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THE DOOM OF RED RAUTHIM
Red Rauthim, adventurer and ruler of the city Erastavim, decided 
to right a wrong from his past. Nearly twenty years ago, Red and 
KLV DGYHQWXULQJ SDUW\ OHDUQHG RI WKH ORFDWLRQ RI D JUHDW ÀUH JLDQW
temple. Ever one to see a golden opportunity, Red thought it a 
great chance to slay some of the most wicked creatures to walk 
the world’s face and relieve them of their treasure. In these days 
Red was brash and hotheaded. He led his party straight into the 
temple killing anything that got in their path. However, they met 
their match when the head shaman, Thjazi-Loki, one of the most 
cunning and evil giant there ever was, roared and charged into 
battle with the adventurers. Red’s outmatched party soon turned 
WR ÁHH� +HURLFDOO\ WKH SDUW\·V SULHVW� )DWKHU )HUULR� GUHZ WKH JLDQW·V
attention as his friends hurled out of the temple. The last thing Red 
saw was Ferrio being cut in half by the giant’s great broad sword. 
For the last twenty years, Red Rauthim has felt guilty that his friend 
gave his life so that Red may live. Feeling his age upon him, Red 
left his city 6 months ago to personally kill Thjazi-Loki out of respect 
for his fallen friend.

But Rauthim has not returned although divinations ken he is still 
DOLYH� <RX DQG \RXU SDUW\ KDYH EHHQ KLUHG WR ÀQG DQG UHWXUQ KLP
WR KLV FLW\� HYHQ LI WKDW PHDQV EHDUGLQJ D ÀUH JLDQW WHPSOH�

Stop! The information that follows is for the eyes of the gamemaster 
only. Knowledge of the contents will only ruin your enjoyment of 
the game.

Notes for the Game Master: The Doom of Red Rauthim is a module 
designed for 6-10 adventurers of 7th-9th level. It is recommended 
that you read through the adventure at least once (preferably 
twice) to fully familiarize yourself with the contents of the module.

THE TEMPLE OF MULAEFIORE
Rectangular in shape, the base of the three-layered ziggurat is 
940 feet wide on its widest side and 780 feet wide on the shorter 
side. Each of the three steps of the pyramid is 90 feet tall, and 
the second and third levels are each set back 80 feet from the 
edge of the previous step. A 40-foot-wide set of steep stairs on 
WKH WHPSOH¶V ZHVW VLGH DOORZV DFFHVV WR WKH WRS RI WKH ÀUVW VWHS�
The second step is accessed on the south side, via a 240-foot-long 
RSHQ�DLU UDPS� 7KH UDPS LV ÁDJVWRQH�FRYHUHG DQG FRQVWUXFWHG
of naturally shaped stones. A dwarf, or PC with the knowledge of 
stonework would rate the stonework as fairly good, but not great. 
Spaced out every 30 feet, crude totems carved from 10-foot-long 
ORJV UHVW RQ WKH UDPS·V ÁRRU� +DUPOHVV� WKH WRWHPV SRVH QR WKUHDW WR
the party.No external stairs exist for access to the third step.

Flames issue from four 10-foot-wide, 10-foot-high bowls atop each 
FRUQHU RI WKH WKLUG VWHS� 7KHVH ÁDPHV EXUQ FRQVWDQWO\� DQG QR ZLQG�
no matter how strong, seems to put it out. Nothing short of a limited 
ZLVK ZLOO H[WLQJXLVK WKHVH HQFKDQWHG ÁDPHV� 7KH H[WHUQDO VWHSV RI
the ziggurat hold nothing of particular interest to the PCs.

6LQFH ÀUH JLDQWV IHDU IHZ FUHDWXUHV� WKH WHPSOH¶V HQWUDQFH QHYHU
has a guard posted, nor does it even have a door. 20 feet away 
IURP WKH HQWUDQFH� WKH 3&V FDQ VPHOO D VWURQJ VFHQW RI ÀOWK DQG
VZHDW �WKH RGRU RI ÀUH JLDQWV� ÀOOLQJ WKH KRW DLU� ,I HQWHUHG DW
nighttime, the party has light from two oil braziers located just 
inside the entrance. Fashioned from beaten brass, each 5-foot-
wide brazier sits atop 7-foot-high brass stands. Each brazier will 
KROG ���� ÁDVNV ZRUWK RI RLO DW DQ\ JLYHQ WLPH�

The rooms within the ziggurat are constructed of blocks of grayish-
brown stone cut in blocks 4 to 6 feet wide. Floors are constructed 
RI ÁDJVWRQHV IDVKLRQHG RI VLPLODU VWRQH�

Unless otherwise noted, a combination of torches and oil lamps 
are used to light the temple‘s rooms, typically mounted 15 feet 
up on a wall. Years of burning these lights have blackened the 
20-foot-high ceilings (unless otherwise noted) with a thick layer of 

soot. Thick, wooden beams provide support for the ceiling along 
with stone columns.

Frontal assaults on the temple by the PCs result in the raising of the 
alarm (just shouting, it‘s not too big a temple). The head shaman of 
the temple, Hrungnir, (see AREA 9) personally musters his giants for 
a coordinated counterattack on the invaders. Given the chance, 
+UXQJQLU� SHUVRQDOO\ DWWDFNV WKH SDUW\ DW WKH ÀUVW RSSRUWXQLW\� ,I WKH
giant can reach the balcony in AREA 3, they soften-up the PCs 
with boulders from this vantage point.

1RWH� WKDW ZKLOH LQ WKH WHPSOH� WKH ÀUH JLDQWV JDLQ D ���� WR DOO
morale rolls.

TEMPLE RESIDENT KNOWLEDGE

An intelligent party will want to know the whereabouts of Red 
Rauthim and will obviously want to question the temple residents. 
The pilgrims in AREA 2 and 4 know nothing of Thjazi-Loki or Red 
Rauthim.

On Thjazi-Loki: all temple residents know that he was exiled from 
the temple, and all other giant clans, almost a year ago. However, 
the humanoid slaves know few of the details surrounding the 
giant‘s exile.

Those that do know say they Thjazi-Loki began to act strangely 
about a year ago. The head shaman was often also seen mumbling 
to himself, rocking back and forth when he sat down, and often 
EURNH LQWR ÀWV RI FU\LQJ IRU QR UHDVRQ �HVSHFLDOO\ VWUDQJH VLQFH ÀUH
giant‘s never cry). He also neglected his duties as a head shaman 
of a temple dedicated to Surtur. They claim that possession by 
malicious spirits caused the head shaman‘s strange behavior.

