenty g igglers there will be a 
shaman (Ski ll 2 cleric). 

For fon y or more gigglers that are 
encountered, there will be a shaman (Skill 
4 cleric) and six body guards (Ski l l 4 
fighters) carrying swords and wearing skins 
(eq uivalent lo leather armor). 

Skill 2 Cleric 
HTK: 2D8, AC: 8 
MV: 12", AL: Neutral 
AT: I , DM: by weapon or spell 
THACO: 20 
A rmor: none 
Weapon Proficiencies: morning star, 
staff 
Weapons: morning s tar 
1\Jlagic Items: +2 Cloak of Protection 
Spells: Cure Light Wounds, Detect 
Magic 

Skill 4 Cleric 
HTK: 408, AC: 8 
MV: 12". AL: Neutra l 
AT: I, DM: by weapon or spell 
THACO: 18 
Armor: none 
Weapon Proficiencies: mace, morning 
star. staff 
W capons: mace 
Magic Items: +2 Cloak of Pro1ec1ion 
Spells: Cure Light Wounds. Detect 
Magic. Purify Food and Drink, Silence 
15' Radius. Spiritual Hammer 

Skill 4 Fighters 
HTK: 4DIO, AC: 8 
MV: 12", AL: Neuu·al 
AT: I, DM: by weapon type 
TH ACO: 18 
Armor: skins (as leather) 
Weapon Proficiencies: axe (throwing). 
crossbow, dagger, quaners1afC, shon 
sword 
Weapons: dagger, shon sword. (50% 
throwing axe) 

Room R ( 40' x 40') 
GM NOTE: Make a lterations to 1he infor
mation given following according to 
encounter circumstances. 

This room has two exits; a western 
passage in the west wall, north corner, and 
a western passage i11 lhe west wall, 20' from 
the south wall. 

There is a portable ball is1a here and an 
u rn holding 24 ball is1a bolts. Five gigglers 
are here at all times (see Room Q for 
s1a1is1ics). 

In the floor in the southwest corner of the 
room is a hole which leads to ano ther 40' x 
40' room with only the hole as exit. 

The lower room conta ins fony beds and 
a private area for the shaman. 

The gigglers throw their waste into Area 
P and worship the Maze as a dei ty. 

They say tha t the Maze ki lls unfavored 
beings and lets favored beings l ive. To the 
gigglers ' knowledge, only their tribe is 
favored by the Maze. 

Gigglers have many jobs: scout out dun
geon, scavange, patrol Room M through 
Room T, sharpen weapons, make weapons, 
e tc. Twenty gigglers a re on duty at all 
times. Gigglers will know that PCs arc in 
the Maze 4 rounds after the PCs arrive. 
From that point on, the gigglers will be al 
fu ll s trength. 

Room S (20' x 20') 
This is a cell that has one exit; a port

cullis in the east wall, north corner. 
The IO' section of the south wall, west 

corner, consists off ieldstone. 

[[ there is a dwarf or mason PCs/ he can 
Lell that the wall has been here no longer 
than three weeks. It ta kes a combined STR 
of 80+ LO cave in the wall. 

Room T (30' x 20') 
This room is filled with glowing blue 

lights of varying shapes and sizes that fly 
around sporadically. The room is unnatu
rally cold. 

There is a door in the middle of the east 
wall. 

T he secret door in the middle of the east 
wall leads to 1eleponcr 4. 

The b I uc I igh ls are poltergeists (see Room 
I for Statistics). 

l!BIY~~-
T h is du ngeon section contains Room U 

th rough Room CC. T his dungeon is 
Dowons' main dungeon; that which he. in 
his identity as Ralf, uses as his lichly lair. 

This dungeon shou ld be treated as the 
deadliest of all dungeons herein. Ralf's la ir 
is Dowons' base for all his exu·a-curricular 
affairs. 

There are two e111rance areas in this 
dungeon, telepon ers 5 and 6. 
GM NOTE: Upon anyth ing entering this 
dungeon section, Magic Mouths are act i
vated, \Varning Ralf and his minions of the 
intrusion. 

All beings killed in this section are 
brought lO Ralf's lair for his inspection. 

Room U (60' x 30') 
This small temple of Louianis has four 

pews (seating twenty-four persons), and 
two braziers in the southwest and southeast 
comers. The 30' altar against the middle of 
the north wall is heaped with the hacked 
remains of dog-sized and smaller sacrifices. 
The sacrifices seem recent, but no one is in 
sight. 



