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Author’s Notes:

This module was written for the DragonQuest Game System. It is very similar to D&D and when it
came out (back in 1980) it challenged TSR and the D&D gaming community. Since TSR bought
out SPI ( the publisher of DragonQuest ) the game immediatly dissapeared from the market except
for a brieftime in 1989 when T$R released the Third Edition of the game. But by that time, the
gaming populace had forgotten about DragonQuest.

Our gaming group had gotten tired of D&D and then Role Master so we pulled out our old editions
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upload it so others may look at it and use it (if they want to....).

There is not alot to convert to D&D, just some encounters. The ideas go over well in any game
system. Any comments can be addressed tod1ind@synoptics.comor toragis@thetech
on the Internet email.

All of the module was written in the GEOS Ensemble platform ( GEOwrite and GEOdraw ). T have
converted it to Word for Windows for the written portion and GIF files for the maps. There is also
atext version of the module included in this collection of files. To print out the maps either print
them out with a GIF viewer (remember to set the size of the printout) or inport them into a drawing
program and print. ( I know that the windows basic drawing program cannot do this. ) Use pkunzip
to retreve the files in the zip file.

Anyway, if you have downloaded this I hope you like it and if you use it have fun!

David Lind
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toragis@thetech.com
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in this document, with only some slight copy editing and layout work that I have done.
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adventure to all of you who are still fans of DragonQuest. Like David, I hope that this is useful and
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Rodger Thorm
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I. INTRODUCTION

Crypts of the Dark Ones is in-
tended for five to eight characters of com-
bined mercenary and adventurer level. The
adventure proper will take from 20 - 30
hours of gaming time and the characters
will have to ply problem solving skills.
This is not a “hold the party’s hand as we
go through the dungeon” adventure. It
will take all the skills that the characters
have and all the intelligence also to com-
plete it.

All statistics for the encounters
will be listed in the pages of the module. If
any other statistic is needed the GM shall
generate it appropriately for the strength
of the characters participating in the ad-
venture.

Il. THE ADVENTURE

1. Players’ Introduction

A short time after your previous
outing a group of armed guards quietly
asks you to accompany them to an un-
known location. This location turns out
to be the home of a noble of the city of
Arabel.

At the home you meet the lord
sitting in his study. He looks as if he had
been shedding tears recently but his voice
is strong as he speaks to you.

“Brave mercenaries.” he intones,
“I have word of your deeds from my
cousin in your own hometown and your
resourcefulness in rescuing your captured
loved ones.” He continues in a lower,
much sadder tone.

“Alas for myself, one of mine did
not survive.” He almost chokes on his
emotions at this last statement.

“A week ago, to the night, a crea-
ture entered my home and stole my daugh-
ter.” He pauses, the lines of worry etch
his face. He continues, “but my wife was
slain.”

A man standing next to the noble
places his hand on his shoulder, comfort-
ing him. The noble looks up, his eyes
glaring with hate.

“I need you to go find her, my
daughter Yeshmela. 1 will pay well, 500
silver each.” He waits for your response.

“As a gesture of good faith [ will
pay 250 silver now and the rest when you
return, even if she is slain. And my brother
will accompany you; his name is Bry’th
Rhynar.”

He continues, “This is the only
clue we have.” He produces a vial of green
ichor that has the stench of death about
it.

“This was gathered at the site of
my wife’s death. She put up a valiant fight
to save out daughter and she slid this into
the foul creature.” He then produces a sil-
vered dagger.

“I don’t know where you are to
start but I know you are a resourceful
group, I wish you god’s speed.” With that
his guards usher you out of the house.
Bry’th tells you to meet him at the Buxom
Wench Inn in an hour.

2. GM’s Background

An evil mage discovered the lo-
cation of a lost crypt of the dark elves that
was constructed before they were forced
underground. Guarding this ancient burial
site is a magical key that whoever touches
it who does not have the royal blood of
the dark elven royal family will wither and
die.

This key is an altar/shrine at the
entrance of the Crypt, the person of royal
heritage has to recite the incantation to
open the door to the inner chambers.

All traces of the royal dark elven
family were thought to have perished dur-
ing the wars that drove the dark people to
the gloomy darkness.

The dark lord had many concu-
bines and other conquests but they were
the lovely women of his court. Once, he
went out in disguise into the elven city of
Myth Drannor and met a human female
and he seduced her. He left her without a
second thought and returned to his realm.
Unknown to him the woman conceived
and had a child. She hid his true heritage
from him and he lived amongst the elves
of Myth Drannor.