Furthermore, Thjazi-Loki‘s behavior began to resemble that of weak 
UDFHV� OLNH KXPDQV� LQVWHDG RI WKDW RI D ÀHUFH DQG VWDOZDUW ÀUH JLDQW�
He would say bizarre things like, “humans and dwarves have a 
right to live just like us giants,” or, “a kind act is a reward unto itself,” 
and so on. The shaman also began to dote on a drinking horn, one 
that he had owned for years. He often referred to the horn as, “his 
little, wise friend,” and even cradled it in his arms. However, when 
he scratched symbols of good all over the walls of this chamber 
(AREA 9) and then tried to remove the images of their god from 
the main temple, some of the initiates had enough and expelled 
him from the temple, choosing Hrungnir as high shaman. They also 
know that Thjazi-Loki resides in a cave to the south.

On Red Rauthim� +UXQJQLU� PRVW RI WKH LQLWLDWH JLDQWV ������ DQG
VRPH RI WKH KXPDQRLG VODYHV ����� ZLOO UHFRJQL]H D GHVFULSWLRQ
of him as the human that attacked their temple three months 
ago. They say that the human crept in at night and attacked the 
initiates, killing two and wounding a few others. The temple forces 
JDWKHUHG DQG DWWDFNHG� ZRXQGLQJ WKH LQYDGHU ZKR WKHQ ÁHG LQWR
the night. The giants attempted to follow him with hell hounds, but 
lost the trail further down the valley to the south late the next day.

6RPH RI WKH LQLWLDWH JLDQWV ����� WKDW VHFUHWO\ NHHS LQ FRQWDFW
with Thjazi-Loki and take him food have seen human in his cave. 
However, to them, most humans look the same. All they can say 
is that this human was a human male, but he was beat up pretty 
EDGO\� ,I DVNHG RI WKH ZKHUHDERXWV RI WKH GULQNLQJ KRUQ� ��� RI WKH
giants say that they have seen it in the storage chamber (AREA 8).

THE GIANTS

In addition to mundane items (throwing rocks, moldy cheeses, 
old wheels, and so forth), a giant‘s sack will contain 100-1,000 gp. 
6WDWLVWLFV IRU ÀUH JLDQWV�

Fire giants, male� �6= /� $& �� 09 ��� IW�� +' ������� �$7 �� 'PJ
����� 6$ KXUO URFNV ����� 6' LPSHUYLRXV WR ÀUH� $/ /(�

Fire giants, female� �6= /� $& �� 09 ��� IW�� +' ������� �$7 �� 'PJ
����� 6$ KXUO URFNV ����� 6' LPSHUYLRXV WR ÀUH� $/ /(�
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Fire giants, juvenile: (SZ L; AC 5; MV 120 ft.; HD 8+1-2; #AT 1; Dmg 
����� 6$ KXUO URFNV ����� 6' LPSHUYLRXV WR ÀUH� $/ /(�

KEY TO THE TEMPLE OF MULAEFIORE
�� 9(67,%8/(� &DUYHG� EDV�UHOLHI IULH]HV� �� IHHW KLJK KLJK� VWUHWFK

WKH OHQJWKV RI WKH QRUWK DQG VRXWK ZDOOV� 7KHVH SDLQWHG EDQGV
GHSLFWHG D KRUGH RI DUPHG� JULP�IDFHG ÀUH JLDQWV DWWDFNLQJ
EHOHDJXHUHG KXPDQV� $ SRZHUIXO DQG KHURLF�ORRNLQJ ÀUH
JLDQW �6XUWXU� ZLHOGLQJ D JUHDW ÀHU\ WZR�KDQGHG VZRUG OHDGV
WKH KRUGH WKDW KDYH SXVKHG WKH KXPDQV WR D FOLII HGJH ZKHUH
PDQ\ KDYH IDOOHQ RII LQWR D ÀHU\ DE\VV�

&HQWHUHG LQ IURQW RI WKH HDVW ZDOO� D ZRRGHQ DOWDU ZDLWV IRU
PDOH ÀUH JLDQW SLOJULPV WR NQHHO DQG JLYH WKDQNV� &DUYHG IURP
ZRRG DQG SDLQWHG� D JLDQW VWDWXH VLWV RQ WKH DOWDU� 7KLV LFRQ
KROGV D GULQNLQJ PXJ DORIW ZLWK RQH KDQG DQG D EURDG VZRUG LQ
WKH RWKHU� :RUNPDQVKLS RI WKH LFRQ LV IDLU� EXW QRW UHPDUNDEOH�

$ URSH QHDU WKH DOWDU H[WHQGV IURP D KROH LQ WKH FHLOLQJ DERYH�
3XOOLQJ WKH URSH VRXQGV D JRQJ DQG VXPPRQV ��� ÀUH JLDQW 
DWWHQGHHV IURP $5($ �� 1RWH� WKRVH SXOOLQJ WKH URSH ZLOO QRW
KHDU WKH JRQJ� EXW NHHQ�HDUHG LQGLYLGXDOV VXFK DV JQRPHV RU
HOYHV KDYH D ��� FKDQFH WR KHDU LW� *LDQW DWWHQGHHV DUULYH LQ
��� URXQGV�

7KH JUHDW GRXEOH GRRUV DUH IDVKLRQHG IURP EURQ]H DQG RSHQ
RQO\ WR WKH PDJLF ZRUG 0XODHÀRUH� 7KH VKDPDQ� DFRO\WHV� DQG
DWWHQGHHV DOO NQRZ WKH SDVVZRUG WR WKH GRRU�

Three hell hounds ORXQJH QHDU WKH ZHVW SDVVDJH �PDUNHG E\ [¶V
RQ WKH PDS�� 7KHVH KHOO KRXQGV EHORQJ WR WKH SLOJULPV LQ $5($
�� 7KH\ EDUN VDYDJHO\ DW DQ\RQH HQWHULQJ WKH WHPSOH WKDW GRHV
QRW VPHOO OLNH D ÀUH JLDQW RU WKH JLDQWV¶ KXPDQRLG VODYHV� 7KLV
EDUNLQJ KDV D ��� FXPXODWLYH FKDQFH SHU URXQG RI GUDZLQJ
WKH JLDQWV IURP $5($ � WR LQYHVWLJDWH WKH GLVWXUEDQFH� 7KH
KRXQGV ZLOO GHWHFW DQ\ KLGGHQ RU LQYLVLEOH 3&V ��� RI WKH WLPH�

Hell Hounds ���� �6= 0� $& �� 09 ��� IW�� +' �� � �[��� +3 ��� ���
��� �$7 �� 'PJ ����� 6$ ÀUH EUHDWK ��KS GDPDJH SHU +'�� 6'
VXUSULVHG RQ � LQ �� $/ /(�

�� )(0$/( 3,/*5,0·6 &20021 5220� $ JUD\ FXUWDLQ KDQJV DW
WKH HQWUDQFH WR WKLV URRP� 6LQFH IHPDOHV DQG XQLQLWLDWHG PDOHV
PD\ RQO\ HQWHU WKH LQQHU WHPSOH RQ VSHFLDO KRO\ GD\V� DQ\ ZKR
DFFRPSDQ\ PDOHV WR WKH WHPSOH PXVW VWD\ LQ WKLV URRP� $W WKH
PRPHQW� WKUHH SLOJULPV UHVW LQ KHUH� 7KH WZR females (hp 40, 
��� DQG RQH juvenile male �KS ��� ÀUH JLDQWV KDYH D ��� WR EH
DVOHHS LQ WKH GD\WLPH DQG ��� FKDQFH DW QLJKW XQOHVV DOHUWHG
E\ WKHLU KRXQGV LQ $5($ ��

