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he dungeon hall is silent, except for the dripping of water. You start to 
signal your friends when you hear something growl ahead in the 

darkness. It shuffles closer as you raise your axe. , . . 
ow-even more endless encounters! This treasure chest is jammed 

N with over 400 encounters in all kinds of terrain, for AD&D” 2nd 
Edition game player characters of all levels. like the first Dec& of 
Encounters, this set brin s you roaring monsters, terrifying traps, sudden 
combat, and$&&dng ric&to be gained by quick wits, raw courage, and a 
ready blade. 

he front of each card details the basics of the encounter-danger level, 
terrain, climate, character attfieutes needed for success, encounter 

types, and the experience-point value for rapid reference. The back gives 
*‘OU the encounter in blow-by-blow detail, with quick statistics for the foes ” I ive your playing group a real thd. Draw an 

adventurt from the Deck of Encounters! G 



Attribute: Charisma, Strength 
Encounter Type: NPC 
Add’l Info: PHBRl (Fighter) 



Turnabout 
An; This encounter is set on the vast, 

Situation While riding acrm a great 
plains area, the party spien a large cloud of 
dust moving toward it. In a short lime, the 
dust c h  to reveal 20 warriors on hcrae- 
back thundering toward the p u p .  
As the riders approach, it ia apparent 

that all of them are female. Short bows and 
out, the amazons quickly surround 

FCs and demand to know why they are 

"r u m w ~  listen to what the party 
has to say, but unless the characters are on 
a miseion that Is directly benefidal to the 
Mbe, the women infonn the p u p  that 
they must be taken in to s m k  with the 

O F  P b .  

ing In Mbal territory. 
sr 

war-mlsbess. 
The chancten are led into a nomadic vil- 

~ W h a F * a R p a r a d e d b t h e E n ~  
ithe, c c m p i m d y ,  uae are no mpr- 
sent. Finally, the party isbrarght tefore an 

address the& in the party. onlythmugh 
theperalMivewndscfthefrma*a(orofthe 
ma*sbursLtdthrGughtheotherpmazoM, 
if thereare nomanen in the party) will the 
putVmemtersbeforgimforthEir~ 
ing, Even if the malcs speak the same h- 
gwgeM~unuons, Upywillbeipmd. 

Qui& *tm Amazon wurinr (50); Mv 

authoritative WMM~ who does not ever 

Tnmbkmay m d t  if the& penist. 

12; AC 5; R (leader F5); hp 7 (leader 34); 
THACO 20 (16); #Att 1; Dmg by weapon 
(short bows, spears); MR Nil 
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Terrain: Urban 
Attribute: Charisma 
Encounter Type: NPC 
Add’l Info: PHBW (Thien 



An Ounce of Prevention 
Area This encounter take place in any 
law city or town. 
Situation: Having just finished moving 
into her recently construaed manor, the 
mayor requests an audience with the 
party. She tells them that she is pleased 
with her new home, but she is not con- 
vinced it is as well protected as she was 
promised. She asks the party to use their 
various contacts to track down a qualified 
but unknown burglar, whom she will offer 
500 gp to break into her house. 

The party has several options at this 
point. The easiest solution is to bail out a 
jailed thief, but it is reasonable to assume 
that the best burglars do not get caught. 
Throwing around a lot of cash at seedy 

Status Quo 
A n :  This encounter is set in a treacherous 
mountain pas. 
Situation: The party is hired by a religious 
order to w r t  a priest to a needy village in 
the mountains. Unfortunately for the char- 
acters, the priest is of noble blood and con- 
siders himself to be of a higher status than 
the common folk, including the party 
During the entire journey, the priest 

complains about the hardship. He makes 
no effort to conceal his dislike for the situ- 
ation, and refuees to help in any manual 
labor. After all, he is above such things, 
while the party members were hired 
specifically to serve him. 

Even sink-or-swim tactics fail in all but 
the most life-threatening instances, for he 

taverns or in less reputable districts will 
work well, though doing so might attract 
the attention ot muggers. 

Finally, the party is covertly approached 
by Caradln, a carefree, young elf who is 
willing to accept the p b  if the party can 
convince her that she is not k ing  set up by 
the watch. 

If they succeed, she agrees to try the fol- 
lowing night, but actually breaks in the 
same night that the bargain is shuck. The 
mayor is displeased, but prosecutes her 
builders, not the thief. 
Quick Statx Buqlu: MV 12; AC 4: T8; hp 
39; THACO 17; #Att 1; Dmg by weapon; 
MR Nil 

OIPrTSP..~~.AUF'.I~hbhaRnmrd. 
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knows that the party's fee depends upon 
his safe arrival in the village. 

After several weeks of putting up with 
the priest's snobbery, the characters dis- 
cover their destination. Sadly, the priest- 
hwd never consulted the villagers about 
sending a representative to the mountains 
and, after a few moments with him the 
residents are quite positive they do not 
want him to stay. 

To earn their pay, the party must now 
return the priest to his original home, 
s ndlng another few weeks suffering 
t E u g h  even more whining than before. 
Qulck Stats Nobleman Mesh MV 12; AC 
3; CZ; hp 9; THACO 20; (IAtt 1; Dmg by 
weapon; MR Nil; Spells 
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Mistaken Identity 
Area: This encounter begins in a small 
town or city, but could lead to the sur- 
rounding terrain. 
Situation: The despotic governess of a 
small town has been told by her advisors 
of a prophecy revealing her violent down- 
fall. The desaiption of the usurpers was 
given to her bumbling spies who were told 
to watch out for a group of travelers 
matching their appearance. 

However, the careless spies find instead 
the party of characters, some of whom p" 
sibly have visual counterparts in the 
prophecy, and begin following them all 
about town. It is a fairly simple matter to 
notice the spies, for they rarely cover their 
tracks, wear inappropriate colors, and 

always forget to pay hush money during 
inquiries. However, catching the fleet-foot- 
ed spies is e little more difficult, for they 
know the ins and outs of the town quite 
well. The party should quickly perceive 
that someone is watching them, but it 
should be dlfficult to uncover who. 

If the party captures the spies inside of a 
week, the underpaid servants will reveal 
all. Othemis, the spies shadow the party 
for the entire time, even if they leave town. 
Finally, the party is acmsted by a patrol 
from the governess's a m y  and must talk 
their way to freedom. 
Quick Stam Spies (3): MV 9; AC 6; PI; hp 
5; THACO 20; (IAtt 1; Dmg by weapon 
(short sword); MR Nil 





Company of Four 
A n :  This encounter is set on a well-trav- 
eled mad near many urban areas. 
Situation: Traveling between towns, the 
’ party sees a rather unusual sight-four 

insbumenbladen kobolds. As soon as any 
party member makes a move toward the 
humanoids, the kobolds drop their load 
and form a protective ring around the 
instruments. If the party attacks, the 
kobolds die a quick, unarmed death. 

However, if they are given the chance to 
speak, the kobolds explain that they are a 
traveling boup of musidans. They quick- 
ly give a demonstration, revealing more 
than comptent playing skills. Afterward, 
the -Ids offer the party members posi- 
lions as bodyguards, warning that mcat 

Into the Drink 
An; This encounter is set in any town or 
city with a tavern. 
SituaHon: When the party departs from a 
t a v m  after a night of eating and drinking, 
they hear a whistling sound coming from a 
heap of clothing crumpled by the side of 
the tavern door. Nearing the pile of tatters, 
they learn that the lump is actually a per- 
eon, obviously drunk by the slow and care- 
less way he wanders o m  to them. 

With a little help, the drunk is able to 
stand and address the party. Speaking 
loudly, the tells them that he has been 
admiring their talents from afar, and 
would be greatly honored if the goup 
would consider lettlng him pin them in 
their travels. No amount of resistance will 

people who see the troupe react much like 
the party-attack first, a3k questions later. 

The kobolds pay quite well. However, 
the party members must work hard for 
their money. Even during the few times 
when the general public can see past the 
musicians’ race, the kohlds themselves 
tmd to mate trouble with their idiosyn- 
cratic and often odious personal habits, as 
well as their quaint songs which frequent- 
ly present various demihuman and 
humanoid races in a leas than favorable 
light. Humans often find this funny, but 
other races rarely do. 
Pula St8tl: Kobolds (4): MV 6; AC IO; 
HD !4; hp 3; THACO 20; #Att Nil; Dmg Nil; 
MR Nil 

\ 
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dissuade him from his quest, instead mak- 
ing him more adamant about demonstrat- 
ing his own skills in stealth and combat. 

Pirst he pretends to sneak into the alley, 
knmking obje&s about and relaying a 
blow-by-blow description of each secund‘s 
action. Then he fumbles a m n d  for a large 
stick to act as a sword, which he pmceeds 
to bash into various building walls and 
perhaps even the characters. 

Finally, the arrival of the city watch rids 
the party of the drunk, who offera to meet 
them when he is released to discuss the 
share of any future treasures. 
Quick Stab! Town Drunk MV 6; AC 10; 
0-level; hp 5; THACO 20; #Att 1; Emg 1 
(fish); MR Nil 

__ 
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Sight of Death 
Area: This encounter takes place in any 

Situation: Upon entering a small village. 
the party 8 ~ 8  an idyllic image: fannns in 
the fields, artieans in front of their shops, 
children playing m the mad. Suddenly, one 
of the charactera notices a dark-cloaked fig- 
ure spring out h beneath a porch and 
brutally stab a shopkeeper. At the first 
shout, the murdem turn and bolts. 

Following a town-wide search, the killer 
is caught hiding in emme stables a few 
hours later. The constable quickly rounds 
up the party members, informing them 
that their testimony will serve well in the 
trial of the accused. However, notes the 
constable, the nearest Justice, a wandering 

small community. 

paladin, will not return until two weeks 
time. As a further complication, the mur 
derer has been identified as a member of a 
rather powerful guild of cutthroat thieves. 
To avoid the risk of vengeance from fellow 
guild members. the characters are semeted 
away in a deep basement, along with 
another witneea, an elderly woman named 
Kalenya. 

Kalenya spends the entire time whining 
about the doom all of them will face at the 
hands of the thieves. 

This encounter may lead to the 
encounter, Cry for Silence. 
Quick Stat% Murdncr; MV 9; AC 6; TI; hp 
6; THACO 20; #Awl; Dmg by weapon; MR 
Nil 





Honor at a Price 
A n :  This encounter takes place in any 
town or city. 
SituaHon: As the party me&bem leave an 
expensive shop, one of them collides with 
a flunboyantly dressed man. Instantly an 
outraged look crosses the face of the fop, 
who rudely states that the character should 
watch where he or she is going. &hind 
him stand two men, his bodyguards, with 
anxious expressions on their faces. 

If the mtirc party apologizes profusely, 
the dandy will accept their words and con- 
tinue on his way. However, if anyone in 
the gmup even hints that perhaps the fop 
is at fault, the dandy will demand a retrac- 
tion. Should the party continue to proclaim 
their innocence, he will dramatically 

remove his silk glove and strike the offend- 
ing character. The challenge is madel 

As per standard duelin&quette, the 
challenged character may select the 
wea n of choice and the seventy of the 
duerHowever, when the time comes to 
fight, it is to be one of the two guards who 
stands as the fop's champion. 

If the champion is defeated, the fop will 
apologize, pay to have any damage healed. 
and offer an additional 20 pp as ream- 
pense for the party's troubles. 
Quick Statu: Bodyguudn (1): MV 9; AC 3; 
F3; hp 22; THACO IS; #At( 1; Dmg by 
weapon: MR Nil 

Missile Ambush 
An: This encounter takes place in any 
wilderness area. 
SitwaHon: while m i n g  the open plains, 
the party is ambushed by a p p  of IO 
W d s .  hom W varioua hiding places, 
the kobolds shoot their slings at random 
members of the party. However, as won as 
the characters are close e m u  h to engage 
the kotolds in melee or more $n half have 
teen killed at range, the kobolds will flee. 

Depending on how badly they are hurt, 
the party can choose to follow the 
kobolds. Even without a character who 
can track, the party will be amazed at how 
simple it is to trail the humanoids, since 
they were not making any attempts at 
hiding their trail, 

Spear of Death 
Aru: This encounter takes place in the 
upper levels of an undeground complex. 
Situalion: Moving through the twisted 
tunnels of a dungeon, the party NM into a 
group of 12 hobgoblins intent on gathering 
treasure. As 11 of the ho obhna draw 
rustsovered blades, the tw$h humanoid 
lowers his spear + I  and calls out for the 
spirit of the great Kaladok to guide his 
arm. Of coume, only thme who spak hob 
goblin will know what he says, but the gist 
of his words can be gleaned from his dra- 

During the battle, the spear wielder will 
fight in a h k w l i k e  rage, giving no 
concern for his personal safety. In addi- 
tion, whenever the spear-user falls, the 

matic pestures. 

Following the kobolds is exactly what 
the evil little creahxea have in mind, for 
behind a small hill, 15 more kobolds lay 
waiting for the party to round the bend. 

Once the party is in range, they face a 
torrent of arrows and slings, after which all 
the kobolds abandon their missile weap 
on8 to engage the party members with 
their short swords and hand axes. 

The kobolds own little in the way of 
treasure, but one in the second wave has a 
key forged of electrum, worth 10 gp. 
Quick Statl; Koboldi (15); MV 6; AC 7; 
HD M; hp 3; THACO 20; XAtt 1; Dmg by 
weapon; MR Nil 

nearest hobgoblin d r o p  hs own weapon 
and reaches for the enchanted spear, mak- 
ing sure to offer the proper incantahon 
before re tumg to battle. 

The words do nothing to affect the 
power of the spear, but the hobgoblins do 
not know that. Chance are, neither will 
the charrcters. Once the prty membelr 
have the spear in their pmession, they 
might spend a considerable amount of 
time trying to mllec t  or translate the 
magical chant. Only an idmtify spell will 
confirm that the nugic sperr is nothing 
more than +I to hit and damage. 
Quick S t a k  Hobpbliru (W MV 9; AC 5; 
HD 1-1; hp 6; THACO 19; *Att 1; Dmg by 
weapon; MR Nil 





Deadly Pair 
h a :  This encounter takes place in any 
wilderness terrain. 
Situation; As dusk falls for the evening, 
the party stops to make camp for the night. 
In the rough terrain, it will take a large 
party a little while to find a suitable spot. 
After mme time, the group is ready for 
rest. 

However, during the night, things 
become a little less peaceful. Two trolls 
have taken up residence in a nearby cave, 
and they are out searching for the evening 
meal f the party has not thought to set a 
w a d  the party is likely to awaken in the 
morning with two fewer characters. 

If the party has posted sentries, the 
evening will go differently. The two trolls 

Kiss of Death 
Are.: This encounter takes place in any 
snowavered environment. 
Situation AB the party treks through the 
cold snow, they happen upon several 
giant-sized bones protruding through the 
snow. Upon closer inspection, it is obvious 
that the bones, apparently from some large 
humanoid-sized creature, have been 
gnawed completely clean of meat. 

If the party decides to dig up the 
remains, they will notice that the bones are 
still complerely intact. in fact, the aeature 
died so quickly that it is still clutching its 
war club. 

At that moment, perhaps, off in the dis- 
tance, the party members hear a faint 
predatory howling, unless of course, it is 

The Book's Cover 
Are.: This encounter takes place near an 
eerie, frightening forest castle. 
Situation: The party is on their way to 
meet with an important, yet supposedly 
disturbed, vassal, Baron von Vladerik. 

The characters arrive at the gates at 
night and are let in by his hunchbacked 
assistant. While the hunchback is tending 
to the party's mounts, another w a n t ,  the 
lovely Menya, shows them into the foyer 
and offers a bit of refreshment. 

While serving wine, cheese and bread, 
Menya explains that the baron will be 
down shortly. She then sits down quietly 
in the comer. She is polite when spoken to 
and tries to answer the party's questions, 
but, if asked, ahe knows nothing about the 

approach from opposite directions. While 
one intentionally makes noise to attract the 
attention of the watch, the other waits 
silently in the darkness. If anyone on 
guard moves to investigate, the silent troll 
attempts to slip into camp while the other 
tries to dispatch the investigators. 
The trolls have no treasure on their bod- 

ies or in their lair. However. if anyone 
thinks to bled the trolls, they can eam a 
total of 600-900 gp if they find an alchemist 
within three davs. 
Quick Stah T h  (2): MV 12; AC 4; HD 
6-6; hp 37; THACO 13; *Att 3; Dmg 5-8/5- 
8/5-12; MR Nil 
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just the wind. With luck, it is not the moan- 
ing# of whatever creature devoured the 
being buried in the snow. 

Then suddenly, the skeletal creature, 
once a hill giant, leaps upright and begins 
pummeling the characters with its great 
club. It will fight until it falls, but it will be 
especially lenient on characters who flee 
the battle, turning then upon those who 
continue the combat. Naturally, the skele- 
ton has no treasure of its own, but in the 
nearby cave of its agesdead master is a 
small wooden chest holding 1,ZW sp. 
Quick Stat1; Moniter Skeleton: MV 12; 
AC 6; HD 6; hp 27; THACO 15; #Att 1; Dmg 
Special; MR Nil; Special defenses 

QIW TSR lnc. All Rl,qhh RRnvrd. 
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baron's unusual behaviors. Finally, she 
stands and announces that she believes she 
hears the baron coming. Menya walks to 
the door and says that she was correct, for 
here he is. As she speaks, a bat flies into the 
mom, possibly start ng many of the char- 

A moment later, a man dressed in 
exquisite fineries walks in, whom Menya 
announces as the Baron von Vladerik. The 
bat is the baron's favorite pet, but, save for 
that p s i b l e  quirk, the baron is quite nor- 
mal and willing to deal with the party 
members. 
Quick State: Bat MV 1, Fl24 (B); AC 8; HD 
%; hp 1; THACO 20; #Att 1; Dmg 1; MR Nil 

acters. Lt 
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Axemrn 
A n ;  This enmunter can occur in any 
forested aren. 
Situation Winding down a w d e d  path, 
the party is approached rather quickly 
from behind. A man carrying an axe runs 
up to and then past the party members at 
top speed. As he goes by, he politely excus- 
es himself and adds that perhap the char 
acters did not see him go by this way. To 
further emphasize his point, he dives into 
some bushes and continues on. 