Many ages have passed and the
evil adept discovered the secret to the key
of the crypt. Through his dark allies from
the abyss he located a noble family in the
city of Arabel whose wife and daughter
through his wife have the blood, however
small, of the dark lord of the elves of long
ago. The mage immediately sent a winged
creature of darkness to fetch one of the
women, it slew the wife and swept away
the daughter to help him uncover the se-
crets of the crypt.

The mage charmed the damsel
and she now will not betray him. He plans
to sacrifice her to his dark servants after
his quest is ended.

As the characters finish their
training in Arabel they are summoned by
the noble to his estate. He proposes a res-
cue mission to retrieve his daughter. He
has no clues except a sample of blood
taken from his bed chambers where is wife
was slain. It is a ghastly green ichor that
has the stench of death about it. He will
pay the adventurers well for this, half now
and half later.

The noble’s brother Bry’th
Rhynar will accompany they characters
on the quest. He is a healer of some re-
pute and will help the party during the
adventure.

The adventurers have to deduce
that fact that the thing was summoned
from another plane and find out who could
do this. A trip the mage’s guild will help
them with this point. Then from the sug-
gestions of the mages from the guild they
should visit the various mages and find
out who could have done this.

One of the adepts will turn out
to be the evil magic user’s old apprentice.
He will not willingly divulge the location
of his former master’s lair, but may be per-
suaded with money or force. It is more
likely that he will tell the characters the
way to the tower but give wrong direc-
tions in the forest, taking the characters
to the haunted cairn that lies a few miles
from his former master’s tower.

The evil worker of black arts lairs
in a decrepit wood near the kingdom of
Cormyr. The wood is dangerous, with
many creatures of shadow living there.
Near his tower is also a cairn which con-
tains the remains of an ancient group of
humans who used to populate this area.
This area is very dangerous.

After the characters find out
who did it, they will have to go to his
tower. It is a dark and evil place in the
middle of a forest. The characters will not
find the mage here, only clues to where
the Crypt of the Dark Ones is. The charac-
ters will have to defeat the guards of the
tower.

The Crypt of the Dark Ones is
located in the area north of Waterdeep,
deep in one of the many gloomy wood-
lands that exist there. It is here where the
characters will meet the mage.

At the crypt the mage will have
entered the Chambers of Sleeping Hor-
rors (area 5) and the characters will find
him in one of them (there are three). The
inner Chambers of Reeking Doom await
the characters beyond the secret doors. It



is these chambers that the mage is look-
ing for. This chamber contains the re-
mains of the most powerful of the ancient
elven lords.

The dark adept will use his
power to animate the remains in the area
he is in to defend himself as he searches
for the secret door to the Chamber of Reek-
ing Doom.

The mage will find the secret
door but will meet his doom in one of the
traps along the hall. The noble’s daughter
will be unharmed and the charm will dissi-
pate as soon as the mage is dead.

After the characters defeat the
mage they may enter the Chambers of
Reeking Doom or return the noble’s
daughter right away. Bry’th will suggest
the latter course of action.

3. The NPCs

Following is the description of each en-
counter area. Also included is a descrip-
tion of each NPC the character will meet.

3.1 Bry’th Rhynar

Bry’th is a noble by birth but he
does not flaunt it amongst the lower
classes of society. He has a pleasant de-
meanor and will help the quest to his death
if necessary. He is of adventurer level and
has long experience at adventuring.
PS:16 MD: 17 AG: 17 MA: 15 WP: 15
EN:20 FT:25 PC:27 DF:15/29 TMR: 6

Rank IV SC DM
Mace 6 48 101 +4
Shield 4 46 70 -1
Dagger 7 49 8 +1
Healer R7
Mil SciR6
Read R8
Write R8
Horse R6 63%
Stealth R4 65%
Armor: Partial Plate/6 Shield: Lg Rd
He has a horse and mule with 4 weeks
food and other adventuring gear. He is
also a member of the College of
Ensorcelments and Enchantments, he has
rank 4 with his General Knowledgespells
but no Special Knowledge spells.

3.2 The Evil Mage

This man is exceedingly evil and
will not hesitate to kill for pleasure. He is a
member of the College of Necromantic
Conjurations and also has the services of
the Tome of Dark Summoning, a magical
device with the ability to cast a summon-
ing spell to summon a creature of shadow

from the nether regions. The adept sup-
plies the fatigue to power the spell. This
tome resides in his tower and the charac-
ters should try to destroy it. The mage’s
statistics are:
PS: 10 MD: 18 AG: 15 MA:25 WP: 25
EN:20 FT:25 PC:32 DF:30 TMR: 5
He has rank 8 in all General Knowledge
spells and Rank 6 in all Special Knowl-
edge spells.