THE TEMPLE OF MULAEFIORE
($&+ 648$5( (48$/6 �� )((7
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Near the southeast corner of the room a large barrel holds 
VWDOH GULQNLQJ ZDWHU �QRW ÀW IRU KXPDQ FRQVXPSWLRQ�� 2Q DQ
DOWDU SODFHG DJDLQVW WKH ZHVW ZDOO UHVWV D ZRRGHQ ��IRRW�KLJK
LFRQ RI D IHPDOH ÀUH JLDQW ZLWK WZHOYH EUHDVWV DQG D ODUJH EUDVV
LQFHQVH ERZO ��� JS�� 7KH RQO\ RWKHU IXUQLVKLQJV RI WKLV URRP DUH
WZHOYH VWRQH VODEV �� IHHW ORQJ DQG �� IHHW ZLGH� XVHG DV EHGV�
$ F\OLQGULFDO� VWRQH SLOORZ OLHV RQ HDFK EHG�

�� 7+( *5($7 6$1&78$5<� $ JUHDW QXPEHU RI VWRQH SLOODUV SDLQWHG
EODFN KROG XS WKH VDQFWXDU\¶V ���IRRW�KLJK FHLOLQJ� +DQJLQJ
IURP WKH SLOODUV DUH PDQ\ VHYHUHG GZDUI KHDGV LQ YDULRXV VWDWHV
RI PXPPLÀFDWLRQ� 7KH KHDGV KDQJ IURP OHDWKHU WKRQJV URSHG
WLJKWO\ DURXQG WKH FROXPQV� )RXU SDVVDJHZD\V� RQH DW HDFK
FRUQHU RI WKH ODUJH URRP� SURYLGHPHDQV RI DFFHVVLQJ WKH RWKHU
URRPV RI WKH WHPSOH� 7ZR VWDLUZD\V OHDG XS WR WZR EDOFRQLHV ��
IHHW RII WKH WHPSOH¶V ÁRRU RQ WKH HDVWHUQ DQG ZHVWHUQ ZDOOV�
)URP WKH EDOFRQLHV WKH ÀUH JLDQWV KDYH D IDLUO\ FOHDU VKRW DW
LQWUXGHUV ZLWK RQH RI WKH GR]HQ ERXOGHUV SODFHG KHUH�

Located on the east and west walls and beneath the balconies 
DUH WKUHH ���IRRW�ZLGH� ���IRRW�GHHS DOFRYHV� ,QVLGH HDFK
DOFRYH DUH WKUHH ���IRRW�WDOO VWDQGLQJ WRWHP ORJV� (DFK WRWHP�
FDUYHG WR ORRN OLNH WKH KHDGDQG WRUVR RIPDOH ÀUH JLDQW SDLQWHG
EODFN� UHG� DQG RUDQJH� GHSLFWV WKH OLNHQHVV RI D SUHYLRXV KHDG
VKDPDQ RI WKH WHPSOH� $W WKH EDVH RI WKH WRWHP LV WKH QDPH
RI WKH VKDPDQ LQ ZKLWH SDLQW� 1DPHV OLVWHG LQFOXGH 0XODHÀRUH 
�WKH ÀUVW KHDG VKDPDQ DQG QDPHVDNH RI WKH WHPSOH�� $JJULQRU�
Eyad� 0RUWKLSHO� DQG VR RQ DOO WKH ZD\ WR WKH SUHVHQW KHDG
VKDPDQ� +UXQJQLU� ZKRVH WRWHP LV ORFDWHG LQ WKH VRXWKHDVW
DOFRYH� 7KH WRWHP SUHFHGLQJ +UXQJQLU¶V KDV EHHQ GHIDFHG³
FKRSSHG XS ZLWK D VZRUG DQG LWV QDPH VFUDWFKHG RXW� 7KLV� RI
FRXUVH� ZDV 7KMD]L�/RNL¶V WRWHP�

'LUHFWO\ DFURVV IURP WKH PDLQ HQWUDQFH LV D ODUJH VWRQH GRRU�
7KH GRRU LV H[WUHPHO\ KRW WR WKH WRXFK� EXUQLQJ DQ\ 3& WKDW
WRXFKHV LW IRU ��� SRLQWV RI GDPDJH� /HDGLQJ WR WKH WHPSOH¶V
LQQHU VDQFWXP� WKH GRRU KDV QR YLVLEOH PHDQV RI RSHQLQJ DQG
RSHQV WR WKH SDVVZRUG (URLIHDOXP� NQRZQ RQO\ E\ WKH KHDG
VKDPDQ DQG 7KMD]L�/RNL�

7KH 3&V KDYH D ��� FKDQFH RI HQFRXQWHULQJ D ��� humanoid 
slaves IURP$5($�� DQGD ���RI D VLQJOHgiant� HLWKHU IURP$5($
� RU �� IRU HDFK WXUQ WKH VSHQG WKH\ VSHQG LQ WKH VDQFWXDU\�

�� 0$/( 3,/*5,0·6 &20021 5220� )XUQLVKHG ZLWK D GR]HQ VWRQH
EHGV DQG SLOORZV OLNH LQ $5($ �� IRXU PDOH ÀUH JLDQWV �KS ���
��� ��� ��� FXUUHQWO\ UHVLGH LQ KHUH� 1DWXUDOO\� WKH\ DWWDFN DQ\
LQWUXGHUV RQ VLJKW�

7KHVH JLDQWV KDYH FRPH WR ZRUVKLS DQG SD\ WKHLU UHVSHFWV
WR WKH WHPSOH DQG WKH JLDQW¶V JRG� 6XUWXU� $V VXFK� RQH JLDQW
EHDUV D FKHVW ODGHQ ZLWK RIIHULQJV IRU WKH WHPSOH� 7KH FKHVW
FRQWDLQV VL[ VHYHUHG GZDUI KHDGV� �� EDWWOH D[HV �RQH LV D battle 
axe +3�� �� KDPPHUV� � KHDY\ FURVVERZV� DQG D OHDWKHU VDFN�
7KH VDFN KROGV � JROG WUDGH EDUV ���� JS HDFK� ZHLJKV �� OEV��
�� XQFXW VHPL�SUHFLRXV VWRQHV ��� JS HDFK�� DQG ERQH VFUROO
FDVH FRQWDLQLQJ D VFUROO ZLWK WKH PDJLF�XVHU VSHOO ZDOO RI LURQ�

�� ,1,7,$7(6 &+$0%(5� 7KH WHPSOH¶V ÀUH JLDQW DFRO\WHV UHVLGH LQ
WKLV VSDUWDQO\ IXUQLVKHG FKDPEHU� $W DQ\ WLPH� ��� RI WKH IRXU
total ÀUH JLDQW initiates will be here either meditating on a 
VWRQH EHG �OLNH LQ $5($ �� RU VHDWHG DW WKH ORZ WDEOH SOD\LQJ D
JDPH RI GLFH� 7KH LQLWLDWHV �KS ��� ��� ��� ��� ZHDU ORQJ UREH�
OLNH YHVWPHQWV RI ÀUH QHZW KLGH VHFXUHG ZLWK D FKDLQ JLUGOH RI
EODFNLVK�JUD\ LURQ DQG ZLHOG JUHDW EURDG VZRUGV LQ EDWWOH�

7KH LQLWLDWHV KHOS WKH KHDG VKDPDQ ZLWK FHUHPRQLHV� WHQG WR
XSNHHS RI WKH WHPSOH� DQG RYHUVHH GHOLYHULHV RI VXSSOLHV DQG
IRRGVWXIIV GRQDWHG RU SXUFKDVHG ZLWK GRQDWHG LWHPV IURP WKH
VXUURXQGLQJ ÀUH JLDQW FRPPXQLWLHV� $VLGH IURP JROG LQ WKHLU
JLDQW EDJ� WKH LQLWLDWHV SRVVHVV QR ZHDOWK�

�� +80$12,' 6(59$176· 5220� $ WRWDO RI �� hobgoblins� �
EXJEHDUV� DQG � RJUHV RYHUVHHUV UHVLGH LQ WKLV ORQJ FKDPEHU�
$V HDFK W\SH RI KXPDQRLG UHPDLQV VXVSLFLRXV RI WKH RWKHU� WKH\
KDYH VWDNHG RXW WKHLU RZQ WHUULWRU\ LQ WKH URRP� 7KH EXJEHDUV
OLYH LQ WKH QRUWKHUQ VHFWLRQ� WKH KREJREOLQV FODLP WKH PLGGOH�
DQG RJUHV OLYH LQ WKH VRXWK� 7KH RJUHV UXOH WKH URRVW �ZLWK
DXWKRULW\ IURP WKH JLDQWV� DQG FDPS ZKHUH HYHU WKH\ SOHDVH�
(DFK KREJREOLQ KDV � FS 	 � VS� HDFK EXJEHDU �� FS� � VS 	 �
JS� DQG HDFK RJUH �� FS� � VS� 	 � JS�

$OWKRXJK WKH ÀUH JLDQWV KDYHPDQDJHG WR LQVWLOO D VHPEODQFH RI
RUGHU RQ WKLV UDEEOH� WKH KXPDQRLGV ZLOO DWWDFN DQ\ DGYHQWXUHV
WKDW HQWHU WKH URRP� (YHQ VWLOO� WKHUH LV D ��� FKDQFH D ORQH
KREJREOLQ UXQV WR $5($ �� �� RU � IRU KHOS �HTXDO FKDQFHV IRU
HDFK URRP��

7KH ÀUH JLDQWV ZLOO QRW FDOO XSRQ WKH KXPDQRLGV WR DWWDFN WKH
3&V XQOHVV WKH WHPSOH LV QHDUO\ ORVW DV WKH JLDQWV VLPSO\ KDYH WRR
PXFK SULGH WR FDOO RQ LQIHULRU FUHDWXUHV WR ÀJKW IRU WKHP
7KHVH KXPDQRLGV SRVVHVV OLWWOH PDWHULDO JRRGV� D GLUW\� OLFH�
ULGGHQ SDOOHW RI GU\ JUDVVHV� D EODQNHW� VRPH RGGV DQG HQGV
WKDW KXPDQRLGV ÀQG LQWHUHVWLQJ �VRPH WHHWK� DQ ROG KHOPHW�
VRPH VNXOOV� HWF��� D FRPPXQDO EDUUHO RI ZDWHU� DQG D SLW ÀUH
GXJ IURP WKH ÁRRU RI WKH URRP� $ GR]HQ ZLFNHU EDFN EDVNHWV
ZLWK OHDWKHU KHDG VWUDSV DUH XVHG WR WUDQVSRUW JRRGV DQG
IRRGVWXIIV�

2JUHV ���� �6= /� $& �� 09 �� IW�� +' ���� +3 ��� ��� ��� �$7 ��
'PJ ������� $/ &(��

%XJEHDUV ���� �6= /� $& �� 09 �� IW�� +' ���� +3 �� ��� ��� ��� ���
�$7 �� 'PJ ��� �PRUQLQJ VWDU�� 6$ VXUSULVH RQ ���� $/ &(��

Hobgoblins ����� �6= 0� $& �� 09 ��� IW�� +' ���� +3 �� � �[��� �
�[��� � �[��� � �[��� � �[��� �� � �[��� �$7 �� 'PJ ��� �VZRUG�� ���
�VSHDU�� $/ /(�

�� +$// 2) 7+( $1&(67256� 7KH GRRU WR WKLV URRP LV ORFNHG �WKH NH\
LV RQ +UXQJQLU¶V EHOW�� DQG WKH GRRU UHTXLUHV D VXFFHVVIXO RSHQ
GRRUV UROO WR RSHQ�

7KLFN FREZHEV HQFDVH WKH FHLOLQJ RI WKLV ORQJ� KDOO�OLNH URRP
WKDW KROGV UHPDLQV RI IDYRUHG PDOH ÀUH JLDQWV� )RUW\�HLJKW �¶�
IRRW KLJK XUQV KROG WKH DVKHV RI WKH IDLWKIXO� 7KHVH XUQV DUH
FDSSHG DQG VHDOHG ZLWK DQ RLO\ SLWFK� $QFLHQW EURQ]H ÀUH JLDQW
KHOPV UHVW RQ PDQ\ RI WKH XUQV� (DFK XUQ KDV WKH QDPH RI WKH
JLDQW ZKRVH UHPDLQV QRZ UHVW LQ LW SDLQWHG RQ LWV VLGH�

6KRXOG WKH XUQV RI WKH HLJKW KHDG VKDPDQV ORFDWHG QHDU WKH
QRUWK ZDOO EH PRYHG� SUHVVXUH SODWHV DFWLYDWH and unleash a 
GHDGIDOO WUDS� $ WRUUHQW RI VWRQHV IDOO RQ DOO WKRVH VWDQGLQJ LQ
DQ\ RI WKH WKUHH DUHDV PDUNHG RQ WKH PDS ZLWK DQ ´[µ LQÁLFWLQJ
���� SRLQWV RI GDPDJH �VDYH YV� EUHDWK ZHDSRQ IRU KDOI�� 7KHUH
LV QRWKLQJ RI YDOXH LQ KHUH�

�� 6725$*( &+$0%(5� :LWK QR XVH IRU WKLV URRP GHVLJQDWHG�
WKH JLDQWV KDYH VLPSO\ XVHG LW WR VWRZ PLVFHOODQHRXV JRRGV�
Located with the cobwebbed room are a good number of 
H[WUD ERXOGHUV� D IHZ EXFNHWV �JLDQW DQG QRUPDO �VL]HG�� D
JLDQW�VL]HG ZRRGHQ FKDLU� D EURNHQ JLDQW�VL]HG FURVVERZ� VRPH
H[WUD XUQV� D IHZ HPSW\ VDFNV� EURNHQ JLDQW� VL]HG FURFNHU\� D
JLDQW�VL]HG ZRRGHQ VWRRO� D IHZ URWWHG ZLFNHU EDVNHWV� D SLOH RI
VWDFNHG� FXW ORJV� DQ XUQ IXOO RI SLWFK� D JLDQW�VL]HG JULQGVWRQH
�ORRNV WR EH VWLOO XVHG�� D PROG\� UROOHG XS UXJ� DQG DQ ROG� WZR�
wheeled cart taken from some humans (the giants tried to get 
WKH KREJREOLQV WR SXOO WKH WKLQJ VR WKH\ FRXOG KDXO VXSSOLHV ZLWK
LW� EXW WKDW LGHD IDLOHG EHFDXVH RI WKH KLOO\ WHUUDLQ LQ WKH DUHD��

A JLDQW�VL]HG GULQNLQJ KRUQ OLHV KLGGHQ DPRQJ WKH SLOH RI
EURNHQ FURFNHU\� 7KH KRUQ UDGLDWHV PDJLF DQG ODZIXO JRRGQHVV
LI GHWHFWHG IRU� 7KH VSLULW RI 5HG 5DXWKLP¶V FOHULF IULHQG� )HUULR�
LV WUDSSHG ZLWKLQ WKH KRUQ� $ VSHDN ZLWK GHDG VSHOO DOORZV RQH
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to immediately communicate with him, although he has no 
awareness of anything that has transpired since his death. Ferrio 
will begin to communicate with any good-aligned PCs after 
1-2 hours if kept within 30 feet of his person. However, Ferrio 
wastes little time with small talk as he mostly communicates to 
proselytize to his new friend(s).

Ferrio still retains some of his spell-casting abilities. He can cast 
one curative-type spell of his choice once per day (all spells as 
a 14th-level cleric). The priest does not proffer information about 
his spell-casting abilities to the party, but secretly communicates 
to a good-aligned character to offer to heal wounds accrued 
after the next battle.

9. HEAD SHAMAN’S CHAMBER: The door to this room is always shut.
Should Hrungnir QRW EH SUHVHQW ���� FKDQFH� LW ZLOO DOVR EH
locked. Hrungnir, the temple‘s shaman, resides in this chamber. 
A stone bed with stone pillow, a low wooden table (a giant 
PXVW VLW RQ WKH ÁRRU DW LW�� DQG WZR ODUJH ��IRRW�KLJK� ��IRRW�
deep, 6-foot-long chests constitute the furnishing in this room.

Both chests in this room are locked and can be opened with 
WKH NH\V RQ +UXQKQLU¶V NH\ ULQJ� 7KH ÀUVW FKHVW KROGV WKH EHDUGV
of over two hundred dwarves and the dried, withered heads of 
DERXW ÀIW\ HOYHV DQG KXPDQV�

The second chest is trapped. Inside the chest is the living, but 
severed, head of a gorgon. Should the chest be opened 
ZLWKRXW ÀUVW SRXQGLQJ WKH OLG� WKH EHDVW ZLOO VSUD\V IRUWK D ���
foot blast of its magical breath. Anyone caught in the cloud will 
be turned to stone unless a successful save vs. spells is made. 
Since the head is fairly stupid and can only sense movement 
DQG YLEUDWLRQ� LW ZLOO RQO\ EUHDWKH ��� RI WKH WLPH SHU URXQG�
,QÁLFWLQJ �� KS �$& �� WR WKH KHDG GHVWUR\V LW�

Inside the second chest is 5,121 gp, 50 pieces of various bronze 
jewelry (8 gp each), a gold collar (giant -sized 8,000 gp), a 
jeweled golden breastplate (human-sized; worth 15,000 gp), 
jeweled scimitar (1,000 gp), 10 amethysts (100 gp each), 5 
pieces of pale green jade (125 gp each), and 2 large rubies 
(5,000 gp each). One of the pieces of bronze jewelry is really a 
ULQJ RI ÀUH UHVLVWDQFH �UHDOO\ PDGH IURP JROG� EXW QRZ FRYHUHG
with grime). In a sack is a brass horn of Valhalla.

Hrungnir, 6th�OHYHO ÀUH JLDQW VKDPDQ: (SZ L; AC 0 (black-iron 
SODWH PDLO�� 09 ��� IW�� +' ������� +3 ��� �$7 �� 'PJ ����� 6$
KXUO URFNV ����� 6' LPSHUYLRXV WR ÀUH� $/ /(� 3RVVHVVLRQV� +UXQJQLU
FDUULHV WZR WKURZLQJ KDPPHUV WKDW LQÁLFW ���� SRLQWV RI GDPDJH
each. These are thrown just before melee commences. A key 
ring attached to the giant‘s belt holds brass keys for the two 
chests in this room and AREAs 7, 9, and 10. 

Hrungnir has the following spells ready:
First level:  cure light wounds, detect magic, protection from 

good
Second level: augury, chant, detect charm
Third level: dispel magic, prayer

10. INNER SANCTUM: As noted previously, the featureless stone
GRRU WR WKH LQQHU VDQFWXP LV H[WUHPHO\ KRW WR WKH WRXFK LQÁLFWLQJ
1-4 points of damage to all who do so. Additionally, the door
has no visible means of opening and opens to the password
known only by the head shaman:  Eroifealum.

0DJLFDO ÁDPHV ÀOO WKH KDOOZD\ DQG URRP EH\RQG WKH GRRU�
Anyone entering suffers 8 hp of damage per round of exposure.
)RU ULQJ RI ÀUH UHVLVWDQFH SXUSRVHV WKH ÁDPHV DUH FRQVLGHUHG
H[FHSWLRQDOO\ KRW� 7KH PDJLFDO ÁDPHV FDQQRW EH SXW RXW RU
damped save by magic from a powerful being (at least of
demi-god status) or by a powerful artifact.

This room holds nothing of interest for the party. Special
ceremonies and initiation of the faithful are conducted here.

THJAZI-LOKI’S CAVES
The caves that the insane, former shaman, Thjazi-Loki, resides in 
are located south of the temple. The route to the caves, obtained 
from most any of the temple‘s residents, is easy to follow. Terrain is 
bleak, as little grows in these mountains.

The cave lies in a high-walled box canyon. The mouth of the cave 
sits in a 20-foot-deep depression at the base of a 250-foot-tall cliff. 
Boulders fallen from the cliff face haphazardly lay in front of the 
cave mouth. Even without any tracking skills, PCs see man-sized 
and giant-sized tracks. Those PCs that can track will note several 
different bipedal creatures: ogre-sized, human, dwarf-sized, and 
that of a giant-size creature with no foot ware (Thjazi-Loki does not 
wear any).