A few minutes later, the sound of 
hooves is henrd from behind the party. 
Looking back, the group rees eight cen- 
taurs galloping up tu them. Before any- 
thing can be said, the centaurs thunder by. 

A few minutes later, the centaurs return. 

The Patron 
Area This encounter takes place in any 
city or town. 
Situation: Having recently been hired to 
perform a se ice outside the town, the 
party is p d n g  to depart. Shortly before 
they set off, their patron approaches them 
again, this time requesting to accompany 
them on their pumey. The patron promis- 
es that his or her presence will not affect 
the party's payment. 

Once on the trail, the patron, who is 
actually a doppleganger, will attempt to 
get individual party members alone. It will 
usually do this by calling out o p p i t e  
members of its su posed gender and then 
pretending to Jute them. After it has 
done this enough times to leam these char- 

Mysterious Structure 
Area: This encounter is set in any large 
town or city. 
Situation: While in town, the party is 
approached by several officials and asked 
to follow them to speak with the mayor. At 
his manor, the mayor greets the party with 
refreshments and apologizes for having 
the party brought to him. 

He explains that he has need of the char- 
acter's services. Several of his assaiates 
have been found brutally killed while 
working late hours in the old municipal 
hall. The building is quite ancient, and 
rumors about haunting and ghosts have 
been known to leak out now and then. A 
particularly grueling council session is 
swn to begin, and he would appreciate it if 

They tell the party that a human male was 
caught putting axe to a sacred tree, but he 
seems to have escaped. They inquire 
whether the party has seen this individual. 
If the characters rela what happened, the 
centaurs will thanl them and be off. 
However, if they do not, the centaurs will 
become suspicious. Unless there are no 
human males in the group, the centaurs 
will surround the party and demand that 
they produce the culprit. Only fast talking 
will prevent the centaurs from taking all of 
the men as prisoners. 
Quick Stat.: Centaurs (I)): MV 18; AC 5; 
HD 4; hp 18; THACO 17; YAtt 3; Ding 1- 
6 /16  plus weapon; MR Nil 
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acters' habits, it will chose one to get alone 
and slay. Afterward, it will assume the 
form of its victim, return to the party, and 
claim their E tron attacked , it. It will tell the 
party that t assailant was fended off and 
ran away in shame. 

The doppleganger will continue this 
until it is discovered or it has slain half of 
the party, at which time it will depart 
before the party becomes suspicious. If 
caught, the doppleganger will plead for its 
life by assuming the most helpless, sympa- 
,thetic form it can imagine. 
Quick Stat.: Dopplqanpr: MV 9; AC 5; 
HD4; hp19;THACO17;YAtt1;Emg1-12; 
MR Special 
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the party would assist his guards in d e b -  
mining the cause of all these deaths, offer- 
ing 1,003 gp for their protection. He quick- 
ly dismissea the possibility of assassins, for 
he is sure he has no enemies. 

The hall is, indeed, quite old, replete 
with outdated crenelations, stone gar- 
goyles, and bronze metalwork. The party 
is introduced to the staff and the council, 
and left free to investigate. As the session 
goes into the wee hours, two of the stone 
gargoyles come to life and attempt to find 
and maim or kill lone individuals. 
Quick Stat.: G y o y l n  (1): MV 9, FI 15 
(C); AC 5; HD 4+4; hp 24; THACO 15; YAtt 
4; Emg 1-3/1-3/1.6/1-4; MRNil 

~ ~ ~~~~~~ . 
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9 Encounter at the Oasis 
% Danger: Medium E ,h Climate: Tropical 

Terrain: Desert 
Amibute: Wisdom 
Encounter Type: NPC 
Add'l Info: PHBRl (Fighter) 



Unrequited Love 
Area: This encounter takes place in any 
large town or city. 
Sitwtion: Wandering the city streets, the 
party notices that someone has been tailing 
them for some time. Confronting the shad- 
ower, they startle the young man. He apol- 
ogizes for his behavior, explaining that he 
simple wanted to o k e  the group in 
action before hiring them. 

The man states that he has recently pur- 
chased an ancient houw and has discov- 
ered to his chagrin that the house is haunt- 
ed. He offers the party 2W pp if they will 
Investigate and rid his home of the fiend. 

In his house that night, the party 
encounters the haunt, who appears as a 
handsome young man. The haunt moans 

to the party that he was killed in an acci- 
dent in the house and simply wish- to 
psess  one of the characters long enough 
to find hs spouse and tell her of his love. 
He akacks if the party refuses, but causes 
no harm for the duration if someone offers 
his body a?, a host. 

Sadly. when they find h r  love, they 
learn that she died a cenrury ago. Before 
the haunt relinquishes control, however, 
he demands that the party pass on his 
words by a r p k  w:th dmd spell. This will 
be quite difficult and expensive, since the 
loved one died 106 years ago. 
Quick Stab Haunt: MV 6; AC 0; HD 5; hp 
21;THACO15;#Att1/1:DmgSpeoal;~R 
Nil; Special attack and defenses 

Breeding Time 
An: This encounter takes place in a small 
city near the labyrinth of a minotaur. 
Siluation: While staying in town, the party 
is approached by a representative of a 
large portion of the population. Nearby, 
she says, lives a vicious minotaur, who has 

. recently decided it is time for him to mate. 
Sendinn followers into town. the minotaur 
had a-local sweetheart kidnapped and 