The mage wears robes of power
that will give +15% to defense and stop 4
DP as leather armor. They also store 10
fatigue points for the adept to use at will.
He also carries a truesilver dagger that is
+5% due to special construction.

Rank IV SC DM
Dagger 8 55 80 +0
Read R10
Write R10
Horse R7
Stealth R8
Alchemist R10

3.3 The Mage’s Old Apprentice

This man is a miniature version
of the master. Physical stats the same and
the mental stats reduced by 3. His percep-
tion is only 15. He has no magical items
on him and his spells are reduced by 4
ranks (i.e. rank 4 general and rank 2 spe-
cial). He does not know S11 - S14 nor any
of the special knowledge rituals.

3.4 The Winged Creature of Shadow

This creature is summoned via
the magical tome in the cellar of the evil
mage. Currently there are two creatures
about. One is on the roof of the mage’s
tower awaiting his return or summons and
another is in a cell in the cellar of the mages
tower. This one did not like being sum-
moned and the mage imprisoned it there.
The creatures are man sized, with wings
and talons. If looked at it appears to be all
shadow, no light will show it’s true form,
even magical light. All that can be seen
from it are it’s eyes.

The creature is intelligent and
will not attack without cause (and a cer-
tainty of winning). It will use its wiles to
get out of trouble and usually will kill the
persons responsible if given the chance
(and the probability of success). Its stats
are as follows:

Shadow Demon
PS:25-30MD: 18-23AG:20-25
MA:15-20 EN:25-35FT:25-30
WP:20-25PC:15-23PB: 1-5
TMR: 8/12 NA: 6 DP per hit.

The shadow demon can attack with its
claws (base chance 60%) twice in a pulse
DM +6. It will sometimes use large two
handed weapons (always at maximum
rank). It will never wear armor.

The creature will sometimes be a
member of the College of Necromantic
Conjurations (40%). If so the shadow de-
mon will have rank 10 in all spells.

4. Starting the Players

The adventure starts as soon as
the characters leave the noble’s estate with
the vial of green ichor. The characters
should meet Bry’th at the inn at the speci-
fied time. Ifthey do not, he will inform the
authorities of the breach of verbal con-
tract and have them incarcerated. He will
drop the charges afterwards. Bry’th just
wants the show the characters that this is
a serious issue.

The preferred path to the
completion of the adventure is as thus:
1) A trip to the Guild Magus
2) Visit the appropriate suspects
3) Meet the Old Apprentice
4) Journey to the Tower
5) Find the Clues to the Crypt
6) Following the Evil Adept
7) Entering the Crypt and Finish
The adventure will follow the headings
listed. It is possible that the characters do
not take this path. As long as they trek
towards the final goal of the rescue it is
OK. Just go along and have Bry’th nudge
the characters along if need be.

5. The Guild Magus

The characters will discuss what
to do and a trip to the local mage’s guild
should be the clear choice to find a mage
or a sage to tell them what the green ichor
is.

There will be a fee and Bry’th
will pay it. The characters will be ushered
into the guild and placed in a pleasant
room with books and plush chairs, a hearth
and other things of comfort.

A sage named Obereth will enter
the room and, when told the story and
shown the ichor, he will tell the characters
that is comes from a creature from the
Nether Realms and only a few in the land
can summon them.

He will tell you that he does not
know of who can summon the dark crea-
ture but will give three names of adepts in
the city who may know. The three are
Ghorbex, Hyrocalar and Xanderes.



6. Visit the Appropriate Suspects

Ghorbex lives in a manor in the
wealthy quarter. He will grudgingly see
the characters but will be abrupt and rude
saying that the characters are interrupt-
ing valuable research time.

Hyrocalar has a tower in the mer-
chant quarter. He will accept the charac-
ters openly but will skirt around any sub-
ject the characters bring up.

Xanderes is a mage in the court
of the governor of Arabel. He will let his
apprentice make the characters an appoint-
ment which he will break and make the
characters return the next day. He will tell
the characters about the risks of summon-
ing and calling up creatures from the
Nether Realms.