Unless noted the ceiling height in the caves is 25 feet and 15 feet in 
the tunnels. Typically, rooms will not have lighting.

Thjazi-Loki‘s insanity has led him to believe two things: that he is 
human and that he is a priest of St. Salvius. His insanity has resulted 
in an intense compassion for all living thing (or possibly vice versa) 
DQG KH QRZDOVR VHHV DOO RWKHU ELSHGDO FUHDWXUHV� H[FHSW ÀUH JLDQWV�
as human. He also believes himself to be lawful good in alignment.

As a priest he believes that he has been endowed with a mandate 
WR FRQYHUW DOO LQWHOOLJHQW EHLQJ WR KLV IDLWK� $OO RI WKLV LV ÀQH H[FHSW
that Thjazi-Loki still has the morals, mores, and enculturation of a 
ÀUH JLDQW� :LWK QR RQH WR LQVWUXFW KLP RQ ZKDW LV WKH FRUUHFW PRUDO
road for one that is “lawful good,” other than a month or two with 
)HUULR� 7KMD]L�/RNL LV VWLOO D ÀUH JLDQW DW KHDUW� 7KXV� WR KLP� FRQYHUWLQJ
one to his faith is done through intimidation, torture, and coercion.

%HLQJ D SRZHUIXO ÀUH JLDQW� HYHQ RQH H[LOHG IURP KLV FODQ� 7KMD]L�/RNL
has attracted a small following. This group includes three duergar, 
two half-orcs, and a smarter-than-average ogre. Relations 
between the group and the giant remain strained, however. 
This group, led by an intelligent and charismatic duergar, name 
Gaalmig, soon discovered that the giant was insane. Some quick 
thinking by Gaalmig saved the lot from torture when the giant 
initially tried to convert them. Gaalmig deftly convinced Thjazi-Loki 
that they worship the same saint as he does. The giant has since 
even forced them to worship and participate in ceremonies to St. 
Salvius. He has even gone as far as to force them to act in a good 
manner, not destroying or killing everything they come across.

Needless to say the giant‘s actions has built up much resentment 
in with this motley group. However, one thing keeps Gaalmig and 
WKH JURXS IURP VLPSO\ OHDYLQJ� JUHHG� 0RUH VSHFLÀFDOO\ *DDOPLJ
knows that Thjazi-Loki has accumulated a considerable amount 
of wealth through contributions that he forces out of travelers that 
pass through his valley. But, Gaalmig has two impasses that keep 
him from walking in and simply stealing the treasure. Firstly, he 
and his mates believe they cannot defeat the giant in melee and 
secondly, the giant keeps the treasure behind a curtain of falling 
lava in AREA 5.

THE BLACK TROLL ARRIVES

Ever the devious plotter, Gaalmig has spent the last month thinking 
how to solve this problem and has set into motion a plan to rid the 
caves of the giant. He recently sent his trusted duergar assistant 
down into the underdeeps (through the shaft in AREA 3) to recruit 
the help of a black troll (see new monsters). The assistant, Omfor, 
has returned saying that the troll is coming soon and is due to arrive 
DW DQ\ WLPH QRZ� 7KLV JUHDW FUHDWXUH LV WR ÀJKW WKH ÀUH JLDQW³HLWKHU
killing him or weakening him enough so that Gaalmig and the boys 
FDQ VDIHO\ ÀQLVK KLP RII� 7KH EODFN WUROO ZLOO DUULYH LQ �� KRXUV RU '0
may time this event when the party is just about to confront Thjazi-
Loki, or at any other interesting time.

The Black Troll� �6= /� $& �� 09 ��� IW�� +' ����� +3 ��� �$7 �� 'PJ
7-14, 7-14, 2-12; SA see description; SD see description; AL CE)
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�� $/7$5 &$9(� 7KH ÁRRU UXEEOH W\SLFDOO\ IRXQG LQ PRVW RI FDYHV
has been pushed up against the cave walls giving this room a 
UHODWLYHO\ FOHDU ÁRRU� 7KLV FDYH VHUYHV DV D FKDSHO WR 6W� 6DOYLXV�
On an altar fashioned from a crudely constructed giant-sized 
table sit three carved, wooden icons of the saint. Twenty feet 
to either side altar paintings done in whites, blacks, and reds 
show details of the life of St. Salvius. This includes scenes of him 
helping the sick and injured, his death at the hands of the Witch 
of Novro, and his subsequent ascension to sainthood after 
GHDWK� 3&V ZLWK UHOLJLRXV NQRZOHGJH KDYH D ²��� SHU OHYHO WR
determine the name of the saint depicted.

Typically this room is always lit with two torches.  Additionally, 20 
large candles rest on ledges throughout the cave. These are lit 
only when a service is held.

�� /$&.(<6· &$9(� 7KHUH LV D ��� FKDQFH WKDW RQH RI WKH WZR KDOI�
orcs will be watching the party as they enter the chapel from 
inside the tunnel to this room. In a clearing of the fallen ceiling 
GHEULV UXEEOH LV D KXPDQ�VL]HG VWRQH WDEOH ZLWK ÀYH VWRQH FKDLUV
around it. On the table are a few old dirty plates, bowls made 
from gourds, and stone drinking cups. The surface of the table 
DQG DOO RI WKH HDWLQJ ZDUH DUH ÀOWK\� 7KH VTXHDNV IURP UDWV
gnawing on the many discarded bones around the table can 
be heard.

The duergar, Gaalmig, and his lackeys live in this room. Each 
UHVLGHV VHSDUDWHO\ LQ RQH RI ÀYH VPDOO FDYHV FRQQHFWHG WR
the large central cave. A dirty pallet made of hides and dried 
grasses and some personal items make up the contents of the 
smaller chambers. There is nothing of any real value in any of 
these rooms.

Ever the opportunist, Gaalmig plays the arrival of the party as 
best he can. From the start, the dwarf wants to use the party 
to attack the giant. From his point of view, if they fail they will 
not be a potential threat. If the party does defeat the giant, 
then more than likely they will be weakened thus ensuring the 
success of the troll champion.

6KRXOG *DDOPLJ RU RQH RI KLV IHOORZV VSRW WKH SDUW\ ÀUVW� WKH KDOI�
orc thief will tail them to gather information on their intentions. 
Once it‘s determined that they have not come to visit Thjazi-
Loki, Gaalmig will approach the party and introduce himself. 
To thwart any suspicions, the dwarf uses his expansion psionic 
ability to make himself appear as a very ugly human. Non-
GZDUYHV KDYH D ��� FKDQFH WR GHWHFW D GZDUYLVK DFFHQW
ZKHQ KH VSHDNV� 'ZDUYHV KDYH D ��� FKDQFH WR GHWHFW WKH
DFFHQW� EXW RQO\ D ��� FKDQFH WR UHFRJQL]H WKH GXHUJDU IRU
what he is when expanded.