' bmuehttohim. 
0~ ~ ~- ~ ~~~ 

~~~~~ 

The town mldents will pay the parry 
m e m h  5 a M  sp to navigate the rninotau<s 
m e  and retllrn with the young w a n  
alive. Having c a w  ow of the servants, 
the townsfolk can even lead the group to the 
mouth of the lair 

The minotaur, who 15 expechng res- 

Encounter at the Oasis 
An: Any desert where thecharacters find 
themselves short on water is fine. The area 
is desolate; the only water for miles is a 
single water hole. The Pcs 8ee a small oasis 
with a small herd of camels in it. 
Situation: This oasis is controlled by the 
Brotherhood, a group of camel beast-riders 
who are sworn with a religious fanaticism 
to the Albar, their leader. They defend the 
oasis and the herd of camels with high 
morale, should things come to blows. 
When the Pcs approach the watering 

hole, they 8ee several tents, which are 
empty. Should the Pcs search the tents, 
they find a chest with 276 gp and 140 sp. 

The Pcs' first encounter is with two 
beast-riders returning to their camp. 

cuers, has moved his prisoner and sleeping 
area to the center of the labyrinth. There he 
keep her while awaiting the party mem- 
bers. However, if the party seems to be 
having difficulty making its way through 
the maze, the minotaur will venture into 
the outer corridors to pick off the charac- 
ters from prime locations. 

The minotaur fights with a very heavy 
turdiche + I  (a pole axe) that lets the user 
move in complete silence. ' 
Quick Stats: Minot lu~  MV 12; AC 6; HD 
6t3; hp 34; THACO 13; #Att 2; Emg 2-8/2- 
8 or 1-4/by weapon; MR Nil 
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Should the party have taken anything from 
the tents, it will be noticed, and the Pcs 
will be angrily asked to &urn it. If they 
return it with apologies and a healthy hib- 
ute to the Albar, all will be forgiven, and 
the remainder of the beast-riders will 
arrive peacefully. 

If the Pcs become aggressive, fail to 
return stolen goods, or fail to pay a tribute 
to the Albar, the beast-riders attack. 
Should the Pcs atone, the beast-riders will 
be suspicious but a little more friendly. 
Quick Stab h a i t  Riders (8): MV 12; AC 
6; F6; hp 48; THACO 15; #Att 1; Dmg by 
weapon (lance and scimitar); MR Nil 
Cuneli ((I): MV 21; AC 7; HD 3; hp 15; 
THACO 17; #Att 1; Dmg 1-4; MR Nil; 
Speaal attack 
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'? Simple Escort Mission * Danger: Medium I h Climate: Temperate 
5 ~- / Terrain: Urban 

I -  

Deja Vu, Deja Vu 
Danger: Medium 
Climate: Temperate 

/Terrain: Urban 
Attribute: lntelhgence 
Bncounter Type: Monster 
Add'l Info: MM 
XP Value: 175 



Simple Escort Mission 
An: This starts off in a city and takes 
place on the trail to another town. 
Situation The Pcs are approached by 
what appenrs to be a middle class mer 
chant. He wants to hire the Pcs to escort 
his wagon from this town to the next on 
the trade route. He is most generous with 
his opening offer and can be talked up. 

The individual doing the hiring is a 
smuggler who is posing as a normal mer 
chant. He has a Serret cache of poisons 
which are among the more deadly and are 
outlawed in the region. 

The caravan consists of a single wagon 
@led high with crates. If the PCs inquire 
about the cargo the merchant changes the 
topic. If any of the Pcs are caught going 

through the wagon the merchant will try 
to kill them. 

The wagon is stopped at the edge of 
town, and the group is questioned about 
the recent appearance of illegal poisons in 
the town. The smuggler lies, declaring the 
Pcs have been his escort for some time. 

Before they reach the next town the 
smuggler stops the wagon to meet secretly 
with a group of leathewlad men, receiving 
a purse of gold and giving them a aack. At 
the next town they are questioned again by 
the city guard,'this time mare insistently. 
Quick Stat= Smuggle. MV 12; AC 7; T5; 
hp 20; THACO 18: XAtt 1; Dmg by weapon 
(long sword coated with poison); MR Nil 

taverns, no laces of ill repute, and no 
An Unhiendly Town thievpi' miil! 

~ 

An: A small walled city is the setting. There are numerous patrols of the city 
Situation: When the PCs first attempt to yard ,  all escorted by a cleric. Should the 
enter the city. they are told they cannot, PCs violate any of the numerous religious 
since it is prayer hour. After an hour pass- laws, the offender will be dealt with 
es. they may attempt to enter the city severelyandon thespot. 
again. Quick StaW City Patrol, Cleric MV 6; AC 
This time they are met by a priest of a 0; E; hp 27.; THACO 18; WAtt 1; L h g  by 

neutral reupion, and the gate guard. The weapon (mace); MR NU; Spells 
clerk bans any palrdiM Oubight from enter- Pam1 (3): MV 9; AC 5; F4; hp J8; THACO 
ing the city. He uizzea the Pcs on their reli- ' 17; XAtt 1; Dmg by weapon (long sword); 
giousbaiefs a A  ashany clerics wishing to MR Nil 
enter the city to awearthey will not attempt 
to gain converb while in the city. 

If the Pcs agree to do these thing, they 
will be allowed, minus any paladins, to 
enter the city. 
This city, unlike many others, has no 
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Deja Vu, Deja Vu 
h e  A small rural town is the setting. 
Situation: The Pcs notice the inhabitants 
of the town seem to have a strange sense of 
humor. As they travel down the street. 
townspeople point and laugh at them. 

Strange things begin to happen as the 
party checks into the inn. They are 
at the counter by a wiry looking o d man 
who asks them to fill out the registry. The 
old man then excuse8 himself. A moment 
later he returns and asks the PCs if they 
want  mol^ and would they please fill out 
the -try. Before they can protest that 
they have already done M, he excueen him- 
self again and returns in a few minutes, 
this one being the real innkeeper. 

-tern reman itself in the pub, 

$"" 

with a beautiful, young serving wench 
who takes their order, then leaves. She 
lPtllrns and asks the Pcs for their order, 
leaving again. The third time the real 
wench takes their order and brings it. 

Later that night the local sheriff come8 
over and asks for help with a problem. He 
excuses himself, then apparently comes 
back and starts the conversation from 
scratch, including asking for the Pcs' help. 
The real sheriff comes in at last and 
explains the confusion the locals are burst- 
ing with laughter as the sheriff explains 
about two local dopplegangers who are 
practical jokers. 
Qdck Stah: Dopplegmngen (3): MV 9; AC 

C O  15; #Att 1; Dmg 1- SHD4;h  16 mP 
12;MRNiP ; 





Mage vs. Mage, Part 1 of 2 
Area: A town dominated at each end by a 
wizard's tower is the setting. 
Situation During a recent exploration of a 
dungeon nearby, the PCs accumulated 
some valuable items, but at least one seem 
rather ordinary. 

Word spreads about the PCs and their 
recent exploits, making them minor 
celebrities. People gather around to hear 
more of their a d v e n w .  

One of the PCs sees an old man 
approaching, richly dressed in wizard's 
robes. The townsfolk step aside and ailow 
Mundin, a renowned local wizard, to 
speak with the adventurers. 

Mundin starts off by dismissing the 
m w d ,  leaving him alone with the PCs. 

In the Deep Dark Forest 
Area A heavily wooded forest is the scene 
for 4his encounter. 
Situation; The trail the PCs are following 
seems to narrow, becoming less and less 
traveled. The forest h o m e s  darker, even 
though it is broad daylight. 
The firat sign of tmuble the PCs notice are 

the w i v e  websin the woodsonboth sides 
of the hail. M n g  on, they detect motion 
all around them+ though they can see noth- 

Behind them, a short distance away, 
they find the trail now blocked by webs. If 
they struggle to continue on through the 
darkening wood, the lead PC must make 
an Intelligence check at 1/2. or his horse 
steps into a hole trap. This trap breaks the 

ing SpRiRC causing the movement. 

The old wizard tells them to relax, and 
explains that he knows they have fist 
returned from a dun eon He asks if they 
have a spedHc mund6ne'item. If the PCs 
admit they have it, he offers to buy it from 
them for 10 times what it is worth, explain- 
ing that he needs the item to complete his 
magical research on a new spell. 

If the characters sell it to him he gives 
them the money and leaves quickly. 
Should they refuse, he will pester them 
until they finally give in, 
Quick Stab; Mundin: MV 12; AC 7; W10; 
hp 23; THACO 17; XAtt 1; Dmg by weapon 
(dagger, two darts); MR Nil; Spells 
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horse's front legs and throws the rider 
from its back. 

In the mnfusion that follows, the lead 
PC must roll a Dexterity check to deter- 
mine whether or not he has broken any 
bones of his own. 

Two ettewps suddenly pounce on the 
last two prty members, while large spi- 
ders drop out of the trees onto the rest of 
the PCs. 
Quick Stab; BtIercaprr (2): MV 12; AC 6; 
HD 5; hp M); THACO 15; XAtt 3; Dmg 1- 
3/1-3/1-8; MR Nil; Special attack 
'Large Spiders (6): MV 6; AC 8; HD 1+1; hp 
7; THACO 19; XAtt 1; Dmg 1; MR Nil; 
Special attack 

. _. -~~ ~ 
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The Haunting 
Ana:  The FCs a n  at an ancient ruin in des- 
olate, rough countryside, a ruin they had 
previously visited. 
Slhmtion: The K 9  hear a rumor in one of 
the towns they frequently pass through 
that a ruin they had cleared out some time 
before has suddenly become active again. 
The townsfolk are having doubts about the 
prowess and ability of the PCs as adven- 
turers. 

It is now a matter of honor for the PCs to 
find out what is going on and to clean up 
this mess again. The trip to the ruins is 
uneventfui, as the countryside has long 
since teen cleared out by the FCs. 

The N ~ Y  are fist as they were left yeam 
before. The only difference is that one of 

the la e blocks of marble has fresh blood 
on it. %ere is a h  a k s h  grave. 

It takes most of the day to make certain 
that nothing is going on at the ruins. There 
may be several false alarms, noises caused 
by perfectly ordinary means, etc. The 
strain of staying alert is exhausting, and it 
will be too late to return to town. The PCs 
are forced to make camp near the N ~ S .  
Horses, or my other animals present are 

ve uneasy during the night. In the 8ec- 
onrwatch, the groaning splrit of a beauti- 
ful elven woman manifests to defend her 
place of death. 
Quick Shtm Banshee: MV 15; AC 0; HD 7; 
hp 42; THACO 13; XAtt 1; Dmg 1-8; MR 
50%; Special attacks and defenses 



Add'l Info: MM 

Daneer: Medium 

Tei 
Atl 
Encounrer iype: M O M W ~  
Add'l Info: MM 
XP Value: 6% each 



Aid the Helpless 
Area A swamp near a town the party has 
recently visited is the 6etting. 
Siluation: The Pcs have recently visited a 
small town and have been told of the 
incredibly hideous and destructive m a -  
ture which lives in the swamp. The town% 
people beg the FCs to rid them of this men- 
ace. The creature wan quiet enough and 
satisfied with its food source in the 
swamp, but the recent drought has 
reduced the marsh by 20% and the m a -  
ture is foraging farther afield. 

The citizens also warn the Pcs that the 
mature has a dangemua and powerful 
tail. In addition, it can simply %are some- 
one to death, and has killed numerous 
townsfolk that way. 

Accepting the mission requires the Pcs 
to p" deep into the swamp. The knee- 
high water and thick M o m  mud allows 
them to move only one-half their normal 
speed. The stench of the swamp, thick and 
felid with decay and rotted vegetation, 
gets worse the farther into the wetlands 
they go. 

Suddenly, through the trees, grazing a 
few feet away from the party, the Pcs see a 
catoblepas. It notices them at once and 
turns its hideous head to face them. It 
doesn't attack physically, but defends itself 
by lifting its head to gaze at the party. 
Quick Stat% Catoblepm: MV 6; AC 7; HD 
6t2; hp 38; THACO 15; #Att 1; Dmg 1-6; 
MR Nil; Spffial attack 
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Swordfight at the OK Corral 
An: A town with a dungeon nearby is the 

Situation: One or more of the Pcs has 
committed some questionable acts, such as 
killing captives, etc., during their latest 
adventure. The Pcs enter the town after 
dafk and take their horses to the stable. 

A humanoid figure steps out of the 
shadows and calls out the offendin pc's 

Pc to "prepare to die for his transgres- 
sions." He then states exactly what the 
party member has done, and explains he is 
there to ensure Justice is upheld. 

The warrior asks the remainder of the 
party to stand aside, since his fight is not 
with them, and he does not wish to hurt 

setting. 

name, The black-suit4 warrior te 7 Is the 

them. He wants an honorable single com- 
bat against the t r a n s g m r .  

The Death Knight fights in a completely 
honorable manner, and h a m  no one but 
the person he called out, unlM others 
interfere, Even if they do, he concentrates 
his efforts on the PC he called out. 
Quick Stah: Death Knwk MV 12; AC 0; 
HD 9 (IO-sided); hp 82; THACO 11; #Att 1; 
Dmg by weapon (short sword of life staling); 
MR 75%; Spedal attacks and defenses 

Deep Blue Sea 
h a :  The Pcs are on a ship on the open 
sea in a warm climate. 
Situation; A sudden storm comes up, tms- 
ing the ship like a toy. Waves break high 
over the deck, filling the hold with water. 
The mast snaps like a matchstick and the 
ship capsizes. Slowly, it slips beneath the 
waves. 

The ship is irreparable and the PCs have 

of the refraction quality of the water. In 
addition, damage from cutting and blunt 
weapons is halved due to the cushioning 
and slowmg quality of the water. 

The sharks circle around, picking off 
3tragglPrs and those on the outer perimeter 
first. If the party manages IO get onto some 
floahng debris, the sharks attempt to over- 
Nrn the flotsam by pushing up on it with 
their snouts. A successful Dexterity check 
ensures the F€ remaim on the wrukaw 

only a few rounds to try to secure their 
gear before they end up in the water. 

The first fin aouears after a few rounds 

and out of the dangerous waters. 
Quick Stah: Shark8 (11) MV Sw 24; AC 6; 
HD 8: ho 36: THACO 1 3  UAtt 1: h e  3-12: 

- 

in the water. Sc& the surrounding area is 
teeming with sharks Iwking for fwd. 

The PCs are unable to wear their armor, 
and lose both their Dexterity and shield 
bonuses. They also suffer a -2 to hit, because 

MR Nil' 

- 





Back from the Astral Plane 
Area: Any town will do. 
Situation: Having spent some time on an 
expedition to the Astral Plane, the PCs 
have caught the unwanted attention of the 
githyanki, who now want to get even for 
having their plane invaded. 

The githyanki amve on the Prime 
Material Plane as the Pcs are in town 
relaxing. They observe the PC who led the 
way into the Astral Plane, most likely a 
mage or priest in the party. Should the FC 
go out by himself, the githyanki confront 
him and demand satisfaction (i.e., death). 
Other FCs in the area might hear the com- 
motion and respond in good time. 

If the PCs stick together, the offender is 
followed to his lodgings. A few hours later 

the githyanki simply bash in the door and 
attack the unsuspcting PC. Again, any 
other PCs in the area can hear the noise 
and have time to react. 

The githyanki have no quarrel with any- 
one but those who have violated the Astral 
Planetheir home grounds. Slaying the 
githyanki invites massive retaliation in 1-4 
years as the githyanki organize for war 
hnd gather allres. . 
Quick Stab: Githyanki Knight# (6) MV 
12. Fl (Astral) %. AC 0; HD 8; hu 60; 
GACO 9; XAtt 1; Dmg by weapon'(lw 
handed swrd +3); MR Nil; Psionics 

Horse Thief 
Are.: Any hilly area will do. 
Situation: When the PCs are encamped, 
any ranger in the party must make an 
Intelligence check at -8. Success indicates 
they know the ground around them has 
been recently grazed upon. 

The FCs see a solitary rider at the limit 
of their vision who turns and rides off. An 
hour later several riders are spotted by the 
party m e m h .  The leader of the riders 
carries a shield emblazoned with the 
device of a local baron. 
The ridm approach with their weapons 

drawn. The leader identifies himself as the 
baron and places the PCs under arrest for 
stealing the king's horses. 

The party members, of course, know 

~ 

nothing about the missing horses, but they 
must do some serious fast-talking to avoid 
going to jail for a capital crime. 

The baron has heard of the PCs and is 
more persuaded by their words than he 
would be from a commoner's. Yet, unless 
the PCs can bring the culprits to justice, he 
will be forced to issue a warrant for their 
arrest. 

A ranger, or 80mmne with a proficiency 
in tracking, sees definite signs of a struggle 
and can follow a light blood trail up into an 
area of rxky hills. There the FCs find the 
real culprits: griffons. 
Quick Statl; Griffons (10): MV 12, FI30; 
AC 3; HD 7; hp 49; THACO 13; #Att 3; Dmg 
1-4/1-4/2-16; MU Nil 

Vengeance Is Mine 
Are.: Any mediumsized town is fine. 
Situation: The FCs are relaxing in an inn 
when an altmation arises between the 
innkeeper and his serving girls. They 
refuse to go into the basement cellar 
because they claim it is haunted by a ghost. 

The patrons taunt the innkeeper about 
his place being haunted, and everyone 
seema to think it's a big pke, except the 
innkeeper, who eyes the PCs for the 
longest time. 

Pinally he walks over and quietly asks 
them to come with him. He leads them to 
the back rwm, behind the bar, where he 
asks them to help rid his establishment of 
this ghost, which appeared only a few 
weeks ago in the basement. He offers them 

a huge reward to accomplish this task. 
If the FCs accept he shows them to the 

stairs. They see nothing as they descend, 
followed by the curious and anxious 
innkeeper. At the bottom they see a light 
below the staircase. 

ly a warrior, the light s t r e a c T z % E  
Otherwise it goes to the person nearest the 
innkeeper. The target PC kcomes affected 
by a haunt, the spirit of a serving girl who 
"d i sap red"  a few weeks earlier. She 
wants to avenge her murder at the hands 
of the hkeeper. 
Quick State: Haunt: MV 6; AC 6; HD 5; hp 
40; THACO 15; UAtt  1; Dmg Spedal; MR 
Nil: Special attacks and defense 

If there is a female in the 



9 Bounty Hunters All 
*fi Danger: Medium 

Encounter Type: Monster 
Add'l Info: MM 
XP Value: 975 each 



Fire and Water 
Are.: A large swamp is the setting. 
Sihution The K s  have been sold a trea- 
sure map to a known dungeon entrance 
with a listing of the treasures inside. 
Traveling only a short distance from the 
town where they bought the map, the 
party members enter a swamp. The marsh 
is muddy and covered with several inches 
of water, dominated by 7-foot-high reeds 
and mansive willows. On the map the 
swamp is not shown as very large, and 
their destination is the interior. 

The PCs make their way through the 
muck and mire and won find themselves 
at the entrance of the dungeon 88 marked 
on their map. The entrance is a ruins, con- 
sisting of several pillars, both erect and 

toppled, and an altar. The entire site is 
blackened and appears, on close ins- 
tion, to be scorched. According to the map, 
the altar must be picked up and moved in 
order to enter the dungeon. 

As the ITS move the altar, a large sha 
rises up out of the swamp. The pyrohy k ra 
dines on adventurers who come to pillage 
this place. It is hungry now, and the ITS 
look like a good snack. 
Quick Stab Pymhydr.: MV 9; AC 5; HD 
8; hp 64; WAC0 12; #Att 8; Dmg 1-8 (-8): 
MR Nil; Special attack 
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Cry in the Dark 
Arrc The PCs are on a trail in the wilder- 
ness near the site of an andent ruin. 
S M o m  The PCs find an abandoned car- 
avan. T h e  are several wagons, 
unloaded, the h o w  unhitched c?% 
tethered. The tents are intact with their 
r i o n e  located within. It appears to 

ve been abandoned only a few hours 
ago as the camp fire is still burning. 

The caravan evidently consisted of a 
merchant and a couple of families. 
Evqthing is intact, but the people are 

A few minutes after their arrival, the 
Pcs hear cries for help, though they cannot 
see the source or tell from which dimtion 
the noise is coming. 

missing. 

Following the sounds leads the party 
members to a nearby ruin on a hill. The 
nies become more piteous the closer the 
PCs come. It is a NW, however, and the 
leuaottas wait for them among the ruins. 

The caravan master and the travelers are 
dead. The PCs may retreat, but the leucrot- 
tas will pursue. If the party destroys the 
bessts, they may take some small satisfac- 
tion in avenging the deaths of the caravan. 

The PCs may, should they wish to, 
recover 4,000 gp worth of monies and 
valuables from the caravan. 
Quick Stits: Lcucmttai (4): MV 18; AC 4; 
HD 6+1; hp 37; WAC0 15; #Att 1; Dmg 3- 
18; MR Nil; Special attack 

Bounty Hunters All 
Are.: The PCs are in the hills near a town. 
Situation: While traveling, the ITS saw a 
handbill for a h n t y  on lions and tigers, 
ofkrtng a great amount of money for the 
tails of these animals if d e l i v d  within a 
week. The local baron p t e d  the offer. 

The truth of the matter is that the 
daughter of the baron has been infected 
with lycanthropy by a weretiger, and the 
tail of a weretiger is needed for the cure. 
Therefore the baron has p t e d  a huge 
bounty for the tails in hopes that a 
weretiger tail wlll be takm 

The PCs encounter several small prides 
of l i w  More finding the hail of a fast- 
moving group of tigers. The trail crosses 
the plains, and pursuing it finds the tigers 

, 

resting under a large tree. 
There are six of them in all, unaware of 

the PCs’ presence. The PCs don‘t know 
they are really weretigers, the same ones 
being sought by the baron, and they will 
neither gladly nor easily give up their tails. 
Quick S t a b  Weretlgem (6): MV 12; AC 3; 
HD 6+2; hp 38; WAC0 15; #Att 3; Lhg  1- 
4/14/1-12; MR Nil; Special attacb and 
defenses 



9 Barnabasthe Bold / \  
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Terrain: Forest 
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Encounter Type: NIT 
Add’l Info: PHB 



of Burrowville down, Barnabas the Bald _. . 
~ ~~~. - _ _ _  

An: This takes place on the road in any 
backwoods area. 
Situation: Barnabas the Bold is the hm, of 
Burrowville, a halfling village. He was 
asked to stop a wyvern that terrorized 
local farmers. His solution was to stake out 
a sheep with sacks of poison hidden in its 
wwl. This apparently failed, since the 
wyvern attacked again the next night. He 
now feels that he has failed the village. 

The FCs encounter Barnabas si- by 
the side of the road, weeping. He is quite a 
bold haltling ii hter but is overwhelmed at 
the thought of gcing such a c r e a m  alone, 
The party may encoura e him, but he is 
tw de rwed to be cumt!rted. He goes on 
about Row he's letting all of the good folk 

Visitom in the Night 
Area Any campsite will do. 
Situation! Any old enemy of one of the Ks 
has hired anassaMintodispatch his foe. If 
you have a returning enemy in your cam- 
paign, this is a perfect opportunity to 
remind the PCs that the foe is still out there. 

The assassin, Mendloe Sparson, has 
hired a band of hobgoblins to assist him. 
The hobgoblins attack noisily irom one 
side of the camp. Meanwhile, he can aneak 
into camp from the other side and plant 
poison in the chosen PC's trail rations. The 

iwn is Type C (Dmg 20/10, onset 2-12 

The FCs et a surprise roll with a bonus 
of +2, the hotgoblins are not exactly quiet. 
They do not stand and light, running as 

CUtS). 

Get Out of My Forest 
b u  The FCs a1p in a heavy forest. 
Situation: The FCs encounter a druid who 
doesn't like them in her forest. 

This encounter occurs over several 
days when the party is in a heavy forest. It 
should not be used lf the consists 
entirely of elves, dmids, a n E y r s .  

The party is et upon by B mson a 
druid of a rather overePger nature. She 
spots the party while in robin form. She 
decides from their gear that they are bad 
for the forest. After observing their actions 
for a day, she strikes. She attempts to make 
the occurrences look normal, at Hrst, 
beginning with a summon insects at anyone 
who lwks like a wizard. A few hours later. 
a random FC Is the victim of a trip. Over 

If the party ofkrs to take over the mi* 
sion, Barnabas brightens but is also 
Shamed. He agrees but insists that he lead 
the way. He offera the Pcs half of any me- 
sure found in the wyvern's lair. 

The trip to the wyvern's lair takes haif 
a day. When they approach, the p c ~  Hnd 
the wyvern lying in fmnt of its lair, stone 
dead. The poison worked. The treasure 
(found on the body of an unfortunate trav- 
eler) consists of a sack holding 240 cp and 
one with 120 sp. Barnabas splits the ha- 
Sure evenly. He does make a k w  mm- 
merits about the needy in the village. 
Quick S tab  Bunabaa the Bold: Mv 6, AC 
4 (chain mail, shield); P4; hp 18; THACo 17; 
UAtt 1; Dmg by weapon (short sword, 
sling, dagger); MR Nil 
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soon as the FCs close to melee. 
The poison is well hidden. The FC 

notices it only if he can roll under half of 
his wisdom. If the FC survives the attack 

ison, the assassin tries again the 
z:t2& This time Mendloe uses stealth 
to attack from behind. Hw sword is coated 
with poison type C (Dmg 25/24, Onset 2-5 
rounds), He attempts to strlke once and 
flee. He uses a ring ofinoisibility, short sword 
+2, and e l m  boots. 
Quick S t a b  Mcndloc Spanon: MV 12; 

by weapon; MR Nil; Special attacks and 
.defenses 
Hobgoblins (12): MV 9, HD 1+1, hp 8. 
THACO 19, UAtt 1, h n g  1-6 (spears). MR 
Nil 

AC 4; T10; hp 44; THACO 14, UAtt1; Dmg 
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the next two days the FCs are subiqct to 
more harassment. Two more summon m m t  
spells are cast, as well as another trip. A 
group of bats fly into their camp during 
the night, and their food Is raided by rac- 
cwns. One of the FCs is rntanglui, and a 
cold rain begins. They should be glad to 
get out of the forest. 

Alter the first day, the K s  may spot 
the druid. Anyone spedfically watching 
gets a surprise roll at a -4 penalty. If they 
succeed they spot the druid. If they agree 
to leave the forest as quickly as ps ib le ,  
she leaves them alone. 
Quick Statr: B h l o m :  MV 12; AC 7; DB; 
hp 46; XAtt 1; THACO 15; Dmg 1-8+1; MR 
Nil; Spells 
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Attribute: Strength, Wisdom en 
Encounter Type: NPC 
Add'l Info: None 



Prisoner, Part 1 of 3 
Area: Thls encounter takes place on the 
mad between a small village and a large 
city. The mad is through safe country, but 
pam of it are pretty desolate. The nxd  also 
passes through a forest and acms two 
streams. 
Situation The party is hired by a local 
sheriff to escort a prisoner to a city a 
week's travel away. The priwner is want- 
ed for the murder of 12 of the klng's 
guards. The Pcs are offered 100 gp each 
for the Mp. It is emphasized that they must 
bring him in alive for trial. 

The prisoner, Homer Slade, seem like 
a pretty nice guy. On the Mp he Mes to get 
to know the Pca. Several times he tells 
them that he does not hold this against 

them. He knows that they are only doing 
theirpb. 

He is glad to talk about his crime. He 
admits he is guilty. He claims that the 
guards he killed had burned his home. 
AHer losing her home, his wife died of the 
coughing sickness. The guards got no 
more than they deserved. 

Homer attempts escape at every oppor- 
tunity He has a 20% chance per night to 
dip his manacles. If he does, he picks up 
the best weapon he can get his hands on 
and attacks. He starts on sleeping Pcs. He 
also Mea to leap into the cloaest stream. 
His swimming score is 14, 8 if he hasn't 
slipped the manacles. 
Quick Stah: Homer: MV 12; AC 8; TE; hp 
40; XAtt 1; THACO 16; Dmg by weapon; 
MR Nil 
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City Guards, Part 3 of 3 
Area: This occurs after Part 2 of this series. 
The Pcs are hiding, having eluded a patml 
with which they fought. 
Sihlation The Pcs are wanted for murder, 
Unless they slew all the guards in Part 2, 
descriptions are being spread about town. 
They may try to sneak out of town, or they 
may seek out the real killer. 

If they head out of town, they know of 
a wall they can climb over. It is not too 
heavily paholled. They may a h  attempt 
to disguise themselves and leave openly. If 
they do a good job in either case, they have 
a fair chance to get away. Otherwise, they 
are 8 tted by another patrol, armed with 

If they attempt to prove their inn- 
c l v x w s .  

Breakout! 
Area Use a small village with a powerful 
retired fighter as the sheriff and justice of 
the peace.& jailhasonelargecell,aguard 
room, and the sMf's  office. 
sihuuon one of the PCs is arrested for 
being in league with an evil church. At a 
hastily wnvened bial, documents are shown 
that seem to prove that the PC is guilty of 
planning a murder. The Pc is sentenced to 
death by hanging. The execution is to take 
place at d a m  of the following day. 

The Pc is innocent, and the rest of the 
party knows this. Any attempt a t  an 
appeal is denied. Bribery or threats don't 
work. They must help the PC to break out 
or he'll be dead at dawn. 

The cell has only two keys. One is kept 

cence, they must investigate. They can 
question a subdued guard, possibly even 
the murder victim. A K thief could con- 
tact the guild. The FCs can learn that the 
guard and the captain have argued he- 
quently. 

If confronted, the captain laughs and 
orders the PCs to surrender. If his room is 
searched, a small vial of the poison can be 
found in a chair leg. The captain arrives 
justastheyfind thepoison.Hefightstothe 
death. 
Quick Stat% Captain hlellis, MV 9; AC 0; 
FIO; hp 91; #Att 2; Dmg 1-8-6; THACO 8; 
.UR Nil; -1 long sward. dust of snminp and 
choking 

THACO 17; Dmg l-6+l; MR Nil 

I 

Gumdl (10): MV 12; AC 4; F4; hp 32; #At 1; 
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by the guardsmen, the other by the sheriff. 
The guards are alert but not powerful. 

When the PCs have handled the 
guards, they can release their friend. The 
other six prisoners also come streaming 
out of the cell. The PCs may try to stop 
them or may release them. None of them is 
willing to fight armed adventurers with 
their bare hands. If the Pcs are forceful 
enough, they can herd the prisoners back 
into the cell. A couple of prisoners still get 
away by diving out of the windows. The 
prisoners include two thieves, a mage, and 
three fighters. They are very grateful for 
their release and can aid the party later. 
Quick Stats: Guards (2): MV 12; AC 4; F3; 
hp 19; #Att 1; Dmg 1-8+1; THACO 17; MR 
Nil 



Encounter Type: Device 
Add'l Info: None 
XP Value: 200 for countering the 

effects as soon as m- th I 111 - 

/ -  
I'm So Cold A 



get stomach cramps and nausea. They also 
feel light-headed. msiblv even feverish. Bigger than My Stomach 

Area: Anywhere the K s  are eating food 
that they did not prepare is fine. 
Situation: While the PCs are eatink the 
DM should comment that some portion of 
the food doesn't taste quite right. It doesn't 
taste spoiled or bad, just not quite right. If 
spells such as dcfcct poison are used, noth- 
ing is discovered. Spells such as nrutrnlirc 
poison or cure discaw also have no effect. 
Purify fwd and wafer removes the strange 
taste. The food is actually nutritious, but 
the party probably won't eat anymore. 
Ahally, they have already eaten enough. 

Two hours after they eat, they bzgin to 
feel queasy and bloated. Everyone who has 
eaten any of the food must make a eaving 
throw w. poison. Thme who fail teain to 

- 

This Blasted Door 
Are.: Thls should be the door to the trea- 
sure room. It can either guard a rich trea- 
sure or it can be a false door. 
Situation A common mimic has learned 
to speak Common. Because of the unnahu. 
al +ality of its voice, it speaks in only a 
whisper. When the K s  approach, it 
speaks to them. "Is an&ne out, there?'' It 
waits for a response, idenhhes itself as 
Grumph, an expert treasure finder. "I'm 
stuck in here, and I can't get out. This blast- 
ed door won't open from this side. I've 
already claimed the treasure, but you can 
have it all if you'll just get me out. It's a 
strong door, but if three or four of you 
push, you should be able to get it open. 
Someone should be ready with something 

I'm So Cold 
Area: A crevice on a mountainside is need- 
ed, near a well-traveled path. It is chilly 
here in the mountains, the sky is overcast. 
It is snowing lightly. The crevice appears 
to be the best place for shelter. 
Situation Inform the PCs that it looks like 
the snow is getting henvier. If they don't 
camp 80011, the chance of getting lost or 
having an accident on the steep path will 
increase dramatically. 

If someone ch& out the crevice, there 
is a small overhang which provides the 
party shelter from the wind and the snow. 
A fire could be built, there are even some 
dead bushes in the crevice that provide 
fuel for abaut an hour. 

A brown mold lies at the back of this 

F& the next i i 4  day; all affwed Ks 
suffer a -1 to Sbength, Dexterity, and 
Constitution scores. They are in constant 
pain, and should be suffering several 
symptoms of food poisoninp, including 
diarrhea. They have a t2 penalty to initia- 
tive. S l n v  poison at this time nyates only 
the initiative penalty. If ncuhnlirr poison is 
cast after the effws commence, it reduces 
the effect to only one day. Any spellcaster 
afflicted by the bad food has only a 50% 
chance to successfully cast a spell. 

to wedge m the dwr. It shut fast when I 
fomd my way in." If the party IS reluctant, 
the voice OM to throw in the girdle offire 
grant s f n n g f h  it u d  to enter. 

The mimic goes to this trouble to try to 
get two or three of the party members to 
put both their hands on it IO push. When 
they do, it lashes out at someone kneeling 
to wedge the door. The Ks m y  attempt 
other means of openmg the door. Knock 
spells won't work, it's not redly a door. 
The mimic has no masure other than what 
was in the trea5ure room, if any, 
Quick Stall: Mimic: MV 3; AC 7; HD 8; hp 
43; XAtt 1; THACO 13; Cmg 3-12; MR Nil; 
Sprcial attack 
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overhang. Unlem examined while in the 
area of a light spell, the mold blends per- 
fectly with the stone. The cold had made 
the mold dormant. The heat of the fire and 
the body heat of the PCs revives it, causing 
it to double in size. 

Any K s  under the overhang are sut- 

rwnd. A ringofumnnth pmvides comp r"' ete 
ject to the heat drain of 4d8 points 

protection. If heat is used as a weapon, a 
torch causes it to double in size, flaming oil 
quadmples it, and a firebased spell causes 
an eight-fold increase. 
Quick Stat% Bmwn Mold MV 0; AC 9; 
HD Nil; hp Nil; YAtt Nil THACO Nil; 
Special attacks and defenses 



Behind You * Danger: Medium I' -- Climate: Temoerate 

Encounter Type: Monster 
Add'l Info: MM 



Snake Underfoot 
Area: The Pcs are in an underground tun- 
nel. The hmnel is about 10 feet wide and 8 
feet high. This is the domain of a spirit 
naga. 
Situatim The PCs must negotiate these 
hmn& sakly. A series of pits have been 
built by slaves that the naga charmed. When 
it was finished, they were killed and eaten. 

There are four pits. The first Is an open 
pit. If the K s  have a light 80um they spot 
it automatically. The pit is 10 feet deep and 
wide. 

The second is covered with a thatched 
Ng. It is the Only area Of the tunnel that 
has such a covering. The pit is 20 feet by 15 
feet. They must Ilft the rug to see the pit. 

The third pit is well concealed. A cov- 

Caretaker 
Area A nicclooking inn on a main road Is 
needed. The PCs are enpyin a decent 
supper in front of the hearth. Aey are the 
only ones in the inn, except for the 
innkeep and his wife. 
Sfhutlam The ia a p h e d  by a 
young lad (in d t y ,  rh ogre mage) who 
wants their help. He sap that his father was 

wizard. He is terribly afraid. He knows 
which way tk trolls went. He followed 