All of the mages will tell little but
they will all say that a decrepit adept called
Zorgath who lairs out on the outskirts of
the city may know of someone who may
be able to summon the dark entity.
Zorgath is the evil adept’s old apprentice.

7. Meet the Old Apprentice

Zorgath is a small man, sharp of
wit but low of morals. He speaks with a
quiet, hiss speech.

He will welcome the characters
and will listen quietly to the story. Slowly
he will speak.

“I know of one who may be the
dark and evil mage of whom you suspect.
He is a man of twisted values and great
ambition. He lairs out in the wood to the
east of Arabel, some 200 leagues away.”
The man stops and with a slight grin says,
“if you take the east way, it will run
through the wood. When you pass the
wood there will be a seldom traveled path
to the north, skirting the border of the for-
est. Take this road.”

A gleam is in his eye as he speaks,
“About 10 leagues later there is an over-
grown path into the wood. The one that I
speak of does not use the walking ways
of men. This road is overgrown with trees
and underbrush, take this way for a couple
of miles. Then you should see his tower
on a hillock in the distance. Continue
down the path and after a mile or so there
is a branch in the road. Take the left way
for the other leads to certain death. In a
few more miles you will find the tower.
Now you must go from me, I have studies
to conclude.” With that he opens his door
for the characters to leave.

Zorgath is still loyal to his former
master and has told the characters the

wrong way to the tower. He has lead them
into an area of burial cairns of an ancient
mannish race so evil that they were exter-
minated by the powers of light.

8. Journey to the Tower

This journey will not be danger-
ous until the characters enter the wood
on the overgrown path. Movement will
be slowed down to 5 miles a day maxi-
mum. Slower if horses and mules are
brought along because they are larger and
the trees and brush have grown onto the
path.

Danger level is high, with a 50 %
chance every 3 hours of an encounter,
mainly with wolves although there is a
chance for dire wolves also.

About half way into the wood
the characters will crest on a hillock and
they will see the tower in the distance. It
is a stark and gloomy looking land.

The characters should travel
down the path to the fork in the road. It is
almost not noticeable in the overgrowth.
The characters should take the left path
as Zorgath said but if they don’t it is OK.
To the left are the cairns.

After the encounter at the cairns
the characters should backtrack to the fork
in the path and take it. There will be no
other encounters until the tower after this.

9. The Cairns of Chaos

At the end of the left path are
the Cairns of Chaos. They are a burial area
of an ancient evil race and they who are
buried here seek the blood of the living.
The dense foliage along the path takes
one minute (12 pulses) to hack through.
After the characters enter the area for 5
minutes, the characters will hear the sound
of rocks falling to the ground. These are
the rocks of the cairns falling as the
undead dig their way out to kill the char-
acters.

It will take 5 pulses for the
undead to escape their graves. The
undead are skeletons but they are stron-
ger than the regular skeletons (2 x stats).
There are 10 of them and they are wearing
armor (chain) and carry weapons (what-
ever is on the miniature used). They have
rank with their weapons (rank 5).

PS:20 MD: 20 AG: 18 MA:N/A

EN:24 FT:20 WP: 20 PC: 14

PB:2 TMR: 5 DEF: 16

Bonus to base chance: +40% IV: 34
Weapons: They also have daggers. Two
of the weapons are special, one is silvered

and the other is magical, +1 to damage.
One has armor that is +5% to defense and
one has a ring that is +5% to defense.

The skeletons will attack without stop-
ping. In the cairns there is treasure, about
d5 x 100 silver pennies worth in each. This
takes the form of money, gems and jew-

elry.

10. Finding Clues to the Crypt

The mage is not in his tower and
he does not expect anyone to brave the
woods to rob him. The only creatures in
the tower are the two shadow demons.

The characters will find clues to
the location of the Crypts of the Dark
Ones in the mages lower lab and in his
study.

The tower itself is a dark and
brooding structure. There are windows
every 10 feet along the circumference of
the tower on each level. The windows are
shuttered from the inside and they are
barred with magical energy. They cannot
be dispelled by a counter spell. The only
way into the tower is through the roof
which is about 50' above the ground and
also one of the shadow demons is there
or through the front door.

lll. THE TOWER

Following is an area key for the tower. The
scale for the tower map is 1 square =5'".

11. The Cellar

The cellar of the tower is one of
the mages laboratories and also the main
summoning area.

1. Secret Stairway

The landing of the stairway is warded with
a Fire and Brimstone Spell of permanent
duration. Only the mage or his minions
may pass without harm. The trap may be
dispelled with a counter spell of Necro-
mantic Conjurations. The level of the ward
and spell is 12.