1

4

2

6

5

3

THE CAVES OF  OF THJAZI-LOKI
EACH SQUARE EQUALS 20 FEET
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When speaking to the party, duergar‘s demeanor will be 
humble and ingratiating. He explains that he is the lowly servant 
RI D JUHDW ÀUH JLDQW WKDW OLYHV LQ WKH FDYH DQG DVNV WKH SDUW\
their business. If the party says that they are there as friends for 
the giant, the dwarf keeps playing the lowly servant role. If the 
party states that they are there for any other reason, the dwarf 
claims that he is a pathetic slave of Thjazi -Loki. He then asks the 
party to slay or drive off the wicked giant so that he and the 
other slaves can go free.

Gaalmig‘s actions from this point forward depend on how the 
party reacts to his presence. Should the party‘s attitude be 
KRVWLOH WKH GZDUI LPPHGLDWHO\ ÁHHV� *DWKHULQJ KLV SDUW\� WKH\
hide until the black troll arrives. The troll then attacks the party. 
During melee, the thieves move to backstab spellcasters, while 
WKH ÀJKWHU KDOI�RUF ÀUHV KLV FURVVERZ�

Should the party‘s reaction be positive, Gaalmig tells the party 
where the giant dwells (behind the lava curtain in AREA 5). He 
refuses to accompany the party, claiming that he fears the 
wrath of Thjazi-Loki too much to risk it.

Gaalmig (male duergar, 5th�OHYHO ÀJKWHU��th-level thief): (SZ S; 
$& � �� Z�EXFNOHU� �OHDWKHU�� 09 �� IW�� +3 ��� �$7 �� 'PJ ���
(short sword or spear); SA see description; SD see description; 
$/ /(�� 7KLHI VNLOOV� 33 ���� 23 ���� )�57 ���� 06 ���� +6 ���� +1
���� &: ���� 5/ ���� 3RVVHVVLRQV� OHDWKHU DUPRU� EXFNHU� VKRUW
sword, spear, 36 gp.

Omfor (male duergar, 4th-level thief): (SZ S; AC 8 (leather); MV 
�� IW�� +3 ��� �$7 �� 'PJ ��� �VKRUW VZRUG� RU ��� �GDJJHU�� 6$
VHH GHVFULSWLRQ� 6' VHH GHVFULSWLRQ� $/ /(�� 7KLHI VNLOOV� 33 ����
23 ���� )�57 ���� 06 ���� +6 ���� +1 ���� &: ���� 5/ ����
Possessions: leather armor, short sword, dagger, 27 gp.

Skrerat (male half-orc, 5th-level thief): (SZ M; AC 8 (leather); MV 
��� IW�� +3 ��� �$7 �� 'PJ ��� �ORQJ VZRUG�� 6$ EDFNVWDE� $/ 1(��
7KLHI VNLOOV� 33 ���� 23 ���� )�57 ���� 06 ���� +6 ���� +1 ����
&: ���� 5/ ���� 3RVVHVVLRQV� OHDWKHU DUPRU� ORQJ VZRUG� �� JS�

Ulo �PDOH KDOI�RUF� �UG�OHYHO ÀJKWHU�� �6= 0� $& � �FKDLQ�� 09 ��
IW�� +3 ��� �$7 �� 'PJ ����� �PRUQLQJ VWDU�� ��� �WKURZQ KDQG
axe); AL CN). Possessions: chain mail armor, morning star, 51 
gp.

Marg� PDOH RJUH� �6= /� $& �� 09 �� IW�� +' ���� +3 ��� �$7 ��
'PJ ������� $/ &(��

3. BOTTOMLESS PIT: A 45-foot-high ceiling towers over this cave
that is dominated by a great, gaping hole. The hole seems
to descend beyond any light source. Should an object be
dropped, no sound is heard. The pit extends to over a mile
in depth. Climbing down will take 3-5 hours for thieves, or 4-7
for non- thieves in no armor. Such would be a bad decision,
however, because the black troll summoned by Gaalmig is
currently crawling up the pit wall. The DM may wish to have
the party encounter this creature here. There is nothing else of
interest at this location.

4. BOILER CAVE: The temperature in this cave is 10 degrees higher
than the previous caves. This heat radiates from three natural 
ERLOHUV� 7KHVH QDWXUDO VWRQH IRUPDWLRQV SHULRGLFDOO\ ÀOO ZLWK D
KHDY\ VLOW� FUHDWLQJ D EORFNDJH LQ WKHLU ÁXHV� 6WHDP LVVXHV IURP
them via microcracks, venting pressure, but they occasionally 
clear their silt blockages with an explosive spray of scalding 
water. There is a 1 in 6 chance per turn spent in this room that 
RQH RI WKH ERLOHUV H[SORGHV LQ VXFK PDQQHU� LQÁLFWLQJ ����
points of damage (save vs. breath weapon for half) to anyone 
standing within 10 feet.

A crude, wooden door situated in the north of the cave blocks 
the only other passage from the cave than the one entered 

by the party. Fixed on the door is a human-sized kite shield. 
3DLQWHG RQ WKH VKLHOG DUH ÀUH JLDQW UXQHV� ,I UHDG WKH\ VD\�
“Saint Salvius blesses those friends who enter through this portal 
with peace and mercy.” The runes have been painted over 
an emblem of a two-headed, red wyvern over a white bend 
sinister, the coat-of-arms of Red Rauthim (the PCs employers 
will have given them this information already.) 

The silt and moisture from successive explosions has made the 
GRRU GLIÀFXOW WR RSHQ� $ VXFFHVVIXO RSHQ GRRUV UROO RSHQV WKH
portal.

5. GREAT DOMED MAGMA CAVE: Within 100 feet from this room,
the party feels the temperature rise to an uncomfortable level. 
As they approach closer the heat increases and a dancing 
growing light is seen up ahead.

The domed ceiling of this great cave rises to well over 100 
feet. A natural bridge starts at the tunnel opening and spans 
over a moat. Eighty feet down into the moat is a river of lava. 
Another moat, 200 feet from the tunnel opening, cuts across 
the diameter of the room. Like the previous moat, this one 
also has a bridge, but a wall of lava spews from the top of the 
ceiling the whole length of this moat.

Anyone approaching to within 60 feet of the lava curtain 
suffers 1-4 points of damage per round of exposure unless 
protected against heat, magically or otherwise. Within 20 feet 
this increases to 2-8 and all items carried must make a save vs. 
QRUPDO ÀUH �DW ��� RU EH GHVWUR\HG�

A 10-foot-wide brass bell hangs from a natural rock formation 
in the center of the chamber. Ringing the bell summons Thjazi-
Loki from his chamber located behind (AREA 6) the curtain of 
lava in 2-5 rounds.

6. THJAZI-LOKI’S CHAMBER: A long natural tunnel leads to a
chamber carved from mountain rock. In this chamber that
UHHNV RI WKH IRXO VWLQN RI ÀUH JLDQW GZHOOV Thjazi-Loki.