~~~?~ lad then went for help. 
The lad Insists on pining the party. He 

clumsily cames a spear thaf'a far too 
L v y .  If the PCs refuse, he begs. Y s  his 

Capturrd by 1 pah Of bolls led by M 4 

them intending toget his father back, then 
from nowhere. The m 

Behind You 
Aru: This occurs when the party rests in an 
unde round cave. The cave is easily 
dcfe&, it has but one small entrance. 
There are even several boulders large 
enoughtomllinplacetobl~~ktheentrance. 
SihuUmA slithering hacker ha 
the party just a few hours c t h g  

zm& lime Is right to attack. It has done 
this before. It even knows about the dung- 
ing of watched during the night. It waits 
until the kst watch haa been awake for 
about an hour, then aeqm into the cave. 

Because of its chamelm paver, watchers 
have only a 5% chance to nohk the tracker. 
It attacks a sleeping character, touching it 
automatically. The victlm geta a saving 

It ha9 been following them, waiting 

ering of balsa wood is lightly sprinkled 
with stones. If the PCs are testing the floor 
they have a 70% chance to discover it. This 
pit is 30 feet deep by 20 feet wide. 

The last pit is covered with the stone of 
the tunnel. When more than 2W Ibs stands 
on the 10 feet by 10 feet stone it pivots. PCs 
who fail a Dextedty check drop into the 
naga's lair. The fall is 30 feet. PCs take 6d6 
damage and are stunned for a round. The 
naga emerges and gazes into their eyes. 
The PC must save vs. spell or be charmed. 

The naga has ZW gp, 4 gems worth 290 
gp, and four potions of haling. 
Quick Sbtl: Spirit Nag% MV 12; AC 4; 
HD 9; hp 50; THACO 11; UAtt 1; Dmg 1-3; 
Special attacks and defenses 
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father! 
The lad leads the Pca into the wilder- 

nesa. They can find large t r a k  that could 

tracks lead to a mpse where the ogre mage 
makes his move. He tells the PCs that he's 
SUE that the h o b  are in there. They should 
charge now. The Pcs My direct him to 
theback, the- t o e &  from under- 
foot. When they appmach the copae, the 
ogre u n l d  his COM of cold, doing @dB 
@ne of d a w  (save for half'). If wound- 
ed badly he turn8 invirtlde and flies away. 
Qulck Statu Ocp Mag= MV 9, PI 15; AC 

.I; HD 5+2; hp 30; YAtt 1; Drn 1 12; 
"HAC0 15; MR Nil; Spedal attacfs ind 
defense8 

k those of bolls, but Only O M  &. The 
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throw vs. paralyzation or she is paralyzed 
for 12 hours. The dime then coven the vic- 
tim and d r h  all the plnsma from hisbody. 
This takes one how, and kills the victim. 
After a half hour, the victim is wracked with 
pain, although he can do nothing. You may, 
at your option, have those PCs on watch roll 
Wisdom rdls to nolice thet one of their 
friends 'is apparently having v 
dreams. If they invdgate they eas y spot 
the slime. The victim has only half of his hit 
points. The slime is easy to hit, but the vic- 

Quick Statu Slithedng Tracker: MV 12; 
AC 5; HD 5; hp 28; YAtt Nil; THACO 15; 
Dmg special; MR Nil; Special attack 

'tT bad 

tim takes half of the damage. 



Attribute: Charisma, Intelligence 

Add'l Info: MM 

Add'l Info: MM 
XP Value: 8AW (420 each) 



Watcha Doin? 
Area The FCs are traveling to a city or vil- 
lage. Along the way they paw a smell 
swampy area, only a few miles in diame- 
ter. The road does not go within a quarter 
mile of the swamp. They have no encoun- 
ters while passing it. 
Sihution: The FCs have been noticed by a 
shambling mound. Unlike other sham- 
blers, this one is not out to destroy them. 

Floyd was a normal shambler when he 
was charmed by a mage named Grelfcd. 
Grelfcd named him Floyd, after an 
apprentice he despised. 

Grelfod owmd a deck of many tkings. 
Grelfod did nut wish to risk thedeck sohe 
d d e d  to have Floyd do it. He reasoned 
that Floyd would take the bad *, he'd 

anygem or beasure that came out of it. 
When it was over, Floyd was chaotic 

good, had an Intelligence of 5, and was 
wearing a girdle of d w n m k i n d .  Grelfod 
tclrported away in disgust. Floyd still 
searches for him. The magical girdle has 
long since dissolved, but the effects 
remain. Floyd can speak fluid dwarven 
and limited Common. He is lonely and 
wants a friend. Floyd asks everyone he 
meets if they have Seen his "elf magi." 
Quick Statu: Floyd, the Shambling 
Mound MV 6; AC 0; HD 10; hp 61; #Att 2; 
Dmg 2-1642-16; THACO 11; MR Nil; 
Special attach and defenses 

Hot and Cold 
Area The party is on a cold icecovered 
plain or glacier. A blizzard could cccur at 
Hny timer 
Sibation The FCs need shelter and m n .  
If a blizzard hits. the temuerature will drou 
to below zero. &e parti is almost certai'n 
to become hopelessly ,lost. If they xout 
around, they spot a large cave. The mouth 
is iced over, the ice Iwks to be fairly recent. 
About the cave mouth are the remains of a 
number of bones, 8ome no more than a few 
days old. It is obvious that the cave is still 
inhabited. 

About the time the party has reached 
thls conclusion, it begins to snow. If they gu 
back out into the snow, consuIt the DMG 
for the d e s  on handling exposure to cold. 

Shadow of a Doubt 
Ama It is night in the wilderness. The FCs 
are camped in a defensible stand of bees. 
Heavy pines form a wall around Uvee 
fourths of the campgmund. Nothing larger 
than a rat could cmne through the pines 
without making noise. A gentle breeze 
make the pines rustle. The night is peeful. 
Sihution Far below the campground is an 
ancient burial ground. The remnants of the 
great army that once fought here are now 
only shadows. 

The shadown dete3 the presence of the 
hated life force above them. 'Ihey gradually 

into the camp. They do not wait to EL a mncertd attack. Instead they strike 
as 80011 as they are able. Two shadows 
attack in the first round, with three more 

If they hy to chop through the ice, it takes 
but two blows to shatter the thin covering. 
They can enter the cave. The first thing they 
notice is that the temperature is 20 degrees 
warmer than it is outside. If they have a 
light source, they see a huge pile of snow 
and ice. As they enter the cave, the ice melts. 
filling the cave with steam. A remorhaz 
attacks in the confusion. 

Searching the lair after the battle allows 
the K s  to find five ivory xroll cam. Two 
have mage molls, two have priest scrolls, 
and one is a protection from acid. The molls 
are up to the DM. 
Quick Statl: Remorhaz MV 12; AC 0/2/4; 
'HD10:hu47;UAtt1;Dmn5-30;THACO11; 
MR 75%~Sp&l a t k c h k d  defenses 
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pining the fray each round for the next six 
rounds. The shadows are seeping up 

They can appear anywhere and attack any- 
one. Each round, have three Pcs make sur- 
prise rolls. Thoee who are surprised are 
attackd from below as the shadows seep 
up. Because of the disjointed way that the 
shadows enter the camp, a pried may nut 
turn more than one of them in any one 

attackuntiltheyorthe rty 
EkT-ted by a m t i n d g h t  
spell, they tetreat after three rounds. 
Quick Stat% Shadows (20): MV 12; AC 7; 
HD 3+3; hp 17; THACO 17; UAtt 1; Dmg 2- 
5; MR Nil; Special attack 

~~ ~~ ~ ~ 

through the minute Cr& in the ground. 



Add’l Info: MM 
XP Value: 1,400, plus an addi- 



I'm Only Fkee 
Am: This encounter & place in a light- 
ly wooded section of land. Hills lie to the 
east. 
Sltuation: The PCs have stop@ for lunch 
and a rent. As they prepam to leave, one of 
the PCs (pick the biggest and roughest PC 
for this) heam a small voice: "Helwo." 

Little J a y  Tanda is standing there. She 
is three yean old and cute M a button. 
Have fun with this; Jnsy is very curious. 
She ash about the PCs mounts, their gear, 
and their I U ~  and ages. If the PCs let her 
wind down, they can find out that she lives 
nearby, on a d l  farm. 

About the time the PCs decide IO take 
J a y  back to her home, her mother ihows 
up. Mghtened by the PCs, she amids J n a y  

Raiding 
Area This OCCUR in the wilderness on a 
pleasant summer night. The crops are tall 
enough to provide cover for all but the 
tallest of men. 
Situation: The party has been asked to 
visit the f a m  in this area and warn them 
about a group of raiding ora.  The PCs 
probably want to find.the om, fiynng 
that such a band would be M trouble for 
them. The om are no trouble for anyone. 
They met a band of raidin troglodytes. 
and were slaughtered to the fast orc. 
The plvty comn upon this as the troglo- 
dyks are still feeding. The troglodytes 
asume that since they havc the party out- 
numbered, they can win easily. They use a 
swarming pack attack rather than any 

Thar She Blows 
Area: This OCCUR when the party is on an 
underwater adventure. They have just 
found a sunken ship that is supposed to 
contain treasure. The ship has several gap  
ing holes over 15 feet across. 
Situation: The ITS find some treasure. In 
fact, there are three chests filled with gold 
and silver. There are over M,oOO coins, far 
more than the Pcs can carry. With magical 
strength they may achully be able to lift 
the chests, but they cannot swim. Walking 
on the sea floor causes them to sink in the 
silt. They must limit themselves to what 
can fit in belts and p c h e s .  

Amidst all the coins are some gems, 
two glass potion bottles, and a pair of ivory 
moll tubes. 

for straying from their home. Jessy 
attempts to implicate the PCs in her mime. 
She is old enough io know that bigger folk 
believe her if she blames someone else. 

tion; she does 
not blame the PCs. S h e x n k s  them for 
nabbing her little runaway, then starb 
back for their farm. They have barely got- 
ten out of sight when lesay scmms in fear. 

Rushing to the sound, the PCs see a 
hierame hinx standing over Jessy's moth- 
er. Jessyea on the ground nying. The PCs 
must slay the hieramephynx in five rounds 
or lessv's mother dies. 

Her mother is an ex 

Q&k'Statw Weracaphinx: MV 9, R 36; 
AC 1; HD 9; hp 45; *Att 3; h g  2-8/2-8/1- 
IO; MR Nil 

form of strategy. 
Unless the party spdfically approaches 
from downwind, the troglodytes have a 
chance to smell the human flesh when it is 
within 100 fea. Such deteaion draws a 
hue and ny from the camp. The tmgb 
dytes swaA to the attack. 
Quick St.& Tmglodytei 01): MV 12; AC 
5 H D 2  hDll;#Attl: Dmn2-8:THACO19; 
MR Nil; S&al attack " 
LcrdemNA (J):MVIZ;AC5;HDJ; hp21; 
#An 1; Dmg 2-8; THACO 17; MR Nil; 
Special attacks 
Sub-chiefs NA (2): MV 12; AC 5; HD 4; hp 
24; #Att 1; Dmp; 2-8; THACO 17; MR Nil; 
Spdalattack - 

- 
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The 16 gems are each worth M gp. The 
potions are haling and inwlnmbility. The 
scrolls in the tubes are ruined. The moll 
cases are worth 65 gp each. 

As the Pany is dedding what to take, 
one of the PCs (at random) cuts his finger 
on a  sty nail. This causes no damage, but 
it does bleed a small amount. That is 
enough to draw the aitention of a hungry 
killer whale. The whale attacks until it 
swallows two PCs. 

When the whale makes a hit, the prey Is 
held in its jaws where it can automatically 
bite each round. It does not let go until the 
chosen victim is dead. It then swallows 
him and goes for another. 
Quick Statm: whale: MV Sw 30; AC 4; HD 
10; hp 48; THACO 11; #Att 1; Dmg 4-24. 
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Death from Above 
Am.: This encounter occurs in mountain- 
ous terrain rather far from civilization. 
Situatlon: While en route to or from an 
adventure, the K s  enter an unfamiliar 
mountain range. Foraging is difficult and 
game is scarce. Adjusting to these p b  
lems, they are settling down for the night 
when the sound of flapping leathery wings 
can be heard overhead. A quick glance into 
the darkening skies reveals the presence of 
a rider, mounted atop a wyvernl He flies to 
the edge of the PCs' camp and dismounts 
gracefully, while his steed paws the 
ground behind him. 

"Greetings, dl," he calls out. "I am 
Arlrasheyn. If I may ask, who are you and 
why are you in these forsaken mountains?" 

Actually. Arkasheyn has been tracking 
them for the past day. He blames the K s  
for the death of a Mend and i5 intent on 
avenging him. Arkasheyn will not con- 
front the K s  as a group. Instead, he will 
try to inninuate himself into their good 
graces. YI that he may betray them later. 
He is loyal only until given a chance to kill 
the Pcs. 