If the bottom step is examined will show
to have runes upon it and if detected for it
will show up magical.

2. Special Holding Cell

This cell is built from alloys from the Plane
of the Abyss and it will hold all creatures
from the Nether Realms powerless. There
is currently a rebellious Shadow Demon
here.

The demon will try to convince the char-
acters to let it go using a soothing voice



and claiming to be a helpless traveler cap-
tured by the mage for black experiments.
The demon, if released, will tell the char-
acters that their time is near and will fly up
the stairs and out of the tower to search
out the mage and kill him.

If the characters release the demon, this
will be the way that the mage meets his
doom.

3. Main Lab

It is here where the mage summons his
demon allies via the Tome of Dark Sum-
mons. There is a pentacle drawn in blood
upon the floor and also a protection circle.
The tome rests in the circle upon a stand.
The tome has a permanent Summoning
ritual upon it and whosoever studies the
tome will be able to use it to summon
Shadow Demons and to bind them. Base
chance is 20% + 1 for each point of MA
above 15 and +1 to bind for each point of
WP above 15.

The adept may learn the tome as a ritual,
but may only cast it from the tome. The
XP modifier is 500.

4. Door to Storage Area

This door is locked with a rank 4 lock. It is
not trapped but upon the door is runic
writing, prominently displayed. This is to
give the effect of being magically trapped.
The door is of iron bound oak.

5. Storage Area

This area has several shelves along the
walls. Upon these shelves there are jars
and vials of magical preparations. If sold
to the right person the contents of this
room would be worth 5000 silver pennies.
Upon one of the shelves there is a scroll
tube. In the scroll tube there is a map of
the area around Lurkwood, which is lo-
cated north and east of Neverwinter. This
map was accidentally left here by the mage
and was part of his search for the crypts.
(The crypts are actually located near there,
but in the Spine of the World Mountains.)

12. Level 1

This level contains the guest chambers,
the servant quarters and some closets. In
the closets there is nothing of real value,
just some cloaks, riding clothing and some
other household items.

1. The Front Door
This door is of iron bound oak and it is
locked with a rank 6 lock. It is a 5' wide

double door and there are mystical runes
upon the door posts. These will glow
when the party passes but they really do
nothing. (They prime the trap at 2.)

The runes may be dispelled by a Ritual of
Disapation for Necromatic Conjurations.

2. Foyer

This room, if the ward at 1 is not dispelled
will cast (via the ward from 1) a Spell of
Agony (S-13). Also, the ward will cast a
Wall of Force spell (S-2) in front of the
doorway into the tower. Again, the only
way to dispel these effects is to cast a
successful counter spell at 1.

3. Main Hall

This room is the central hall of the tower.
in the SE corner there is a circular stair-
way going up. There is also a secret door
which leads to the secret stair to the mages
private chambers and to the labs.

The doors here are all unlocked and there
are macabre paintings upon the walls be-
tween the doors. They may be sold for
100 - 500 silver pennies each to the right
person.

4. Servants Quarters

There are currently no humanoid servants
of the mage but this room is kept clean
and ready. There is nothing of real value
here.

There is a bed against the south wall, a
circular table with three chairs in the cen-
ter of the room and a dresser with 4 draw-
ers ( which are empty ) against the curved
wall. Also there is an empty armoire.

5. Guest Quarters
This larger room is also kept clean but it is
empty. There is a larger bed here but the
furnishings are basically the same as the
servants quarters.

6. Secret Stair

This stair leads into the mage’s private
chambers and also to the labs. It is a bare
affair and it is not lit with any torches or
lamps although there are torch holders
upon the walls at 10’ intervals.

13. Level 2
Level 2 contains provision storage and
food preparation areas. Also the mess
area is here.

1. Main Eating Hall
A large table dominates this room. The
table is 10' long and 5' wide with chairs all

around it. Upon the table there is a silver
candelabra worth 1000 silver pennies.
More pleasant paintings line the walls of
this room and may be sold for 100 - 500
silver pennies each (there are 6 paintings).
A large fireplace dominates the northern
wall.

2. Kitchen

This is a standard medieval kitchen with a
large hearth and preparation table. Hang-
ing above the table are pots and pans and
upon it are various tools such a spoons,
forks and knives.

The hearth is not lit.

3. Pantry

Stored here are casks of wine and mead,
crates of food (dried meats and such),
barrels of water, barrels of flour and other
things such a plates, etc.