There are two passages leading out of 
this room; a western passage from the west 
wall, north corner, and an eastern passage 
from the east wall, north com er. 

T he secret door in the middle of the 
south wall leads to teleponer 5. 

This temple is one of the most dedicated 
to L ovianis. Two ice devils have been 
··given·· to Ral£ as a g ift from Lovianis (see 
Ralfs Lair, following). 

If thi ngs go awry for Ra l[. he wil l 
Telcpon here and invoke Lovianis, who 
will come and assist. (Amount of assistance 
i at CM discretion.) 

Room(s) V (30' x 30') 
Th is is a 30' x 30' room with a 10' x 10' 

block of slone in the middle. There are four 
passages in the m.iddle of a each wall. 

One round after a 200+ lb. PC(s) leaves 
the room, the s tone block will move in a 
random direction. Ro ll I 04 for block des
tination and confer with the map. The 
stone block will move into that passage. 
Example: If a block moves to 4, next time 
the block is activated, it will move. If the 
block destination roll results in a 4, the 
block moves back into the middle. 

Room W (10' x 10') 
The fJassage ends . 

When the shaded area (on the map) is 
stepped o n or 10+ lbs. is placed on it, a I 0' 
section of wall on either side of the shaded 
area spri ngs inward and smashes anything 
in the shaded area for IOD I 0 HTK o f 
crushing damage. The secret door in the 
middle of the south wall leads to Room X. 

Room X (30' x 30') 
This room has one exit; a northern 

passage to a secret door in the middle of the 
north wall. 

An ornately-carved well is in the room's 
center and thousands of I" x 3" wax-sealed 
urns are on shelves lining all wall space. 

T he urns are filled with the shrunken 
remains of others who went into the well. 
Each urn contains one shrunken body, and 
is magicall y scaled allowing no magic to 
work from within. Each being that goes 
completely imo the well is tcleported int0 
an urn and will die in as many rounds as 
the being's STA. 

RoomY 
This northern passage dead ends; there 

are two levers in the north wall. 

The levers are in a neutral (that is, at a 
45:1: angle between the upright and mid 
positions) position. 

I) Upright: IOD JO Fireball covers entire 
passage. 

Mid: 1206 Magical lee Storm 20' area. 
Low: 1006 Lightning Bolt through whole 
passage. 

2) V fJright: 608 Acid Rain (Fro m Ceiling) 
JO' area. 

Mid: IOD6 Cone of Cold through whole 
passage. 
Low: Life Energy Drain IO' area. 

NOTE: Results are cumulative. 

Areas of effect on previous results origi
nate from the 10' in front of the levers. 

Levers can on ly be pulled when the 
' 'puller" is in first 10' of the area. Beings in 
the area of effect get no saves. 

Room Z (10' x 20') 
The passage ahead widens five feet to 

each side for 10'. Each alcove holds a 
platinum minotaur statue with its arms 
out and palms up. The passage continues 
another IO' past the alcoves and dead ends . 

T hese statues will tum to p latinum an y 
organic ma uer that touches them. 

Only a \l\lish spell can nega te the effects 
of the ··platinum touch" (GM discre tion). 
The statues do not radiate magic. 

Any pla1inum found here is sacrificed to 
the art ifact (see Ralfs Lair). 

Room AA (30' x 30') 
This room has an western passage in the 

middle of the west wall, and a 5' -deep 
alcove in the middle of the east wall. 

Placed randomly here are seven stulf ed, 
7' + tall, hairy humanoids with jacll 'o 
lanterns for heads. The largest is 9' tall and 
is sta11di11g in the alcove. 

The Firebears are in a state of stasis. If 
an)' one of them is disturbed, all will attack. 

(7) Firebears 
HTK: 72, 70, 68, 68, 66, 65. 60 
AC: 7 
MV: 1211

, AL: C. Neutral 
AT:3 
DM: ID611D6 (claws)/ 2012 (Eyes; see 
fo llowing) 
INT: Low 
THACO: 10, SZ: L 
Specials: Hug - T he firebear attacks 
with its vicio usclawsand its eye attack 
which causes searing heat damage. If it 
scores a claw hit of 13 or greater. it has 
dragged its victim to itself for a hug 
doing 208 HTK of damage, that melee 
round and every melee round there
after until the firebear is kil led or its 
victim is killed or breaks free. 

T he bizarre firebear has the body of a 
grizzly bear and a head that resembles a lit 
jack 'o lantern. They are evil-tempered at 
a ll times, attacking prey on sight and 
fighting to the death. 