Arkasheyn has a pikc t2, Inrthn amor 
tl. a cwvlbow with 30 quarrels, a bedroll, 
and 110 gp in his +ion. 
Quick S tab  Arkasheyn: MV 12; AC 7; 
F10; hp 62; WAC0 9; XAtt 2; Dmg by 
weapon; MR Nil 
Wyvern: MV 6, PI 24 (E); AC 3; HD 7t7; hp 
41; THACO 13; UAtt 2; Dmg 2-16/14: MR 
Nil; Spacial attack 

This is MY Cane! 
Am.: This sihration happens in a large 
town that is very familiar to the FCs, pw- 
dbly their hometown. 
Slhatlon: The FCs are in a wnshop and 
notice a handw of furtive Xracters in the 
back. These men are wanted by the local 
wmtch. One FC knows a half-elf trow 
bleshmter who wes the mayor; the K s  
can collect a w )  gp reward for turning 
them in. 

The tmubleahwter is uninterested in 
hearing their story, saying "civilians" 
shouldn't interfere in official business. 

If the Pcs persist, disturbing rumors 
crop up: The troubleshooter has debt8 
which have been bought up by the thieves' 
guild. He's pmbably corrupt. 

If the PCs try to act on this rumor, they 
are hunted by the town ya rd .  Escaping 
the guard makes them fugitives, but they 
get help from the troubleshooter himself. 
He wan$ freedom fmm the guild's con- 
tml. Vital information on the clty's crimi- 
nals is stored in a box hidden in a sewer, 
The K s  must find the box and turn it in to 
the guard. 

Once thin is done, the FCs are in the 
clear and the guild's leaders are finished. 
Howwer, it is possible the leaders may 
learn of the FCs involvement in their down- 
fall, and return for revenge at a later date. 
Quick S t a b  Roublenhwten MV 12; AC 
7; T10; hp 39; THACO 16; UAtt 1; Dmg 1-6; 
MR Nil 
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t h e g W .  , Woman of the People 
Area: This encounter ormrs in rough, 
untamed wildemem far from civilization. 
Situation: The FCs have been riding for 
the bemr part of a day, when they see a 
small campsite just off the road. A sturdy- 
looking middleaged woman and a young 
girl are there, preparing their evening 
meal. Their pDasessions seem rather few, 
consisting of an old draft horae and broken 
down cart, a patchedvp tent, cookware 
and a few book8 (religious texts). 

Seein= the PCs. the little et11 NN to 

er d m e r  (krries and old vegeta- 
bles), the woman admits that the two of 
them have traveled for months. Originally 
from a distant land, she nap that thhgs 
turned bad and her faith was pemted .  
The girl blurts out that her mommy taught 
that the king waa unjust. 'Ihe woman fled 
and wendem with her daughter until she 
can return home. She owns a ring ofprotm- 
tion t2 and a mace. 
Quick S t a b  Outlaw West; MV 12; AC 8; 
F'E; hp 62; THACO 14; UAtt 3/2; Dmg 1-6 
(+I for Strennth): MR Nil 

greet thek cheerfuily. She inv ik  them for 
dinner, an invitation seconded by the 
woman. Before dinner, the woman leads a 
quiet prayer, which her daughter echoea; 
they invoke a md of bstice unfamiliar to 
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Terrain: Plains 

Add'l Info: MM 

realizing the castle is 

IC without ham or mas- 
sive property damage $11 , ~, 1 _ . ~  beholder is removed !!I 1 !It 

Attribute: Strength, Charisma 
Encounter Type: Monster 
Addl Info: MM 
XP Value: 7,wO. plus 3500 if 



B m n  SeriesWZ: 

Arm Castle Ashohr lies in a pleasant val- 
ley with good weather and excellent land 
for crops. However, the region is over- 
grown and virtually uninhabited. 
Situation: The castle is not hard to reach, 
although the roads are choked with 
saplings and high grasses. Empty farm- 
houses can be seen as the Pcs apprmch the 
castle, which appears to be severely run 
down. It would require a work mew of 7.0 
men a month to make the castle livable. 

Worse, there is deflnitely an atma- 
phere of evil hanging over the castle. Its 
shadows are much deeper than they ought 
to be, with unexplained noises echoing 
inside. If the Pcs investigate, they learn 

Wanna 2 e a Landlord? 

that vanow kinds of undead, led by a par- 
ticularly powerful banshee, have taken up 
rnidence in the castle They cannot k ds -  
lodged or even permanently dain, as the 
castle is under a powerful cume of its own. 
(All undead slain revive the next night 
with a11 hit points regained.) 

The ca3tk is occupied by 24 skeletom, 
14 zombies, four ghouls and the banshee 
henelf. 
Quick S t a L  huh- MV 15; AC 0; HD 7; 
hp44;MACO13;~Att1;Dmp1-8;MRNil; 
Special attacks and defemes 

Blood Wiu W 3  
Smack Dab in the Middle 

Area: This encounter occurs in a darkened 
area baween several buildings, with three 
g.rb.ge-chok€d alleys leading into this 
area from nearby streets. There is a large 
church nearby. 
Situation: The tanaflri and baatezu m& at 
the appointed time. They have each 
m i k d  (they think) enough local talent 
to make the outcome a sure thing, leaving 
the PCs to decide then and there which 
side they support. . 

When the PCs show up, the tanm‘ri 
and the bsakzu are in their true forms and 
e x p a  theKstojointheirside--andgrow 
angry if they do not. The t a d r i  h i s t  the 
Pcs were hired by them first, while the 
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baatezu berate the PCs for not being hon- 
orable. Two balors and one pit fiend attack 
the FCs, while the remaining enemies fight 
each other. 

If the combat goes badly for the PCs, 
they might use the nearby chuxh for eanc- 
Wry. The balors and pit fiends cannot 
touch holy ground and turn aside from 
pursuing the FCs, but they have made bit- 
ter supernatural enemies. 

It is poasible to fast-talk the evil mon- 
sters to escape harm, but the PCs must be 
exceptionally glib and persuasive to man- 
age this feat. 

One Mean Drunk 
Area: This occurs in a bar in a city fre- 
quented by SpeUpmmers. The establish- 
ment catera to all kinds, and so has a vest- 
ed interest in not hurling the customers. 
Situation: The FCs are working part-time 
as bouncers for a local tavern with an 
unusual clientele: s lljammers from 
dozens of spheres. Unf%inately, some of 
the pbons are behold-nd one of 

The PCs must get this beholder out of 
the bar without hurting hlm (he’s the fint 
mate of a ship) or damaging the bar. The 
kholder is too Intoxicated to care (-3 to its 
attnckn and d e f e n d .  

h u e  several sturdy mirrors in the 
bar available to the Ks; they can get one 

them is very drunk. 
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apiece -fore initiating their security 
efforts. These mirrors are stmng enough to 
withstand a beholdds magic, deflecting a 
beholder‘s eyebolts, but the DM IUU to ~ e e  

where these ricochets hit. 
If the FCs handle things well, they are 

awarded 350 gp apiece for “a p b  well 
done.” And by the way, isn’t the fire giant 
over there getting a little testy7 
Quick Stata llcholden MV PI 3 (B); AC 
0/2/7; hp 75; THACO 5; #Att 1; Dmg 2-8; 
MR Nil; Special attack8 





Let Sleeping Dragons Lie 
An: The area is a large fomt clearing, a 
circular area approximately 100 feet acro98; 
the encounter occurs at midday or early 
afknrwn. 
Situation: Having followed a badly drawn 
map into a wooded wildemm, the K s  are 
tired and frustrated. The path appeao to 
enter a large clearing ahead-the perfect 
spot to stop and rest before pressing on. 

The clearing is ideal, except for some 
strange green mounds seen over the 
underbmh. There is also a rumbling bun .  
Scouting ahead reveals a group of five 
green dragons sleeping in the clearing. The 
carcaws of d m  and other woodland ani- 
mals lie nearby, mute evidence that the 
dragons have just fed and are sleeping off 

their meal. 
The party can sneak past, but the jin- 

gling of armor and tack could awaken 
them. The PCs might also attack, having an 
advantage over the dozing monsters. The 
dragons don't have any beasure here; their 
lair is distant. They were hunting when 
they dmided to m t  for a bit. 
Quick Stab: Mature Adult G m n  &eon: 
MV 9, Fl 30 (0; AC -3; HD 13; hp 95; 
THACO 7; XAtt 3; Emg 1-8/1-8/2-20; MR 
25%; Special attacks and defenses 
Young Adult G m n  &%on, (I): MV 9, n 
30 (C); AC -1; HD 13; hp 71,69,66,62,%; 
THACO 7; #Att 3; Dmg 1-8/1-8/2-20; MR 
15%; Special attacks and defenses 
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Elemental Risks #3 
Rage like a Fire 

Ana: Thia region is an ancient sylvan 
wood, lightly patrolled by high elves, with 
several elven buildings set within its 
depths. 
SituaHion; The PCs are negotiating with 
elves when an outcry ia raised from the far 
aide of the elves' sacred grove. The elves 
are uhmked to see smoke curl above the 
treetops. 

'"he sacred grave is in danger!" they 
cry, calling for all to help put out the flames. 
Even the PCs' asoistance wwld be wel- 
conle, under the extreme dmunstances. 

The cause of the fire is a fire elemental 
running loose in the w e .  The fire cannot 
be snuffed unless the elemental is con- 

tained. They may try to banish or destroy 
the mature while elves handle the ordi- 
~ r y  fbs; their wizards are on the way but 
won't be here for several minutes. 

The elemental won't stop until the holy 
grove is completely burned down. If the 
FCs are victorious, the elves give them 
undying friendship and allegiance (which 
is worth more than gold to them). 

The only lingering mystery is: Who 
ssnt the elemental? 
Quick Stab: Fire Elemental: MV 12; AC 2; 
HD 12; hp 30; WAC0 9; #Att 1; 3-24; MR 
Nil; Special attacks and defenses 
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Shadow Series M 
Shady Charactem 

Area: This situation h a p p e ~  in the a n -  
byside, an open plain with small copm 
and a few farms nearby; it is not very close 
to the border castle from previous Shadow 
Sed- encounters. 
Slturtion: The PCs travel several days, 
only to wake one morning as living shad- 
ows themselvesl They are threedimen- 
sional and substantial, but are completely 
black from head to toe and mute; any 
spells that have a spoken component can- 
not be caet. However, all ma cal items 

The PCs are also mildly allergic to sun- 
light; direct exposure causes Id4 points of 
damage for every hour spent in the sun. 

owned by the Pcs work norma ? ly. 

After the PCs understand the MNre of 
this transformation, they feel a strange 
attraction drawi them toward the north 
and west. If they?ollow this mild compul- 
sion, they diamver a small tower with 
well-tended gardens around it. Inside is a 
short, heavy& man tinkering with a black 
sphere. Looking up, he e m  the FCs and 
exclaims in amazement. 

The device is an artifact called the orb 
of Shadows. It is very difficult to control 
and has random side effect8 when activat- 
ed; the K s  caught the brunt of t l m e  the 
last few days. However, the effects are 
on1 tern aryl and the FCs regain nor- 
ma r r  ity a w moments later. 



Add'l Info: MM 



That's Not a Dragon1 
Area The a m  is a subtropical area, high in 
humidity, with dense forests split by wide 
fields and a small lake in the middle of this 
region. 
Situation An effort to nettle a southern 
island has gone wrong; a group of 
colonists have roturned to hire a dngon- 
slayer, since there is a terrible has t  on 
their island. They are vague when it comes 
to describing the monster, but they don't 
doubt it's a dragon. 

The colonists can pay in land grants or 
by giving the Ks all the dragon's treasure. 

The island is lovely, full of lush tropical 
plants and animal life. Wild goats thrive on 
the rocky prominences inland, while big 
lizards bask on the candy beaches. After 

Ivy-Covered Professors 
Are.: A played-out quarry overgrown 
with brush and grasses is the location of 
this encounter. 
Situation Professor Mrivish, the world's 
@test expert on tropical fevers, was pre- 
sumed dead when his expedition returned 
without him. For whatever reason, be it 
plague M personal danger from fever, the 
Pcs must Hnd the profeasor or catastrophe 
will engulf their realm. 

They reach the ate, knowing only that 
the group was attacked by a winged mea- 
tu-e bizarre hybrid of dragon, lion 
and stoncskinned bull. It attacked. thev 
fled, and the profeasor fell behind.' The$ 
couldn't locate him and e m 4  he WM 
dead. 

Grocery Run 
Area: This Semng is a broad tundra (sub- 
arctic plain) with spame plant life and 
extremely long days (18 hours). 
Sihution: hrring a journey in arctic terri- 
tory, the Pcs encounter a tribe of nomads 
on friendly t m .  The tribe is stanink 
however, and needs their help, in 

for whatever hospitality (and exchar healin they can provide. Several of their 
young men are gone, herding reindeer 
across the tundra to the north, and a bliz- 
zard left their supplies of food depleted. If 
the K s  could slay a mammoth to provide 
the tribe with meat, that would be won- 
derful 

The PCs are shown where the mam- 
moths roam, and are warned not to use 

checking around, the K s  find evidence of 
a huge predator. However, drafonslaying 
gear proves ineffective. The co onuts got 
the description wrong-the Pcs face a 
tyrannosrunrs! 

The tyrauwfaun~ attacka on sight and 
won't reheat urkw critically injured; it's 
lrilled humam %re and hasn't learned any 
fear of them. The tyrannauunrs doesn't 
havea hoard of treasure. 
Quick Stah: Tynnno~ulul: Mv 15; AC 5; 
HD 18; hp 96; THACO 5; #An 3; Dmg 1- 
6/14/54; MR Nil 
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The K s  find the quamy empty of life, 
except lor a mtlike collection of branches 
on a high cliff. The K s  must climb 150 feet 
to reach this location. 

Inside the nest is a jumble of shiny 
junk, along with a bag full of 600 sp, 1,200 
gp value in gems and a gmr of seeing. There 
is also a stone stltue of a man that matches 
the description of Mrivish. As the party 
mulls over this discovery, they hear wings 
flapping ust above the nest. The 

Quick Stah: Gorgimen; MV 12, p1 15 (6); 
AC 5/2; HD 10; hp 57; WAC0 11; YAtt 5; 
Dmg 1-3/1-3/2-8/2-12/3-12; MR Nil; 
.spedal attacks 

- 

gorgimera L s returned! 
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magic; the nomads feel that anything 
killed (or even injuded) with magic is taint- 
ed and inedible. 

The K s  then must do their best to kill 
a mammoth. The task is not impoeaible, 
but they may find themselves confronting 
more than one (30% chance that a second 
mammoth attacks the Pcs during their 
combat). 

Once the fight is over, they can sum- 
mon the nomads and turn the carcass over 
to them. The Pcs can also take M much 
meat as they can carry, if their own r a t i w  

- 

Quick Stah: Mammoth: MV 12; AC 5; HD 
13; hp 54; THACO 7; #Att 5; Dmg 3-18/3- 
18/2-16/2-12/2-12; MR Nil 



I 

Encounter Type: Monster 
Add'l Info: MM 

XP Value: 8,500 for delaying iron 

information without 



efreeti is only serving to amuse itself. 
Although it appears to m e  properly at 
h t ,  it can ignore the Pcs' commands at 
any time, and look8 forward to their looka 
of stupefied amazement when, at some 
point in the future, it strikes the brazier 
aside and reveals the joke. It should be 
priceless to see these upstart mortals then! 

Pcs can try to detect rmrgic on the bra- 
zier, and may be puzzled when it gives off 
a very feeble glow. That and the lack of any 
mntrol word may make PCs suspicious. 
Qulck Stat% Hfrecn: h W  9, FI 24; AC 2; HD 
10; hp 62; THACO 11; #Att 1; hng 3-24; MR 

The Efreeti Laughs Last 
Area: Thin enmunter can take at an casis or 
any other desert M n g .  
Situatlon: The Pca are at an wsis when 
they discover a sbange brazier, made of 
dark red cupper. It has several vaguely 
mystical symbols on it, but none of them 
are familiar to FC wizards. If they light the 
brazier, thick red smoke issues and COB- 
lesces Into a rnon8troua human s h a v n  
e m !  

It takes fonn and offers an elaborate 
greeting to "my ma8tm.U It seems humble 
and willins to serve; in fa?, it will even Nil; Special attacks and defenses 
grant one imited wsh If It Y modest and 
reasonable. (If not, it may decide to end it8 
little jest then and there.) 

However, the brazier is a hoax; the 
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~. ~ 

A Hot Time Tonight 
Ana: 7hrs encuunter wcum on the fringes 
of a large farming county, where peace and 
tranquility usually mgn. with an impns- 
s i y  range of mountain8 in the distance. 
Situatlon: Four teenage fire giants have 
slipped out of their tribal home and 
entered human lands, 9 raise a little havoc 
and enjoy themselvn at the humans' 
expense. 

They begin by smashing a few outlying 
farms. They don't WI the human, Ithat 
might provoke too much of a response), 
but they do dcetmy a lot of property. 

The pe are on the scen When the hm\- 
era stream into their neighbors' home, 
p8nlc3tricken by the giggling gt8nt8' 
Mssults The pcs, being profcaajmal adwn- 

Rust in Peace 
h a :  This encounter takes place in a vast 
graveyard at night. The graves are marked 
by large granite tombstones, with e l a b  
rate statuary and wrought iron gates 
around the perimeter of the territory. The 
footing is very bad and the ways into and 
out of this graveyard wind about (only 
halfiunmnl movement possible). 
Situation: For one reason or another, the 
KB are in the graveyard of a very large 
city. Perhap they are recovering infom- 
tion from a dead man by use of a s p k  with 
dad spell; perhaps they are opening a 
grave to seek a particular object. While 
engaged in this task, the graveyard's 
guardian, an iron golem, detecta the Pcs 
and moves to intercept them. 

Ph. huers, are hoked tohandle ulb 
If the FCa show up and ma e a sbong 

impression on the young giants (by means 
of a positive Reaction Roll), the $anta 8 ~ 1 -  

lenly turn amund and trudge home, leav- 
ing the fanners to rebuild their homes. If 
unimpressed, they fight the Pcs unHI they 
suffer a lm of onethird of their hit points. 
then auit the combat and run hame. 

attack ind defense 

The iron golem is fashioned to appear 
like a giant m - a t - a m ,  with religious 
symbols on his chest. It bears down on the 
Pcs and can be heard approaching bum 
yards away. 