There is a stone box in the southern cor-
ner of the room about 4’ cubed with a door
on the top. This contains some eggs and
cheeses. It is cooler in the box.

4. Secret Stair
Same as 6 on level 1.

14. Level 3

The only way into these chambers from
the inside of the tower is through the se-
cret stair. This level is the personal cham-
bers of the mage.

1. Secret Stair

This is not secret on this level. The only
way to the stair from the other levels is
through the secret doors. This is the only
way into the mages personal chambers.

2. Main Chamber

Here is the personal chamber of the mage.
There is a large bed against the northern
wall. The sheets are of silk and the blan-
ket on the bed is well made. These are
worth 300 silver pennies. There are two
dressers with 4 drawers each. There is
clothing in all of them and in one there is a
box with jewelry (worth a total of 1000 sil-
ver pennies in 4 items of jewelry).

In the southeastern corner of the room
there is a desk and another dresser. This
is the mage’s private working area. In the
desk there are various arcane scrolls deal-
ing with the history of the dark elves and
one of them describes the crypts and its
trap. In the desk drawer there is a
truesilvered dagger.

The dresser contains various maps of the



realms and notes on the maps speculat-
ing on the location of the crypts.

3. Bathroom
This room has a chair with a hole in it.
Enough said.

4. Closet

This area contains the mage’s clothing
and some personal storage. There are 5
chests here and pegs upon the walls for
clothing.

In he chests there is more clothing and
other personal stuff, (silver mirrors,
combs, powders for personal use, etc.).
There is no money in the chests. Folded
in one though is a cloak that will keep a
character warm in cold weather ( not freez-
ing weather though, a side effect is +5%
to resist cold spells though).

15. Level 4

This is the mage’s main laboratory. There
is a large table in the center of the room
that has various experimenting equipment
upon it. On the table there is also an un-
rolled map. This map is of the area where
the crypt is located and it has a pin set in
a certain valley along the Spine of the
World Mountains. It is archaic in nature
and the names are in another forgotten
tounge. Next to it there is some vellum
and an ink pot with a quill. There is also
an empty scroll case there.

Upon the walls there are extensive book-
shelves. Upon the shelves there are 79
books. 29 of them are spell books for the
College of Necromantic Conjurations, one
spell per book. The General Knowledge
spell books are smaller and Special Knowl-
edge ritual books are the largest. 43 of the
books are for the College of Black Magics
and the 7 remaining are various arcane
texts dealing from basic magical prepara-
tions to the descriptions of the various
pacts withthe Powers of Darkness that
the practitioner of the Black arts must
make.

The atlas and the vellum are clues to where
the mage has gone, for it is in this valley
that the Crypts are located.

16. Roof

Here is the observatory of the mage, com-
plete with an observing glass (telescope)
and other celestial charting instruments.
Also here is a loyal Shadow Demon. The
demon will attack the characters on sight.

17. Following the Adept

The mage will leave a trail for the charac-
ters to find from village to town to the
cities that he goes through. The most
prevalent clue will be of an old man and
his granddaughter staying at the local
inns.

Also along the way the characters will
come upon a group of slain brigands on
the road. The group will be human and
half-orcish and the bodies will not be
looted.

In another area there will be a burnt out
section of grassland 50' in diameter and in
the center will be the carcasses of 6 wolves.
The mage crisped them with multiple fire
and brimstone spells.

The characters will find along the road in
another place a brooch that has fallen from
the nobles daughter. Bry’th will recognize
it immediately.

The characters should end up at Mirabar,
near the Spine of the World and the valley
where the Crypts lie. If they did not take
any maps with them from the wizards
tower then the locals will know of the val-
ley and tell them, but they will warn of its
dangers also.

IV. THE CRYPT

18. Entering the Crypt

The crypt lies in a desolate valley along
the Spine of the World Mountains. The
entrance is hidden amongst a pile of rocks
but the characters should find it if they
search. It would be a good place to place
the daughters brooch here as a clue as
described in the previous section.

It is here that the characters will meet the
evil wizard.

19. The Crypts of the Dark Ones

The crypts are a simple affair, only having
five chambers. The entrance chamber has
the key to open the door to the inner cham-
bers. The mage will have made it here first
and the door will be open but the charac-
ters will have to cross the Chasm of Death.
The three first inner chambers have the
remains of the dark elven court. The Cham-
ber of Reeking Doom contains the royal
remains of the last dark elven lords dy-
nasty. The characters will meet the wizard
in one of the first three chambers. The
mage will be at the far end of the chamber
when the characters enter. He will cast an
animate dead upon the remains of the
elves. If he can he will cast it twice.