Room BB (20' x 20') 
The passage in the middle of the north 

wall is the only exit here. 

A pipe organ covers the middle 15' of the 
south wall. The organ 's pipes are well over 
20" high. 

The muralled ceiling is 40' high and 
arched. The murals defJict a fJarty of adven
turers; one fJlays an organ which drives 
away ghosts, zombies, and mummies. 

The organ is useless unless the PCs look 
closely a t the mural a nd p lay the same keys 
as arc being played in the mural. 

When these notes are p layed, a banshee 
yell emits from the organ (all within 50' 
must save vs. Breath Weapon or d ie). 

Room CC (30' x 30') 
The only exit is the secret door in the 

middle of the east wall. A fJit on the west 
side of the room contains one titan floating 
t.wo feet off the floor in fJrone position; a 
blue force surrounding the titan glows 
brightly. 

Three levers are in the north wall, east 
corner of this room. 

The p it is in the shadowed section of the 
room. 

Each lever does one thing no mauer its 
positioning. 
From left to right: 
l ) Black Pudding spray (15' rad.): Docs 306 
HTK o r damage to exposed fl esh and eats 
away a two-inch thickness of wood equal 
in area to its diameter in I melec round; 
chainmail in I meleeround, plate mail in 2 
a nd an additional melec round for magical 
armor at a rate of 1 melee round for each 
plus of armor. Thus. + 1 magic (plate) 
armor would have to be in contact with a 
black pudding for 3 melee rounds before 
being dissolved. 
2) Acid Spray ( 15' rad. ): Does 30 8 HTK of 
damage to exposed flesh. 
3) Chlorine Gas ( 10' rad.): Does 3010 HTK 
of damage to exposed fl esh. 

T he on ly thing that will affect the blue 
force is a Wish spell. 

Room DD 
This 10'-wide passage dead ends into a 

wall holding three levers. 

Each lever works o n lv once. and moves 
the stone block in the nearest Room V (see 
Room V for details). 

:Ralfs Lair (250' x 160') 

GM NOTE: This room can only beemered 
in the following ways: 

1) Teleportation via Ralf Bag: Any being 
using a Ralf Bag (see Briarwood Casile 
Boo!?) teleports into the platinum cage 
(see following). 

2) Random Teleportation : Any being 
auempting a random Tclcpon, Dimen
sion Door, Blink, etc. into this room 
ends in the steel cage (see following). 
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3) Memorized Teleportation: Few beings 
have been allowed to memori1e an area 
in this room used for faultless telepons. 
However, beings granted such a priv
ilege teleport into Room A: The 
Anrechamber. 

NOTE: Due to the various locations in 
which to entc1 this room, the GM should 
vary the following desc.1 ip~ion as fits the 
circumstance. 

This immense room is dominated by a 
huge beast's skull, which is over I JO' long, 
90' at its widest, and JO' high. The ceiling 
is 50' high. ii steel, reinforced leads into the 
jaw portion of the skull. 

At the bac/1 of the skull are two 10' x IO' 
cages, each suspended from the ceiling by a 
heavy chain. The cage behi11d the northeast 
area of the slwll is made of fJlatinum, and 
the cage behind the northwest area of the 
skull is made of steel. An occasional red 
blur flies past. 

ln front of the double doors to the south 
stand twelve skeletons. 

One of the two cages at the back of the 
skull is made of platinum. and the other is 
made of s teel (sec descriptions following). 

The red blurs arc actually impish devils, 
or \\'hich there arc twelve residing here. 
The twelve skeletons guarding the double 
doors are super skeletons. 

(12) Impish Devils 
HTK: 3-5D8+2. AC: 0 
MV: 6"1 18". 1IL: L. Evil 
AT:2 
OM: I 04+tridcnt (see Specials) 
INT: High 
THACO: 16- 15, SZ: (2' tall ) 
Specials: When fighting, they descend 
upon their victims, forcefully jabbing 
their barbed tridents into the victim's 
body (as a 508 monster). Ir the auack is 
successful, the limb hit withers. 
Magic Resistance: 353 

Extremely vile and cunning, the impish 
devil appears 10 be a diminutive demon 
and is notorious for vicious auacks. When 
this creature flies, it seems to be liule more 
than a blur: this is the reason for its 
extremely low Armor Class. 