Unfortunately, the Pcs do not et have 
what they need. They must hodof f  the 
golem for at least four combat munds to 
complete their business. If the fight drags 
on longer than six mmbat munds, a boop 
of eight town guards (2nd level fighters led 
by 3rd level) appear to arrest the Pcs. 
Quick Stat% Imn Colem: MV 6; AC 3; HD 
IS; hp So; THACO 3; #Att 1; h g  4-40; MR 
Nil; Special attack and defense 
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Add'l Info: MM 
XP Value: 10,Mx) for defeating 



Visit from an Old Friend 
Area: This encounter occurs in any poorly 
traveled area far from help. 
Situation: The Pcs are angry and baffled; 
an offer of employment in a remote region 
has come to nothing. Even though they 
m l v e d  a g d i y  sum as an advance, 
there was nobody to meet them and no 
work to be done. 

On the way home, they are attacked by 
a flurrv of devastatinn swlls: tircIwll. light- 

heroes could have sworn they killed him- 
but a pgged bolt of lightning reveals the 
truth their old enemy is now a lich! 

He continues to attack the PCs with all 
the magic at his command (which is con- 
siderable, as he was an 2Gth-level wizard). 

The K s  don't have much time for sub 
tlety; their objective is plain. It's them or 
the lich. 
Quick Stah: Lieh: MV 6; AC 0; HD 11+9; 
hp51;THACO9;#Att1;Emg1-10;MRNil; 
Swlls: S d l  attacks and defenses . . .  

ning &It, cloudkill a n ~ p h g t i  4 dmth~vi"m- 
ally one after the other. Their anuilsnt is 
huh in the air, landing after these four 
spells have "softened up" the party. 

the Pcs notice that his garb is 
very Advanc%. fam , in ' fact, he is an old enemy 
destroyed years ago by the party! The 

__ 

tion and movement magic) doesn't work 

At the peak, the PCs find an ancient 
man who asks them why they have come. 
He a p p v e s  of their reason, if toid, and 
then summons the phoenix (using the spell 
found on MM, page 289). When it appars, 
the characters can recover a few feather+ 
then the phoenix departs. The Pcs must 
roll under their Windoms on Id20 or be 

For a Hmdhrl O f  Feathers pmperly here, 
AICE encuunter orrm8 in a c o l d  
mountain range, with steep cliffs and nearly 
inncce&!e peaks. Teleporting in or out, or 
saying in thk mountain range is impcedble. 
Situation: Someone close to the Ks lies 
dying of a terminal illness. Amrding to a 
healer, the only hope is to seek out feathers 
from the phomix; a polion made from 
t h m  can cure this illness 

Rumor ~ y a  a phoenix appears in a dis- 
tant mountain range once every month or 
two. This is the only information the PCs 
can discover. 

The mountain range is hard to traverse; 
it requires nearly a month of foot travel to 
m c h  the legendary peaks. Pcs notice that 
mme of their magic (such as communica- 

aweshuck by the phoenix's beauty for 
2d10 rounda. 

The Pcs must hurry, but the potion 
works perkdly. 
Quick Stab: Phoenix: MV 6, Fl39 (D); AC 
-3; HD 20; hp 92; THACO 1; #Att 1 or 2; 
Dmg 2-12 or 14/1/8; MR 50%; SpecIal 
attacks and defenses 
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Tadpoles 
Area This encounter occurs in a city's 
W M  Quarter, on a street m d y  po u 
lated by maw. perhap one of the ~ c s  R; 
a shop located there, or they are browsing 
for magical items, when the encounter 

Situation: Yet another nugical catastrophe 
has happened on the Street of M a p .  
Nodta the Inept (a woefully inadequate 
wild map) has Med mjuring up a bowl- 
ful of exotlc hogs for his "Emporium of 
Strange and Wondrous Creatures," and 
ended u p w  a horde of h d i  to the 
PrimeM. P h !  

Three blue and five red ulaadi are ram- 
paging thmu h the streets less than 60 
y d s  from t fe  P C ~ .  only the pcs am 

w. 

inned and equippd to fight them, but 
there is backup available within a'couple 
of minutes if the Pcs get into serious 
trouble. 

Meanwhile, Nwta W14) Is trying to 
get the situation under control. There is a 
20% chance that he'll accidentally gate in 2 
more red slaadii and a 5% chance he'll 

to gate out one or two of the ones 

Quick Stab: Blue SLudi (3): MV 6; AC 2; 
HD 8+4; h 63.59,51; THACO 11; #Att 5; 
Dmg 2-12p2-12/2-12/2.12/2-16; MR 40% 
Red Sludi (5): MV 6; AC 4; HD 7+3; hp 44, 
43, 41. 37,26; WAC0 13; YAtt 3; Dmg 1- 
4/1-4/2-16; MR 30% 

d m  ""f ythere. 





Deck of Encounters, Icons 
Attributes: Strength, Dexterity, 

Intelligence, Wisdom, Charisma 

Side) 

Coup dgtat 
Aru: This encounter is set deep in the 
heart of a well-traveled forest. 
Situation: Wandering through the woods, 
the party members hear a commanding 
voice ordering them to halt. On cue, scow 
of men and women step out hom behind 
the foliage to reveal loaded nosstows. In 
addition, a raven-haired man and woman 
walk brazenly up to the party. 

inform the group that this is, 
indeedj what it looh like-a robbery, 
adding that it would be in the characters' 
best interest8 to hand over any weapons 
and COIM. The pair, obviously dated, 
emphasize that they have no interest in 
jewelry, just a m  and money. 

If asked the reason for their selective 

The 
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nalure, the woman smiles boldly and tells 
the rty that they have the honor of being 
he&p by a gmup of rebels who wish to 
overthrow the local ruling tyrant. The 
weaponn will fill the hands of their troops 
and the money will buy provislo~ and 
such. They have no widh to take jewelry 
because such items often carry sentimental 
value to the ownen, making them worth 
more than their men value in gold, 

The party may either surrender their 
items. fight the outlaws and their band, or 
pin the c a w .  
Quick StaW Outlam (52): MV 12; AC 4; 
F1 (leaden F3); hp 6 (leaden 19, 18); 
THACO 20 (18); #Att 1; Dmg by weapon 
(crossbows, hand axes); MR Nil 



Attribute: Charisma 
Encounter Type: NPC 



Spy's Disguise 
Are.; This encounter cccura in any city 
having plenty of political intrigue. 
Situation: Having recently performed 
some task of import for the governor, the 
party members have been invited to a cel- 
ebration inside the castle. The music is gay, 
the food good, and drink plentiful. 

During the evening, the more perceptive 
characters might notice that one of the 
guards continually disappears upstairs for 
a few momenta at a time. If he is followed, 
the characters will learn that the guard is 
making his way to the governor's study 
and trying various keys in the lock. Finally, 
he gives up, removes his gauntlets, and 
pmceeds to pick the lock. 

If accosted then, he explains that he is 

merely testing the security of the gover- 
nor's quarters. Then he heads downstairs 
and attempts to disappear in the crowd, 
never to be seen again, unless he is appre 
hended by the Pcs. 

However, if the characters wait, he will 
open the door, sneak in, and rifle through 
the governor's military secrets until he 
finds wera l  important maps and battle 
strategies. If he is confronted now, he wlll 
attempt to silence the characters quickly 
with his poisoned dagger blade. 

If the party thwarts the spy, they will be 
awarded the highest honors and given per- 
manent luxurious living quarters. 
Quick Stat* Spy: MV 12; AC 6; T4; hp E.; 
THACO 19; CAtt 1; Dmg by weapon plus 
pinon; MR Nil 

A Little Knowledge 
Area This encounter is set in any town or 
city. 
Silualion While relaxing in a peaceful tav- 
ern, the party members notice a scholarly 
appearing man enter, glance about the 
place, and then walk directly toward the 
group. At the table, the eager man intro- 
duces himself as Mordechai, an academi- 
cian of no small repute. He will then 
proceed to inform the party just what an 
academician is. Afterward, he will explain 
that he wishes to spend some time in the 
company of an adventuring party. He is 
willing to cover the group's expenses dur- 
ing this time and promises not to get in 
anyone's way. 
Aa the party journeys with Mordechai, it 

will quickly b m e  apparent that he does 
not like to be wrong. That particular p" 
sonality trait is not too terrible, since it 
rarely happens, but the few times when he 
refuses to back down wen in the light of 
contrary evidence can cause quite a stir. 
Coupled with his lack of tact, Mordechai's 
argumentative nature is doubly dangerous 
when the pa IS mvolved in any sort of 

Mordechai to depart &re a month's time 
passes, he will tire of the group and leave 
on his own, but only after offering a few 
Pamng tidbits of hip wisdom. 
Quick Stah: Academicim MV 12; AC 10; 
W4; hp 6; THACO 19; #Att 1; Dmg 1-2 
(fists); MR Nil; Spells 

negot*tions. T '  I the characters do not force 

Armed and Dangerous 
Are.; This encounter takes place in a small 
frontier community. 
Situation: Arriving in town, the K s  notice 
that many members of the population 
watch them carefully and shy away when 
approached. Shortly afterward, the town 
constable arrives with several of the watch 
and requests that the party follow him. The 

ards back up his request with a show of 
Elberds and swords. 

The party is lead to several holding cells 
in an aboveground prison, where they are 
relieved of their weapons and placed in jail 
in groups of two. Once inside, the consta- 
ble begins a long-winded lecture on the 
safety of his community and explains that 
ruffians like the party members will dot be 

tolerated. If asked how the party members 
have demonstrated rough behavior, the 
constable will simply reply that he has a 
god sense of character and that the group 
looks dangerous. 

After a few days in jail, the party will be 
released and told that they are free to roam 
about the town, providing they cause no 
trouble. However, only when they are 
ready to depart the boundaria of the com- 
munity will their weapons be returned. 
During the group's entire stay in town, no 
one will sell arms to them. 
Quick Stah: Conatable MV 9; AC 6; F2; 
hp 10; THACO 19; #Att 1; Dmg by weapon 
(halberd, long sword); MR Nil 
Guirdo (6): MV 9; AC 6; F1; hp 7; THACO 
20; #Att 1; Dm by weapon (halberd, long 
sword); MR Nif 
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The Truth in Rumors 
Area: This encounter is set within any 
walled community. 
Situation: Inside a seedy tavern. shortly 
before the party departs from the town, 
they are approached by a storyteller who 
relays the tale of Edrake the rake. As the 
story goes, Edrake took from his love, the 
wife of the duke, the platinum-and-ruby 
torc that symbolized her noble pvsition. To 
this very day, says the bard, Edrake and 
the torc have yet to be found. 

Nothing else is heard of Edrake, though 
if they ask around, the party will learn that 
the bard's story i s  actually about fairly 
m n t  events. When the party attempts to 
leave town, they are stopped by the gate 
guards. Along with several other g o u p  of 

The Small Con 
Area: This encounter takes place in any 
large town or city. 
SituaHon; While the party members are 
wandering about the bazaar buying and 
selling late one afternoon, one of them feels 
a tugon his or her tunic. Looking down, 
the& is what appears to be a young boy, 
barely nine years old. 

The boy slowly and shyly explains that 
he was vieiting town wih his parents, who 
are weavers here to hock their wares, and 
has apparently been left behind. The boy 
goes into perfed detail, d d b i n g  a situa- 
tion in which he quite obviously wandered 
away, all the way insisting that it must 
have been his parents who have forgotten 
him. The boy, claiming to have no knowl. 

Sleep Tight 
Area This encounter takes place in a 
remote inn far from any measure of dvi- 
lization. 
SituaHon; Having been on the road for 
several weeks, the party happens upon a 
maroads  inn, the only shelter they have 
seen for a long time. From the outside, it is 
obvious that the dilapidated building has 
seen much use. 

Stepping inside just as another night of 
rain is about to descend upon the region, 
the party notices that the interior brings 
little change fmm the decrepit appearance 
of the exterior. However, as 80011 as the 
characters enter the commons room, the 
innkeeper greets them with a warm wel- 
come and directs them to the fire. His wife 

people trying to leave, the party is brought 
into a large waiting mom, where they are 
eventually searched individually. 

Upon whichever character sat closest to 
the bard, who was Edrake himself, the 
guards find the missing torc. Edrake had 
successhrlly slipped the torc into the party 
membef s belongings unnoticed, confident 
of retrieving it later afier leaving town. 

Avoiding criminal charges, in addition 
to the wrath of the duke, requires some 
fast-talking by the party. In fact, only if 
they think to associate Edrake with the 
bard will the guards bother to investigate 

5; AC 

edge of how to find his mother and father, 
hints that he is exhausted, and that the 
morning might be a better time to locate 
the missing parents. 

The boy, who is actually a halfling con 
artist, will accept free lodging if offered, 
and attempt to filch what he can that night, 
leaving once his pockets have been filled. If 
he cannot collect any treasure during the 
course of the evening, he will try to mooch 
what he can before he wandm off in a 
crowd later that day. 
Quick Stab: Halfl@ Con ArHst: MV 6; 
AC IO; TI; hp 4; THACO 20; YAtt 1; Dmg 1 
(fists); MR Nil 
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is no less friendly, serving hot food and 
cool drinks with little wait. In the corner, 
two children sit in the lap of their grand- 
mother, listening intently to the stories of 
kind sprites and goodly knights. 
After dinner, the handful of other guests 
gather around the party to exchange tales 
of adventure, while the innkeeper and his 
wife mck the children to sleep. 

When the characters awaken the next 
morning, they discover that their beds are 
infested with vermin which have spread to 
themselves and their clothing. The crea- 
tures are fairly harmless, though extremely 
irritating for about a week. 
Quick Stab: 1Mkeeper and Wife (1): MV 
9; AC IO; &level; hp 2; THACO 20; #AH 1; 
Dmg 1 (fists); MR NU 





Family Matter 
Area: This encounter can be set near any 

Situation In town, the party is 
approached by a well-dressed half-orc 
who invites them to dine with him at a 
nearby, expensive tavern. Inside the din- 
ing hall, the half-orc, who orders only the 
finest for his guesta and himself, is treated 
especially well by the waitstaff. 

Only once the last plate has been 
removed does the half-orc d k w  his rea- 
son for s p d i n g  with the group. He tells 
them that he is extremely displeased with 
a particular individual whom he would 
rather see. . . discouraged from living. He 
is willing to pay the party 100 gp each to 
find this individual, providing they either 

community. 

The Rights of Miners 
Area: This encounter is set in any mineral- 
rich hill country. 
Situation; A group of miners seeks audi- 
ence with the party members to discuss the 
prospect of acting as bodyguards. The 
miners claim they have a right to remove 
thevaluable copper o m  from a newly dis- 
covered vein, yet a group of goblin miners 
seem to feel the ore belongs to them. 

The miners will share 20% of the value 
in gold of each day's dig (Mo gp) with the 
party if they will protect the minerr from 
goblin raids. 

The first two days are uneventful, but 
late on the third day, 18 goblins rush into 
the minea in a surprise attack. The goblins 
are only interested in supporting their 

capture the quarry or bring p m f  of his 
demise to the half-orc. 

The target is the chieftain, the sok sur 
vivor in fact, of a m t l y  conquered m 
hibe. The bite fell, he says, because their 
chief chose to trade their liven for gold. What 
he does not r ev4  is that his human mother 
lived with the tribe, and that he is the chiefs 
bastard em. He does, however, offer hinb 
about the chiefs probable hideouts. 

The orc chieftain will fight to the death, 
fully aware of what capture brings him. He 
has 250 gp in his lair. 
Quirk Stab: Ore Chief: MV 9; AC 4; HD 3; 
hp 15; THACO 17; WAtt 1; Dmk by weapon 
+2 for Strength; MR Nil 
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claim, swooping in to attack for only 2-4 
rounds before biting. The attacks come 
once a day at varying times. If, at the end 
of one week-and seven attacks-at least 
two-thirds of the miners still live, the 
goblins give up their hold on the mine. 
Conversely, if miners' numbers ever drop 
below 66% they pack their gear and what- 

has already been colkcted and z;aTE the hills, leaving the mine free 
for the goblins to strip. 
Quick Stat% Goblins (18): MV 6; AC 6; HD 
1-1; hp 4; THACO 20; XAtt 1; Dmg by 
weapon; MR Nil 

__ -~~ 
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Splitting Hairs 
Area This encounter is set in any wiider- 
n m  terrain. 
Situation: Making their way through the 
rocky wilderness, the party members 
begin to hear the sounds of battle around a 
bend. Investigating, the group happens 
upon a score of gnolls fighting each other 
with weapons, fangs, and claws. 

The creaturea are oblivious to the arrival 
of the characters, who have the option to 
depart without attracting attention. An 
intelligent party that wants to slay the 
gnolla will wait until the battle ends, leav- 
ing only the weary victors as opponents. In 
the latter case, only 2-12 gnolls will remain 
standing when the combat comes to a 
close. However, if the characters attack 

immediately, all 30 gnolls will temporarily 
cease their infighting to confront the party. 

The gnoils have one large piece of trea- 
sure-the source of their contention. On a 
recent raid, one of them pulled a bmoch of 
shielding from a victim's vest. However, 
the item is not on any of the humanoid's 
bodies, having been thrown durin the ini- 
tial battle between the gnolls. Tfe party 
members will be able to learn this from the 
mrees and accusations yelled during the 
anoll's fighting, if any of the PCs are able 

&ak gnoll. 
Quick Stab: Gnolli (2-50): MV 9; AC 5; 
HD 2; hp 5; THACO 19; #Att 1; Dmg 24 (by 
weapon); MR Nil 





Boarding Party 
Area: This encounter is set in any coastal 
waters. 
Situation: During a long voyage throu h 
treacherous waters, the parys ship crast- 
e8 into m e  large rocks. The captain tells 
the party that the damage is minimal, but 
serious enough that they should find land 
and effea repairs in shallower watm. 

After a day of bailing water, the slgnal 
from the mow‘s nest indicates that land is 
nearby. Just as the ship is turned toward 
the land, one of the crew members falis to 
the deck with a quarrel protruding horn 
his side. 