If the demon from the cellar of the tower
was released, then it will come flying into
the chamber and grab the mage. It will then
fly off to kill him. The charm will wear off
the daughter then.

If the demon was not released then the
wizard will cast a Wall of Bones in front of
them, hiding the wizard from the charac-
ters seeing him operate the secret door.
The wizard will then perish at the wiles
the traps that the elves put into the corri-
dor to the chamber of reeking doom.

The scale of this map is one square equals
10 feet.

1. Entrance to the Crypts

The entrance is hidden amongst a pile of
boulders and debris along the canyon
wall. It is not hard to find and there are
several carcasses of adventurers who
thought this would be an easy tomb rob-

bery.

2. Trapped Door

The corridor goes down rather steeply for
40 feet then ends in a bronze door. The
door is locked and trapped. If the charac-
ters do not disarm the trap then the grates
in Room 3 (the Chamber of Fiery Death)
will open as soon as the door is opened. If
the trap is disarmed then the grates will
stay closed. The rank of both is 3.

3. Chamber of Fiery Death

This chamber is dominated by a large
chasm along the northern wall. Flames leap
up from the depths of the crevice. Upon
the other side of the crevice there is a land-
ing with a door. Upon the landing is an
altar with runic writings upon it.

There are two columns supporting the 30
foot high ceiling and there are two grates
upon the floor.

Ifthe characters examine the grates a wail-
ing can be heard from the depths of the
pits that the grates protect. If the charac-
ters are so foolish as to open or move a
grate (if the trap did not open them) then
the creatures of the pit will come forth.
They are ghouls and there are 4 of them in
each pit, they will climb up in 5 pulses.
(The pit is 50' deep with a 20' room at the
bottom. The elven lords thought putting
them in here and having the grates open if
the door is not opened with a proper key
would be a good thing to have guard the

crypt.)



Typical Ghoul

PS: 15 MD: 10 AG: 10 MA: - EN: 20
FT:27 WP:20 PC: 12 PB:2

TMR: 3

Bite 50% D-4 +20 infection

Claw 40% D-3

Attack once in melee, twice in close.

The door is open, having been activated
by the noble’s daughter. If the characters
are so stupid as to touch the altar, they
must resist at - 20 or wither and die in 5
pulses.

4. Corridor Junction

At this junction there is a ward. If a char-
acter who is not an elf crosses this place a
rank 10 firebolt will be cast at the offender.
The floor is runed and glows with a faint
red light. The ward may be dispelled with
a Special Knowledge counterspell of the
College of Fire Magics.

The evil adept was hit by the spell but the
daughter was not, being that she has
elven blood.

5. The Chamber of Sleeping Horrors

(It is in one of these three rooms that the
characters will meet the wizard)

It is here that the dead of the dark elven
court are buried. There are 30 biers along
the wall and each has a body upon it. The
bodies are not undead and there is little
here except rusty armor and weapons, rot-
ting clothing and the stench of death.

The Traps (6-9)

These traps were set here to guard the
Chamber of Reeking Doom from intrud-
ers. All traps are rank 8 and will always go
off if not disarmed.

6. The Impaling Wall

Hidden in the wall is a device that looks
like a lattice of iron with 3' spikes spaced
every foot. The lattice work is 7' tall and is
as wide as the corridor. There is a switch
upon the wall to disable the trap, it is hid-
den with a difficulty factor of 3.

The characters standing first in formation
will be subject to 3 - 7 pike attacks.

7. The Hair Raising Door

This door is different than the rest. It is of
solid brass. If a character turns the door
latch he will be subjected to arank 15 light-
ning bolt attack. The door does NOT have
runes or any other markings upon it and
only turning the door latch will set the
trap off.

The real door handle is on the opposite

side of the door and it is hidden with a
difficulty factor of 3. It is a stud that if
pressed will open the door. ( In other words
the door opens on the opposite side of
the conventional.)

8. I've Fallen Down and I Can't Get Up
Here is a basic 15' pit trap with spikes,
except that when opened the bottom will
start to fill with water and will reach the
top in 24 pulses.

There is a flagstone on the floor that will
disarm the trap, difficulty 3.