(12) Super Skeletons 
HTK: 4-50 8, AC: 4 
MV: 12", AL: ~eutral 
AT: I 
0 1"1: by weapon type +6 
INT: Low 
THACO: 15-13. SZ: M 
Specials: Shield bash -on a successful 
"to hit" roll, an opposing Character is 
knocked back 103x I 0 feet and sustains 
106 HTK of damage per 10' knocked 
back. 
J\llagic Resistance: 203 

The super skeleton appears to be a 
normal skeleton, but it is actually more 
formidable and ruthless. 

PLATINUM CAGE 
This magical, doorless holding cell is 

uspended from the ceiling by a 10'-long 
chain which emits a dull violet glow. The 
entire cage is magic resistant. damage· 
proof. and escape-proof from the inside. 
However. from the outside the cage can be 
damaged. but is at AC: 0 due to it bars and 
its constant swaying. 

Each bar of the cage can take 30 HTK of 
damage before breaking. The solid floor 
can take 70 HTK of exterior damage before 
it breaks. The chain cannot be damaged: 
for every round it is touched. it docs 1206 
HTK of damage to the object touching it 
(no save allowed). 

The occupants of this cage can only get 
out of the cage ifs/ he has outside help. Ralf 
can Tclepon any object/being from the 
cage by muuering the words, "IDUOS 
OLAN AMA" (which 1ransla1es 10. 
"OPEN TALKS (SA VS) ME" and naming 
the desired objectlbei ng. I mmediatcl y after 
the words are muuered, the object/ being 
will b<" teleponed 10' in front of Ralf. 

STEEL CAGE 
This magical. doorless holding cell is 

suspended from the ceiling by a 40'-long 
chain that emits a bright blue glow. The 
chain is magical and can only be affected by 
a Wish spell. The bo11om of the cage is 
made of evenly-spaced bars. 

Every segment a bolt or electricity pulse~ 
through the entire cage, requiring an)'· 
thing therein to make a save vs. Spell (or a 
save vs. Magical Electricity at -4 if an 
object) or take 206 HTK of damage. The 
cage can only be damaged by electric-based 
beings or attacks made from outside of the 
cage. (Those beings within the cage cannot 
auack due 10 avoiding the electrica l pulses.) 

Each cage bar takes 20 HTK of damage 
before breaking. 

Treasure Area (50' X 50') 
Scrolls, wands, and other miscellaneous 

magic items are on the top story of this 
room; the bottom floor houses weaf;o11s, 
armor, and other large! heavy items. 

This two-story area is accessible o nly 
with a Tclepon spell. Also, any being not 
wearing the Mark of Lovianis must make a 
save vs. Breath Weapon or sustain 20 6 
HTK of cold damage per round in this 
area. 

This area co111ains the items listed in 
Oowons' statistics (see Personalilies in the 
Briarwood Castle Guidebook ). This area 
also contains 15,000 pp, 25.000 gp, and 
37,500 sp. 

SKULL 
Room A: Antechamber 

This room contains two stools upon 
which sit two ice devils. They sit 011 either 
side of a steel, rein/ orced door. Each ice 
devil wields a jagged ice sword. 

The ice devils will auack anyone en ter· 
ing the antechamber. 

(2) Common Ice Devil 
Religio11! Deity: Lovianis 

S TR: 18176(+2, +'I), INT: 12-14 
INS: 9-14, ST ii: 15-18 
DEX: 9-14, APL: I2-t8• (5) 
HTK: 92, 98, AC: 4 
MV: 6", AL: L. Evil 
AT:4 
DJ\/: 104/ 104/ 2041304 
THACO: 10 
HT: 10'-10'6", IVT: 500-650+ lbs. 
Weapon Pro/icie11cies: pear, throw
ing spear, bastard (ice) sword 
Weapons: bastard (ice) sword ( 10%), 
spear (1003) (see Specials) 
Spells: Can cast the following at will, 
once per turn or melee round, as 
applicable: Fly. Wall of Ice. Detect 
Magic, Detect Jnvisibl<". Polymorph 
Self, or Gate (603 chance of success 
(70% two bone devils, 30% another ice 
devil). 
Specials:• APL to other devils only. 

Can cause an lee Storm once per day 
(as per spell). 

U ltravision: 603. 
Regenerate 1 HTK per me lee round. 
Radiate Fear: 10' radius (save vs. 

Wand applicable). 
Spear does 206 HTK of damage 

plus numbs with cold the being struck. 
Also, the struck being is slowed by 503 
unless a save vs. Paralyrntion is made. 

Any devils summoned by Frosty (see 
Room B: Main Chamber) will recognize 
him and will do his bidding. 