The attack came from a sahuagin’s 
nossbow. and a quick glance reveals that 
there are about I8 of the vile sea creaturea 

- 
The Guide 

A n ;  This encounter is e t  in the moun- 
tains near any community. 
Situation While rrossing though treach. 
emus mountains, the party discovers that 
they are quite lost. Unfortunately, they 
have gone too far simply to retrace their 
steps, and the rocky terrain makes tracking 
impossible. 

Traveling a little bit farther, the party 
happens upon a small mountain village. 
The ple are exhwncly hospitable, offer. 
ing and shelter for as long as the party 
needs it. However, they do not know the 
mountains very well beyond a few milea 
away from their village, nor are they will- 
ing to s a d  a guide with the characters. 
Portunntely for the party, they know the 

Bigger and Better Prey 
he.: This encounter is set in a large 
underground lair. 
SltuaHon: Exploring the ruined dungeon 
lair of a variety of creatures, the party die 
covers severdshort, humanoid &I&oM. 
The skeletons have no treasure, but their 
weapons and armor are still well intact. 

With a little searching, the party will 
discover several marks along the floor, 

hap indicating that the skeletal bodies 
E e  been dragged into the room. Whlle 
the characters are Investigating, they hear 
a loud ye1 come from down the corridor, 
fouowai Ey several shouts. A moment 
later, a naked goblin bolts into the mom 
and attempts to shut the d hind him. 
As the group a g i ~  to I he door is 

surrounding the ship. The sahuagin toas 
their nets and fire their crossbows, hoping 
to bring most of the individuals on board 
into the brine below. There beneath the 
depths wait six more sahuagin to drown 
those who fall in the water. 

If the battle seems to go the way of the 
party, one of the underwater sahuagin will 
use its conch shell to give the sound for 
reinforcements. In 36 rounds, 12 more 
sahuagin will arrive, though they will be 
carrying only spears or tridents (no nets). 
Quick Stab Slhuagin (24): MV 12, Sw 24; 
AC 5; HD 2+2; hp 11; THACO 19; #Att 5 or 
1; Dmg 1 - 2 / 1 - 2 l 1 ~ 4 / 1 ~ l 1 - ~ / 1 ~  or by 
weapon; MR Nil 

01594 TSR Inc. All Rlghb R-4.  -_ 
lootion of a nearby aarakocra lair, whose 
residents do not seem too vicious. Perhaps, 
If offered sometNng shiny, one of the 
aarakccra would be willing to guide the 
party out to their destination. 

Once haded in the right direction, it is 
not too difficult to attract the attention of 
one of the bird men. Any of the aarakocra 
will be quite friendly if given gold or gems, 
but only one in 10 will be able to commu- 
nicate with the party in the Common 

and six bugbears charge in. 

w e t  their initial quarry, the goblin, and 
Ht upon the characters. 

The goblin will not help in the fight 
against the bugbears, having no weapoM, 
but will try to stay in the farthest comer 
away from the ruffle. 

The bugtears have no treasure. but if 
the goblin is allowed to go free, it will 
attempt to lead the pa to the bugbears’ 

187 gp, and a d a a n  + I .  
Quick Stab Bugbem (8; MV 9; AC 5; 
HD 3+1; hp IS; THACO 17; (IAtt 1; Dmg 2- 
8 or by weapon; MR Nil 

Seeing O r  t party memtem, the bugbears 

treasure mom. In it can “6 found 1,200 sp, 



Encounter Type: Monster 
Add'l Info: MM 



One Hundred Legs 
Am: This encounter is set in a plains area 
near a amall community. 
Sitrutiozc While the party is in town, w- 
era1 fanners appmach them with an offer. 
They tell the characters that their livestock 
is in danger of annihilation. A horde of 
about 7.0 giant centipedes have teen 
sweeping through the farms, feasting upon 
the sheep, cattle, and poultry. 

The fanners who have yet to be hit offer 
the party members M gp each-most of 
the farmers' life savings-to stop the 
swarm before they kill more valuable ani- 
mals. However, they must decide quickly 
More the centipedes strike again. 

Being extremely stupid matures, the 
centipedes follow a predictable pattern, 

Rowdy Dwarves 
Are.: This encounter takes place in a 
rowdy city tavern. 
Sitp.tion; Late one night inside a crowded 
tavern, a group of 10 dwarves begins to get 
quite rambunctious. The noise is so loud 
that the mmplaints of. the other patrons 
can barely be heard. After a while, the 
bouncer moves in to quiet things down, 
but the drunk dwarves quickly send him 
a c w  the rwm and onto the party's table. 

If the charactera do not respond to hav- 
ing the bouncer served up, the dwarves 
begin to jeer at them and eventually move 
over to toss food in their faces. Finally, the 
dwarves start throwin punches, and the 
only way to avoid a &ht is by leaving. 
However, if the party members do oblige, 

making it easy to determine where they 
will attack next. 

This time they come shortly before 
dusk, all 22 of them ovemnnlng the fields 
as they rush the goats. The party must by 
to contain all of them immediately, 
becauae those who are not engaged will 
ignore the characters and head for the live 
Stock. 

The fanners make good on their offer, 
adding two gold candlesticks if the party 
succeeds before anything else Is lost. 
However, the payment is reduced by 10 gp 
per character for each farmer that is hit 
before the party acts. 
Quick Stats: Giant Centipedr (21): MV 
15: AC 9; HD !4 hu 2: THACO 20: XAtt 1: 
Dkg Nil; MR Nil . 
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the rest of the tavern will clear out. 
Though thoroughly inebriated, the 

dwarves are not truly hostile, and will 
refrain from drawing their weapons (war 
hammers) unless the characters draw 
theirs or begin casting offensive magic. 
When they finally sober up, the dwarves 
toss enough gold to the proprietor to cover 
anv damages and buv a round of refresh- 
mint for tKe party m&nbers, qardless of 
who wins the brawl. . .. - .  
Quick Stat% Dwarves (10): MV 6; AC 4; 
F1; hp 7: WAC0 20; #Att 1; Dmg by 
weapon; MR Nil 

Practical Joke 
elephant-riding osps stampedii toward 
the vartv. onlv to fade lust as it reochea the 

Are.: This encounter m r s  as the charac- chaia&. Fhlly, the'party members are 
krs cross through hilly terrain. confmnted by a large hUl giant, who stom 
Situation; Having teen warned in nearby into the camp and attempb to stomp on the 
communities of the haunted ~ l u ~  of the group and pound them with his great club. 
hills, the party is venluring through the As the giant dieappeara, faint &ling can 
valleys on an important mission. be henrd off in the distance. 

As the charactera sleep for the N ht, one When dawn comes, nine gnomes mme 
of the early watches is confmntd by an t r o d d q  into the campsite, lead by a tenth 
unusual sight. Standing before the charac- one. At the leader's insistence, the other 
ter is a beautiful or handsome host, beck- nine promptly apologize to the group for 
oning the character to follow. I f the charac- all of their illusionary games. 
ter does not follow, the ghost shrugs and Quick Stata: Gnomes (101: MV 6; AC 10; 
diasipates, otherwise, it leads the character 14; hp IO; THACO 19; WAtt 1; Dmg by 
into a mushy pile of mud or fecal matter weapon; MR Nil; Spells 
before laughing silently and then disap 

Another character 8ees a great army of 
pearing. 



Encounter Type: Monster 
Add'l Info: MM 



Ambush in the Mush 
Area This encounter takes place deep in a 
tropical swamp. 
Situation: While carving their way 
through dense tropical marshlands, the 
party members hear a barely audible hiss- 
ing sound-the sound of lizard men giving 
the signal to attack. 

Suddenly, a dozen lizard men charge 
through the reeds and murky water and 
begin attacking the party. Interested pri- 
maril In the characters' flesh, the lizard 
men Xght ferociously, doing everything in 
their power to prevent any party members 
from fleeing. 

If the tides of battle turn against the rep  
tilian creatures, they do not reheat, instead 
calling for reinforcements. Such reinforce- 

ments will arrive in 2-4 rounds, consisting 
of 12 addltioml lizard men. 

The Lizard men have no treasure on 
them, since they were on a hunting mis- 
sion. However, if all 24 are dah ,  it is pos- 
sible to follow their slimy tracks back to 
their lair. Inside is the various baoty taken 
off the lizard men's past meals: 220 gp, 137 
sp, 17 pp, and a potion of human control 
fduwws) .  In addition, characters skilled in 
skinning may be able to stomach removing 
the scales from the lizard men. Such hides 
can later be shaped and hardened to act 
like scale armor (AC 6). 
Quick Sbh: L i u r d  Men (12-24); MV 6, Sw 
12; AC 5; HD 2+1; hp 11; THACO 19; UAtt 
3; D m g  1-2/1-2/1-6; MR Nil 

Chain Gang 
h e w  Thls enmnter wcun in any human- 
oid-infested collection of hills. 
Situation: while traveling through a hill- 
side valley, the party members hear the 
nearby sounds of a struggle. Approaching 
daer, the grou can begin to make out the 
sounds ot g d a r p i n g .  The ~anguage is 
unfamiliar to those who do not speak 
ogreish. 

Eventual1 the characte~ happen across 
a rather kmorous scenealx ogres 
c i a p p  Qehe~ in i m ~ .  The CMM are 
lin together llnearly and worn down 
obviously from multiple attempts to break 
them. Ihe U U M C k S  d V  bind the Dptes 

the ogres M sa Intent on going their sepa- 
rate ways, they have yet to cmperate and 
move in a single direction. 

When the ogres finally notice the party 
members, they whine, and beckon the 
characters to them, gesturing for help in 
removing the chains. It Is a lose-lose situn- 
tion for the party, for if they free the ogres, 
the giant humanoids will attack them in 
vengeance for what was done to them by 
other demihununs. Yet, if the c h a r a h  
do not help, the ogres wilt attack in ven- 
geance for what was not donel 
Quick SbW Ogm (6): MV 9; AC 5; HD 
4+1; hp24;~~l7;;YAtt1;Dmg1-1O(or 
by weapon 6): MR Nil 

each &her at the arms, which n&iy 
wculd make movement possible However, 

Company of the Red Wing 
Area A small town which seems to be 
quiet enough is the scene. 
Situation: The town is without a city 
guard, per se. Instead, it has hired m e r e  
~ r i e s ,  The Red Wing Com any, which 
provides security. The pcs ind  that the 
townsfolk will not talk with them and do 
not talk much when they are around. After 
dark wen the tavern crowd dissipates as 
the curfew is mnded. 

The mercenary company is a welldiri- 
plined military machine, but it was not 
trained or equipped for this mission. This 
has led to a split in the company between 
the mercenaries and the myrmidons. 

The pcs gee several of the mercenaries 
temnizing an old man and his daughter 
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right in the middle of the now deserted 
sheet. No one who is left in the tavern lifts 
a finger to aid them, since they are all too 
afraid of the mercenaries. 

If the pcs also do nothing, the merce- 
naries enter the bar a few moments Lter 
and insist they pay a nonresldent fee, at the 
same time extorting free drafts from the 
terrorized bartender. This harassment con- 
tinues as long as the Pcs stay in town. 

Should the PCs turn in the offensive 
tmops, they will be dealt with harshly by 
the unit commander. If they take matters 
into their own hands, a fight ensues. 
Quick Stah: Red Wing (5); MV 6; AC 3; 
F4; hp 28; THACO 17; #Att 1; Dmg by 
weagon (long sword); MR Nil 

- 





Meeting with a Lady 
4 .  Are& A high mountain pass IS the scene. 

SihuHon: The Pcs see little except for the 
rugged mountain pass rising up on all 
sides of the party. The PCs were informed 
that this trail is rarely used, but not told 
why, and that this is the quickest way to 
get to where they are going. 

The Pcs see a small building on the mil 
ahead. They then notice movement all 
around them. In a moment, they find 
themselves surrounded by well armed and 
equipped women. 

From the structure emerges a tall woman 
who sbides forth with great purpose and 
confidenee. She tells the PCs they are bes- 
Pasping on the territory of the amazons. 
Female party members are allowed to pass. 

To Enter the City 
Area The PCs are outside a Large city, try- 
ing to get in. 
Sihutioa: The PCs are on a mission that 
force8 them to enter this city for informa- 
tion. There are only two gates to the city. 
One is cioacd and the other has a long line 

If the PCs attempt to cut ahead of the 
line and enter the city, a cry rises up from 
those waiting in h. In addition, the city 
guard at the gate ordera them in M uncef 
tain terms to the rear of the line. 
The PCs see numerous people being 

f o d  out of line at the front to set up their 
camp at the side of the mad, refuaed entry 
to the city. 

When the PCa reacg the gate, the city 

leadii up to it. 

Save a Friend 
Area Any moderatesized town will do. 
Sihution: It is early in the evening when 
the characters arrive in town. It lwkn like a 
n o d  evening as the Pcs ride up to an 
inn. However, there is a confrontation 
goiw on just inside the door. 

A p p  of men asslluits a single man, 
drags him out p t  the Pcs and over to a 
large tree near tk inn. The six men s u r  
rounding the victim are exhanely agitated. 

high branch, the othm p a r e  ?:: 
for hanging. Oreofthe s seea the man's 
face for the Hrst time, and is shocked to rec- 
ognize an old friend of his. 

The aiaaner's eyes widen in surprise 
and caI for help once before he is 

As one of the men throws a ro 

However, male Pcs must be vouched for by 
the women in the party. The 'men must 
eithw elect to withdraw the way they came 
or pas through with the women, provided 
they a p e  to fulfill a quest for the amazon 

Quick Stah: A m w n  Rintnl:  MV 9; AC 
5; P6; hp 30; THACO 18; #AH 1; Dmg by 
weapon (mace); MR Nil; Spells 
Amazon Wuriorn (12): MV 6: AC 3; F4; hp 
33; THACO 17; #Att 1; Dmg by weapon 
(spear. long sword); MR Nil 

high pries&% 
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p a d  wrches them and any mounts they 
have. They are informed that entry fees are 
500 gp per permn and 250 gp per mount. 
They are also required to leave all weapons 
over 2 feet in length at the station m pay a 
ke equal to the coat of the weapon Hmea 10 
to be allowed to carry the weapon inside. 
(Magical weapons pay M normal ones.) If 
the FCs refuse, and an impasse neems 
imminent, the p a r d  will suggest a "rea- 
sonable solution" (read bribe) that would 
be "mutually agreeable to all concerned." 
In this manner they can line their own 
pockets, and the PCs will be allowed 
entrance into the city. 
Quick Stab: City Guud (4) MV 6; AC 0; 
F7; hp 55; THACO 14; #Att 1; Dmg by 
weapon (bastard sword); MR Nil 
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punched and ga ed. At this point a guard 
walk8 up, but ta% one look at what is 
going on and walk8 away. 

The gmu of men are not willing to talk. 
With M he& from the city guard the K s  
must take matters into their own hands. 

The lynch mob is angry, but not well 
p r e p a d  for defense against the Pcs. A 
rescue should be easy to effect. After elud- 
ing their opponents, the old friend admits 
he is gullty of cheating at cards and had 
taken the men for a large amount of gold 
pieces. 
Quick Stab: Lynch Mob (12): MV 12; AC 
8; F1; hp 6; THACO 20; #Att 1; D m g  by 
weapon (short sword); MR Nil 





The Trees Are Alive 
Area This 0 ~ 1 1 8  at the FCs’ camp, with a 
campfire, in a forest. 
Sihution: The PCs have set up camp and 
have established watches. The campfire 
illuminates the night with an eerie sen= of 
unrealty. Suddenly one of the sentries 
notices that the trees seem to move, and 
continue to appear this way until the sen- 
try wakes tha party. All app?.mt motion 
ceases when the FCs are aroused, resum- 
ing only after they settle down again. Thm 
may occur several timefl during the watch, 
uritating the PCs who are trying to sleep. 

Just before the end of the watch, the sen- 
try sees a tree pick itself up and move 
straight at the camp, waving its long 
branches. 

- ~ -____. - 

Let the Buyer Beware 
Area A Large city with a world-famous 
marketplace is the setting. 
Situation: This town is renowned for the 
fact that magical items can be bought and 
sold here rather easily. 

In shop after shop, while looking for 
magic, the party members are directed to a 
small booth on the squsre. Investigating 
the booth reveals walls well stcxked with 
magic merchandise. 

Yet something seed amiss; the mer- 
chants Imk more like pennilem hghters 
and thieves than wealthy merchants. 
The reason for this becomes clear when 

c k  examination reveals most of the 
items to be weak, medium-level magical 
items costing 10 times thar expenence 

When the tree is face to face with the 
sentry it stops and booms at the PC in a 
long, monotonous drone to extinguish the 
fire immediately. Sweral other trees move 
closer, animated by the treant. Angered by 
the Ks’ inconsiderate firebuilding and 
the unwarranted invasion of his territory, 
the treant warns of imminent reprisals if 
the intruders m a i n  in the vicinity. 

If necessary, the beant will use force to 
get the PCs to comply, but is counting on 
its size and intimidating manner achieve 

Quick Stab: Treant; MV 12; AC 0; HD 12; 
hp 90; THACO 9; #Att 2; Dmg 4-24; MR NU; 
Special attacks and defenses 

its goal. 
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points in old pieces. Haggling brings this 
down to five times their experience-point 
value. The head merchant constantly paces 
back and forth in the booth, pausing at the 
back and mumbling to himself (actually 
whispering to the arcane sitting there). 

The FCs will not know that the magical 
items they have bought have severe limita- 
tions-low charges, or even a limitation on 
the lime the item remains magical. of 
course, by the time anyone finds out about 
this, the arcane and his entourage will be 
long gone. 
Quick Stat#: Arcane: MV 12; AC 5; HD 10; 
hp 60; THACO 11; #Att 1; Dm by weapon 
(short sword); MR 40%; Speck? attach and 
defenses 

oiw4nn. I=. AU uieb~nnvrd. 

Dark Raiders 
Area: Rough terrain near a small mountain 
town is the scene. 
Situation: The PCs have been travelink 
but must atop for the night. During the 
night the sentry must make a aurprise roll 
at -3 or be surprised by a couple of spear 
throwing bugbeam. 

The b u g h  are €Q feet away, the limit 
of their infraviaion, when they suddenly 
attack, then withdraw with haste. Their 
objective is to draw the FCs into an 
ambush. 