9. [ See You

Floating here is a pair of disembodied
eyes. Flesh hangs off them. When the
characters approach the eyes will flash
with a magenta light. The front row of char-
acters must resist or take D-5 damage. The
eyes have a defense of 50 and will be killed
with one hit. They will flash every pulse
and every character in the front must re-
sist.

10. The Chamber of Reeking Doom

This large chamber contains 10 biers. In
this room is a barrow wight. He will wait
for the characters, then kill them. He will
stay as far as possible from them to use
his magic. He is a former dark elven lord
who wears truesilvered plate and carries a
magical truesilvered two handed sword.
He cast spells at Rank 10 and will use them
first against the characters then he will go
into melee.

PS:22 MD: 20AG: 15/11 MA: 15EN: 30
FT:30 WP:25PC:35PB: 7TMR: 5

Def: 11 Prot: Full Plate - 8

Rank IV SC DM
2H Swd 5 S1 105% +9
Dagger 4 50 79% +0

The two handed sword is magical also,
+10% +2 damage. This weapon counts as
one special item, as does the truesilver
plate armor.

In this room, upon the bodies is the fol-
lowing:

13 Items of Jewelry worth 27,000 sp total.
472,168 sp worth of coin in various types
Ring of Defense, +5%

Ring of Healing, +3 to healing for healer
Leather armor, +1 damage protect

Chain armor, +4 defense, wt as leather
Dagger +5%, non magical

Gold Dagger, strikes as a Broadsword
Falchion, +8% magical

Broadsword, defender +25% evade, +1 dm
Broadsword, +10% magical

Longbow, +5% non magical

10 arrows of accuracy, +15%, use once
Spear +3% +2 damage, magical

Shield, large round +8% (total) defense
Buckler, +4% defense

Wand of Fire and Brimstone R10 (12)
Amulet of Protection from Undead
Tome of Magus Principaius

(Adept Gains 20,000 xp upon study of
book for one year)

Tome of Formulae Mysterii

(Studied in conjunction with Magus
Principaius for two years 3 times the

xp is awarded)

Any other items the GM feels is needed
(there should be a lot of items in this room)
It was these last two tomes that the evil
adept was searching for.

These magical or special items are on the
bodies and if a character takes more than
one or two of them they will be subject of
a curse, major or minor depending on how
greedy they are. One item of jewelry
equals one item, as does one magic or
special item equal one. The arrows as a
bunch count as one item.

The curse is at rank 15 and will be the
worst possible for the character type in-
volved. The curse is also a deathcurse so
the characters cannot resist the curse.
Also there is a 40% chance that another
barrow wight will rise after the characters
leave and stalk the tomb infidels.

Bry’th will warn the characters that a bar-
row wight’s treasure is not to be taken
and if the characters are greedy (i.e. more
than one item of treasure each) then some-
thing usually happens to the greedy char-
acter. Bry’th does not know of the curse,
per se but he has knowledge that the char-
acters may not have acquired about this
kind of thing. Bry’th will also say that it is
best if the treasure is taken from the tomb
and lain out upon the open field to be
scattered.

1 Item - 0% curse

2 Items - 100% curse 80% minor 20% ma-
jor

3 Items - 100% curse 20% minor 80% ma-
jor

4 Items or more - 100% major curse

Some Examples of Curses

Major:

40 applied to any roll by PC (may not be
applied favorably).

PC’s appendages rot and fall off.

PC goes senile and forgets all knowledge
(i.e. spells, weapon ranks, skill ranks, etc.)
Character will have to re-learn all

skills and spells forgotten.

Minor:



15 applied to any roll as above.

PC develops warts or other disfiguring
disease. ( subtract d5+2 from Physical
Beauty).

Character develops creeping senility and
looses one from magical aptitude right
away and one per week. If a spell user,
spell loss may result.

Any other minor affliction thought up by
the GM.

V. ENDINGS

After the daughter is rescued
and returned her to her father, he will pay
them the remaining silver.

After each section (1 - 7) each
character gets 500 XP. They should get a
total of 3500 extra XP.



20. Tower Maps

Tower of Dag’h X'droth

Clellar lewel 1

Lawel 1iz guest chambers and servant quarters
Lawel 2 iz provision storage and food preperation
Lawel Jiz the mage's personal chambers

Laweld iz the mage's study and lab

Roof is the personal obszervitory of the mage

Zellar is the secondary lab and dungeon of the mage

lewel 3 laweel 4 oot

SCALE: SQUARE = 5'x5'



21. Crypt Map

SCALE: SQUARE = 10'x 10’
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