Room B: Main Chamber 
Th is room is dominated by a huge, 

intricately-carved, black marble table. A 
large stack of pillows lies to the right of the 
table, above which floats a rune-covered, 
ancient-looking beholder. On the left side 
of the table rests a chair of ice with a huge, 
power/ ul-looking ice devil seated upon it. 
Directly across / rom the door through 
which you e11tered sits a withered, pale 
humanoid wearing a red, hooded cloak. 
This humanoid evokes an inexplicable 
feeling of/ ear in you. 

The pale humanoid is the lich Ralf (see 
Dowons' statistics in Personalilies: Briarwood 
Casile ~R). Ralf, the beholder Praigor, 
and Frosty will all go on segment I for 
initiative. PCs must roll for surprise, but 
are surprised on a 1-4 on I 06. PCs must 
also save vs. Paralyzation or run in fear. 

Frosty, Greater Devil 
Religion/ Deity: Lovianis 

STR: 18176 (+2, +4), INT: 14, INS: 14 
STA: 18 (+4), DEX: 12, APL: 17• (5) 
HTK: 125, AC: 4 
MV: 6", A L: L. Evil 
AT:4 
OM: I 04/ 104/ 20 4/ 304 
THACO: 10 
HT: 10 W, WT: 596 lbs. 



Magic Items: Ring of Cone of Cold (as 
\!\land of Fros1) 
Weaf)on Proficiencies: bastard sword, 
florentine fi gl1li ng, shon sword, spear, 
1hrowing spear 
Weapons: ice sword (see sidebar) and 
+3 shon sword 
Spells: Casts the following spells at 
wi ll, once per turn or melee round as 
applicable: Fly, Wall of Ice. Detect 
Magic, Detect £nvisibil i1y, Polymorph 
Self, Charm Person, Suggestion, Illu
sion. [nfravision, Teleponation (no 
error), Know Alignment, Cause Fear, 
Animate Dead. and Gaie (80% chance 
o f success (703 1wo bone devils, 30% 
o ne ice devil )). 

pecials: • APL 10 other devils only. 
Radiate Fear: l O' radius (save vs. \l\land 
applicable). 

Ultravision: 60' range. 
Regeneration: 2 HTK per melee 

round. 
Can converse with any intellige111 

being due LO telepathic abilities. 
Can onl y be struck by silver and 

magica l weapons. 
Psio11ic A bi/it)': 166 
A llackl Defense i\fodes: C, D/ F, G, H 

Fros ty, so-named by Father .'vliles Oak 
(see Map and Population Book in 1hebasic 
set), was encou111ered by Fa1her Oa k three 
Limes, and was successfull y turned by the 
cleric each time. Frosty hates Oak and will 
soon devise a way of ridding himself of the 
cleric. 

Frosty is shrewd and scheming but com
pletely ra1iona l. He knows that his curren1 
pannership with Ralf and Praigor the 
beholder is a key to power, success, and 
recogniiion as a leader of ice devils and 
lesser de vi ls. 

Fros1y will summon two more ice devils 
(see s iatistics, Room A: Antechamber) during 
the first round of combat. 

Praigor 
Race: Beholder 
Religion / Deity: Lovianis 

STR: 12, INT: 16, INS: 13 

j 

STA: 9. DEX: NI A, APL: 18• (5) 
HTK: 75, AC: 01217 
MV: 3", AL: L. Evil 
AT: I. DM: 2D8 
THA C0:9 
HT: 617" diameier, WT: 1,230 lbs. 
1\llagic Items: ! Ring of Telepona1ion 
(33 charges) 

' _.,,,,,,, ,_ - -

----~•••.,.....,lillllGli~ c!Ca: -

Spells: One spell per eye as fol lo ws: 
I - Charm Person, 2-Charm Mon
s1er, 3-Sleep, 4-Tclckinese 2,500 gp 
wt., 5-Flesh io St0ne ray (3" range), 
t6- Disi111egra1e l"a)' (2" range), 7-
Fear (as a wand), 8-Slow, 9-Cause 
Serious Wounds (5" range). 10-Death 
ray (4" range), 11 (cemral cye)-Anti
magic ray ( 14" range) 
Specials: • APL to other beholders 
only. 
t wears Ring on eyestalk #6. 

ICE SWORD 
Ice swords are long, jagged shards of 

ice which are magically forged and 
honed. Each docs 3D8 HTK of damage 
plus numbs with cold 1he being struck. 
This effen slows 1he struck being by 50% 
unless a save vs. Magic is made. 

____ ... ________ __ 
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