7KH JLDQW¶V FKDPEHU LV RYHUDOO ÀOWK\� 2OG ERQHV� EURNHQ DQG
useless crockery, dried-out dung, and old, broken armor lie 
thrown in the corners. Furnishings include, a bed made of 
VWDFNHG� ÁDW VWRQHV� D VWRQH WDEOH DQG FKDLU� D OHGJH WKDW KROGV
stone cups, and a few amphora containing foul vinegary wine.

Slogans in praise to Salvius and crude images of the saint in 
white paint cover nearly every section of the chamber‘s walls, 
ÁRRU WR FHLOLQJ� HYHQ RQ WKH FHLOLQJ�

Red Rauthim lies naked, crumbled in a corner, chained to the 
wall. Thjazi-Loki captured an already wounded Red Rauthim 
MXVW D IHZ GD\V DIWHU KH EUD]HQO\ VWRUPHG0XODHÀRUH� 6LQFH WKDW
time, the giant has been bent on converting Red to the worship 
of St. Salvius. The legendary hero is bruised, battered, and nearly 
broken. He has just 3 hp (out of a total of 87). Even if healed, 
Red requires a week of bed rest. Once back to his normal 
self, Red Rauthim demands revenge on his former captor (i.e. 
Thjazi-Loki‘s death) if the giant has not already been slain. Red 
Rauthim‘s equipment has been destroyed, thrown into the lava 
by Thjazi-Loki.

Thjazi-Loki� PDOH ÀUH JLDQW� �6= /� $& �� 09 ��� IW�� +' ������� +3
��� �$7 �� 'PJ ����� 6$ KXUO URFNV ����� 6' LPSHUYLRXV WR ÀUH� $/
LE) Possessions: Thjazi-Loki wears a crude medallion of St. Salvius 
carved from green stone (the symbol of a scroll set on a disk) 
around his neck. The giant is clothed only in his bronze armor. 
+H VPHOOV HYHQ ZRUVH WKDQ D W\SLFDO ÀUH JLDQW �LI WKDW LV HYHQ
possible). He has lost his shamanistic abilities due his madness, 
but if such is cured, he is a 6th-level shaman.
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You are copying  modifying or distributing  and You must add the title  the copyright 
date  and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open 
Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity  including as an 
indication as to compatibility  except as expressly licensed in another  independent 
Agreement with the owner of each element of that Product Identity. You agree not to 
indicate compatibility or co-adaptability with any Trademark or Registered Trademark in 
conjunction with a work containing Open Game Content except as expressly licensed 
in another  independent Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game Content does not constitute 
a challenge to the ownership of that Product Identity. The owner of any Product Identity 
used in Open Game Content shall retain all rights  title and interest in and to that Product 
Identity.
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portions of the work that you are distributing are Open Game Content.
9. Updating the License: Wizards or its designated Agents may publish updated versions 
of this License. You may use any authorized version of this License to copy  modify and 
distribute any Open Game Content originally distributed under any version of this License.
10 Copy of this License: You MUST include a copy of this License with every copy of the 
Open Game Content You Distribute.
11. Use of Contributor Credits: You may not market or advertise the Open Game 
Content using the name of any Contributor unless You have written permission from the 
Contributor to do so.
12 Inability to Comply: If it is impossible for You to comply with any of the terms of this 
License with respect to some or all of the Open Game Content due to statute  judicial 
order  or governmental regulation then You may not Use any Open Game Material so 
affected.
13 Termination: This License will terminate automatically if You fail to comply with all terms 
herein and fail to cure such breach within 30 days of becoming aware of the breach. All 
sublicenses shall survive the termination of this License.
14 Reformation: If any provision of this License is held to be unenforceable  such provision 
shall be reformed only to the extent necessary to make it enforceable.
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System Reference Document Copyright 2000  Wizards of the Coast  Inc.  Authors 
Jonathan Tweet  Monte Cook  Skip Williams  based on original material by E. Gary Gygax 
and Dave Arneson.

OSRICTM copyright 2006  Stuart Marshall  adapting material prepared by Matthew J. 
Finch  based upon the System Reference Document  and inspired by the works of E. 
Gary Gygax  Dave Arneson  and many others.

Castles & Crusades: Players Handbook  Copyright 2004  Troll Lord Games  Authors Davis 
Chenault and Mac Golden.

Castles & Crusades: Monsters & Treasure  Copyright 2005  Troll Lord Games  Authors 
Robert Doyel and Stephen Chenault.
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Retreat Press  Author Ray Baily

Designation of Product Identity and Open Game Content:

All text in this work is Open Game Content  excepting the terms  Advanced Aventures  
OSRIC  Old School Reference and Index Compilation  company names  logos  artwork  
and the author and artist names.

APPENDIX A: NEW MONSTERS
BLACK TROLL

6,=(� /DUJH ���� IW� WDOO�
MOVE: 120 ft.
ARMOR CLASS: 2
+,7 ',&(� ����
ATTACKS: 3
DAMAGE: 7-14, 1-14, 2-12
SPECIAL ATTACKS: Hurl rocks (1-10), spells
SPECIAL DEFENSES: Hit only by magic, regeneration, demon 

resistances
0$*,& 5(6,67$1&(� ���
RARITY: Uncommon in the Abyss, very rare elsewhere
NO. ENCOUNTERED: 1-4
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INTELLIGENCE: Average
ALIGNMENT: Chaotic evil
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General information: Black trolls dwell on some of the layers of the 
Abyss and are believed to be descendants of normal trolls who 
were changed by demonic forces. Black trolls are as strong as 

DQ RJUH DQG FDQ� LQ DGGLWLRQ WR WKHLU FODZ�FODZ�ELWH DWWDFNV� KXUO
rocks up to 180 feet for 1-10 hp damage each. 

Like other trolls, they regenerate 3 hp per round and can reattach 
severed limbs. Black trolls are also known as demon trolls. Rangers, 
dwarves, and gnomes receive the same attack and defense 
bonuses against black trolls as they receive against normal trolls or 
giant -size monsters.

The most powerful attack a black troll has is a 6-36 bolt of chain 
lightning (usable three times daily). A black troll can produce such 
a bolt up to 70-feet-long. Black trolls sometimes use this attack 
during hand-to-hand combat because of their natural resistance 
to electrical attacks.

Black trolls can also perform the following spell-like abilities at will: 
darkness 10-foot-radius, pyrotechnics, telekinesis (5,000 gp weight), 
dispel magic, and teleport without error. Black trolls can also gate 
LQ ��� QRUPDO WUROOV ������ ��� GUHWFK GHPRQV ������ RU DQRWKHU ���
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Languages: Black trolls have the demonic variety of telepathy.

Physical description: Among the largest of all trolls, black trolls have 
black skin, gleaming green eyes, and crown of small red horns. 
Unlike most trolls, they are smooth skinned and oddly humanlike in 
physical appearance.