The ambush consists of a shallow steep 
ravine in which four bugbears are hiding. 
The m u t  bugbears jump the ravine, mak- 
ing it seem easy enough for the FCs to do 
the asme. Once a c m  the ravine the bug- 

bears rear up, throwing spears at the party 
and charging the last K s  in the group. 

Two more bugbears pin in the melee 
from shallow dirt-covered positions they 
occupied near the ravine. These rise up 
among the party and attack krodously. 
Having succeeded in leading the PCs into 
this ambush, the two bugtear scouts turn 
and charge the front party members. 
Quick Stab: Bugbem (8): h4V 9; AC 5; 
HD 3t1; hp ZO; THACO 17; #A% 1; Dmg by 
weapon (spar, broad sword); MR NLI; 
Special attacks 





, Watch Where You Step 
An: This occurs at an old, abandoned 
manor house which the locals call "haunt- 
ed." 
Situation: The Pcs have returned to a 
childhood home town. Since they were 
small they have known of '7W House." 

'The House" is straight out of a horror 
tale, a place where children go in and no 
one mmes out. The house was used when 
the Pcs were small children to make them 
behave. ("Stop that this Instant or I'll send 
you to The Housel") 

Now, as adults, they meet an old friend 
w h w  child has d i s a p r e d  after going 
exploring the house. 1s "The House" as 
frightenin as they remember? 

When &e PCs enter the eobweb-filled 

Stealing a Kingdom 
A n :  This takes place in the wilderness, 
then moves to a nearby king's castle. 
Situation: The Pcs are on an expedition 
when they find an old man lying at the 
side of the trail. He appears to be dazed, 
and wears tattered remnants of fine, rich 
clothing such as a noble would wear. 

house they find nothing but dust and dirt, 
at least on the fLat floor and upstairs. 

The trouble begins in the basement, 
when the K s  descend the wooden stair- 
case to reach the sub-level. The basement 
floor is actually a permanent illusion: any- 
one step ing on it falls into the 20-foot- 
deep pit Glow which holds two d o a h  
lying in wait for any unsuspecting victims. 
There are 8,W cp and 3.W sp in the bot- 
tom of the pit. 
Quick Stat% C l d e r  (2): MV 1, Fl 15; AC 
%I): HD 6; hp 36; THACO 13; #Att 
Z+Special; Dmg 1.6/1-6/Special; MR Nil; 
Special attacks and defenses 

sure if anyone else has. 
He begs the Pcs to help him restore the 

rightful line to the throne and release his 
people h m  the tyranny under which they 
now live. 

Simply showing up with the old man in 
tow is certain to get them all killed. The 
Pcs must use their heads about this one or 
thev will surelv loone them. 

If thgPC3 aid theold man he tells them 
both his king and cuunhy have been taken 
over by a u s u r p .  The usurper is a shape- 
changer, t k f o r e  the people of the king- 
dom aren't even aware,their king ha8 been 
outed. 

The old nun, who was once chef coun- 
dor.  ha3 been replaced by one of these 
rhap changers. He knows that the princess 
ha5 also been replaced, but he cannot be 

h e  king is'being held prisoner in the 
dungeon, so the dopplegangers can slowly 
replace the king's handwriting with theu 
own. 
Quick S tab  Dopplrgangem 16): MV 9; AC 
5; HD 4; hp 24; THACO 17; *Att 1; Dmg 1- 
12; MR Spclal ;  S p i a l  attack 
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Into the Graveyard 
h a :  A walled graveyard on the outskirt8 
of a large city is the settlng. 
Situation: It is after dark, and the Pcs are 
enpying the nightlife of the town when 
one of them notices that his purse strings 
have been cut. Something very valuable to 
the FC has been taken. Looking around, he 
sees the culprit slipping out the back door 
of the pub. 

If the PCs chase after him, the thief slips 
down alleys and around cumera, finally 
disappearing into the graveyard on the 
edge of town. The arched, marble entrance 

ate is open, and the Pcs have no trouble 
Souowing. 

Once inside, however, it is quite another 
matter to find their quarry. The Pcs sud- 

denly hear a sueam coming from a mau- 
soleum. As they arrive a very old halfling 
thief crawls out the door, followed by a 
shimmering translucent figure of the ghost 
that lives there, offended by the presence 
of the living. 

If the Pcs withdraw immediatelv, thw 
are not pursued. They do not regah the& 
stolen items, either. 

If the Pcs defeat the ghost they find the 
thief's treasure hoard of 3,000 sp and Z,W 
Bp. 
Quick S t a h  Ghomk MV 9; AC 0; HD 10; hp 
60; THACO 11; UAtt 1; Dmg Age 10-40 
years; MR Nil; Special attacks and defenses. 





wizard's chambers, again in perfect shape. 

The toD floor is the wizdrd's labontow. 
Visit to the Wizud's Tower 

Area: A tower klonninn to a wizard is the 
is little of intm,t here. 

-., 
scene. 
Situation: The FCs are searching for an 
item which is rumored to be held in the top 
of a wizard's tower. It is well known that 
the wizard of the tower has not been seen 

It is hereihey meet the tower's guardian,'a 
flesh golem. The golem attacks at once and 
fighb unlil the Pcs defeat it, or they leave 
the tower. 

If they vanquish the wlem, the Ks will 
for several years. 

The Pcs arrive at the tower, which 
stands in the middle of nowhere, in the 
most desolate hills the ITS have ever seen. 
It stands 30 feet tall and is in surprisingly 
excellent v i r  for not having had a care- 
taker all these years. 

The door of the tower is not locked. The 
first floor, a meeting hall, is found to be in 
perf& shape, not wen dusty. 

As the Pcs proceed upstaim they find a 

Beware of the Song 
Are.: The FCs are aboard a ship traveling 
along the mast. 
Sihutioa: The Pcs have b k e d  paasage 
on a ship traveling down the coast. A 
storm is brewing and the captain has elect- 
ed to try to keep close to the coast In case 
the storm hits and he needs to beach the 
ship to ride it out. 

The ship is passing near a set of cliffs, 
with numerous underwater reefs. The 
storm continues to close in when sudden- 
ly, the ship b enveloped in m g .  The crew 
is the first to hear It, and they hun the ship 
in toward ahore. 

If any of the PCs is on deck, he or she 
has a chance of being affected as well. If 
below deck, the first sign of real trouble is 

find the item ihey have teen looking for. 
The item is found to be much weaker than 
the rumors had made it out to be. Most of 
its power came from the wizard who 
wielded it. 
Qulck Stab: Flesh Golem: MV 8; AC 9; 
HD 9; hp 40; THACO 11; lAt t  2; Dmg 2-16; 
MR Nil; Special defenses 

when the ship hits the reef and her hull is 
staved inward, causlng her to take on 
water. 

The Ks have only one full tun to gath- 
er what they can and get into the water, 
which is 10 feet deep here, before the ship 
sinks. Once in the water, the party mem- 
kn see the harpies circling overhead, 
ready to pounce. The filthy bird-women 
swoop down and attack their prey floun- 
dering helplessly in the water. 

These attacks continue until the Pcs 
reach shore and fight off the harpies, or 
they die. 
Quick Stab: Huples (8): MV 6. Fl15; AC 
7; HD 7; hp 42; W A C 0  13; RAtt 3; Dmg 1- 
3/1-3/by weapon (spear); MR Nil; Special 
attach 
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rapidly. The party members have only :Y& rounds to get out of their armor and 

get their equipment together. The ship's 
hold, now above them, is fllling up with 
water, and the PCs must swim out or 
drown. If they get out, they find them- 
selves in the middle of the ocean, with no 
idea where land is. Soon they must drop 
their gear or sink. Just as they are losing 
strength, they are approached by several 
hippocampi. To survive, they must con- 
vince the hippocampi to allow them to ride 
to safety on their backs. 
Qukk Stab: Hlppoempui (8): MV Sw 24; 
AC 5; HD 4; hp 24; THACO 17; UAtt 1; Dmg 
1-4; MR Nil 

Sinking Ship 
Are.: Any expanse of open sea will do. 
Situation; The Pcs have booked paasage on 
a ship becam time is of the essence in their 
eavels. Theship they have managed to hire 
would not have been their first choice, but it 
looks quick, and it is leaving immediately to 
the place the PCs are going. 

The P c a  are given a m l l  cabin under 
the deck and are asked to remain there. 
Soon they are out of sight of land, and 
ewrything aeems to be going along fine. 
Soon, however, the ship begins rocking 
badly, and the timbers creak and groan 
with the strain. 

Before the PCs can get out of their cabin, 
they find themselves inverted on the ceil- 
ing. The ship has overturned and is sink- 
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Add'] Info: MM 
XP Value: 420 each 



River Sacrifice 
Area This t a b  place on the bank of a 
slow-moving river which turns into a 
swamp on the far side. 
SituaHon: Traveling croas-country, the 
party has encountered a slow-moving 
river which expands into a sea of reeds On 
the far side, The river is not very deep but 
it is rather wide. 
Throu h the waving reeds the K s  see 

an altar, tbcated on an island in the middle 
of the tall grass. A human sacrifice is about 
to be made. If the party does not act imme- 
diately, the young girl will die. 

The PCs must get a m  the river and 
through the reeds. As they go, they disturb 
the home of the ixitxachitl that live in the 
river bed, The ixitxachitl attack the FCS 

and their mountll mercilessly. 
The disturbance caused by this skirmish 

attracts the attention of the people who 
were conducting the emifice. With the 
sanctity of thsir ceremony now violated, 
and with witnessp~ present. they scatter, 
leaving the sacrificial victim behind, 
unharmed. 

She is a young female elf, and she insists 
the Ke return her to her home, since she is 
defenselew and unarmed. 
Quick Stat% Ixituchitl (10): MV SW 12; 
AC 6; HD 44; hp 20: THACO 15; 1; 
D ~ C  3-12: MR Nil; Special attacks and 

The Strange Voyage 
An; The Pcs are sailing from a coastal 
town on a small merchant ship. 
Situation: Rumon abound of a new 
dungeon which has opened up on a near. 
by island, but the infonnatlon is a few 
weeks old. It could be cleaned out by the 
time the PCs get there, 80 time is of the 
esspce. The quickest way to get there is to 
hire a small hip, which should take a little 
over a day, but there is only one ship head- 
ed in the dtrectlon the want to go. 

The  ion is easi~y L for the journey, 
and it will be leavin in a few hwrs with 
the high tide, jwt b&e dark. If they hang 
a m n d  the ship for the next few how,  the 
FCs notice a lot of livestock being loaded 
and very little in the way of W ~ O M .  

Caught in the Act 
h a :  The FCs are on the plains, approach- 
ing a farm. 
SihuHom The K s  notice quite a lot of 
smoke rising into the air from one side of 
their trail. Drawing closer, they see a burn- 
ing building and much activity going on, 
including thm large flying neaturn. Even 
If the Pcs choose not to in&, the manti- 
coraa have smelled them and will attack 
them as they pase closest to the farm. 

However, if the K s  decide to help, they 
eee the build@ eventually become totally 
consumed in flames, there being little 
water to ~ v e  it, and the activity around it 
I~SHM.  Dead bodies are clearly visible, 
and the party even catches glimpaes of sev- 
eral large, winged creaturee moving about 

That night, however, there is a full 
moon, and soon the FCs find out why the 
passage was 80 cheap for them. The crew 
are actually seawolves, and have their 
minds set on turning the F'Cs into snacks. 
Quick Stat% Lcucr Seawolva (15): MV 
12, SW 30; AC 6; HD 2+2; hp 14; THACO 19; 
*Att 3; Dmg 1-2/1-2/14; MR Nil; Special 
defenses 
Greater Seawolves (5): hfV 9, Sw 27; AC 5; 
HD 9+2; hp 58; THACO 11; UAtt 1; Dmg 3- 
12; MR Nil; Special defenses 

behind the other buildings. The manticoras 
are totally U M W ~ I P  of the Ks' preaence at 
this time, and continue with their attack on 
the fann in the usual manner. 

Circling the building, which was once a 
barn. the Ks see three nunticom f d i  
on their fresh kills. too busy feeding to 
notice the PCs until they are within 100 
fert. 
Quick S tab  Manticom (3): MV 12, p118; 
AC 4; HD 6+3; hp 39; MAC0 13; XAtt 3; 
Dmg 1-3/1-3/163 MR NU; Spdal attack 



Climate: Sub-arctic 

Attribute: Charisma, Dexterity em 
Encounter Type: NPC 
Add‘l Info: None 

/ -  n L s h .  Y Baldrik‘s Cube A 

i p(( p’ Add’l Info: None 



DirtyDanin 
Area: A medium-sized city will do. This 
takes place in an alley near an inn. 
Situation: On the way to the inn, the PCs 
spot a large man in furs. He carries a huge 
sword and little else. Judging from the 
smell, he hasn't bathed in weeks. 
Dirty D a h  is a savage from the north- 

lands. He has cume to town to find a wife. 
If one of the PCs is female (human, elf, or 
half-elf), he begins to follow her. If 
approached, he is very forthright about his 
desires. He wants a wife who isn't afraid to 
skin a bear or burn reindeer chips to cook 
the walrus meat for supper. If the PCs say 
that they are not interested, Damn appar- 
ently backs down. 

The next morning Danin is waiting for 

PJty Me Not 
An; The PCs are on the road outside a 
mapr city. 
Situation: A beggar has been hired to get 
information from the PCs. 

TheFCsencwnterClarlssaontheroada 
kw miles outaide a city. She is walking 
toward the FCs, staggem once in a while. 
As the FCs get close'she lifts her head 
pmudly and gneets them in a remved man- 
ner. She continues past them. As she does, 
she collapses. To the unhained eye, she 
appears to be exhausted and hungry. She 
does not need magical curing, just food. 

Clarissa has this act down perfectly. 
An observation skill check at a -5 penalty 
reveals that she is much healthier than 
she appears. 

Bddrik's Cube 
A n :  A fairly large city, one boa5ting w- 
eral powerful mages, is the m e .  
Situation: Hermsin, a prominent wizard, 
ha5 been working on a new magic cube. 
His chief rival, Baldrik, beat him to it. 
Hennsin wants the cube, and h e s  the Pcs 
to get it for him, d u n g  them wt at their 
lodging, and offang 100 gp each for a 
simple pb. If the Pcs ask for more, he'll 

Offer Baldri Mo P mll be at the Wizard's Council 
meeting the next night, as will Hennsin. 
The cube should be in Baldrik's library, on 
the third floor of his tower. Hmnsin offers 
the party a m l l  with a dhpl mgic spell; if 
th ! no K mages, the effect is on a 
ge tead. The K s  can use this to 

and two potions of climbing. 

his chosen mate. He attempts to drop a net 
on her as she passes by. If he succeeds, he 
hoists the K, net and all. over his shoul- 
der. He heads out of town. The other mem- 
bers of the party may hy to stop him. As 
far as diplomatic means are concerned, the 
only reason D a h  will accept is that the 
chosen K is engaged to one of the males 
in the party. He doesn't klieve that a 
female d- not find him attractive. 

If challenged, Dmin fights dirty. He 
tries to get the K s  to fight him one at a 
time, he prefers street brawling. 
Quick Stati: Durin: AC 7: MV 12; F8; hp 
94; *Att 2 (fists) or 3/2 (sword); Dmg 1-2-5 
(fists) or 1-10-7 (sword); MR Nil 
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If she is revived, Clarissa thanks the 
party. She apologizes for her weaknpja. 
She worked all day and then thugs robbed 
her of the food she had bought. Clarissa is 
dressed cleanly, but poorly. She pretends 
to be a woman with nothing left but her 
pride. She never actually asks for money. 

She then says that she must go find 
food for her children. If offered fwd, she 
accepts. She doesn't want her children to 
go hungry. She does not want to accept 
money. If the Pcs insist, she accepts only if 
it is treated as a loan. This means she can 
ask about the PCs, names, addresses, etc. 
This can be a setup for a future encounter 
in the city. 
Quick Stats: CluirU: Mv 12; AC 8; T6; hp 
24; THACO 18; UAtt 1; Drng 1-3; MR Nil 
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counter any magical wards over the win- 
dow. Hennsin knows that Baldrik has a 
pair of stone golems on the ground floor as 
his chief d e h .  The window has power- 
ful permanent wards on it. 

If the party takes the pb, they must 
negotiate the 3Ll ket of the smooth tower. 
They can cast the spell to disrupt the wards. 
They must get in and out in 10 rounds, 

Unfortunately, the cube is not to be 
found. A locked safe stands in the corner. 
It requh a pick locks roll at a Jo% penal- 
ty to open the safe. It can be breached by 
damage equal to 40 points against AC 2. 
Quick Stat= H m h  MV 12; AC 0; W12; 
hp 29; #Att 1; THACO 17; Dmg 14; MR Nil; 
Spells 

.- 

I 



Terrain: Rough, Urban 
Attribute: Intelligence 
Encounter Type: Device 
Add’l Info: None 
XP Value: 250 each for investi- 



Map It Out 
An.: This encounter happens as the FCs 
walk down a sunlit street, or as they wan- 
der through a forest or sylvan meadow. 
Situation The most powerful mage in the 
party is approached by a man with striking 
white hair that stands almost straight up, a 
long beard, and tattered, inkstained robes. 
He screams, "Riches! Cold1 Magic1 Wealth 
beyond your wildest dreams!" then thrusts 
a scroll at the PC. A moment later, he dies. 
A dagger has appeared in his back. The 
scroll is entitled 'WHITESTRUNK" and is 
actually a map. 

At this point, the DM has an option. If 
he has an adventure that he wants to run, 
the map can be the introduction to it, 
Otherwise, the map details an ancient 

Guild War, Part 1 of 3 
Are.: Any city large enough to support a 
fighters' guild and a mages' guild will do. 
The mages guild is a large rambling build- 
ing that used to be a warehouse. It has 
been converted into study chambers and 
casting rooms. A kitchen run by u n w n  sw- 
aunts provides fwd on request. 
Situation The PCs are hired by the local 
fighters' guild to get a scroll for them. The 
spell is a rare second-level spell called 
Quimby's enchanting gourmet. The fighters' 
guild boasts several dya l - c l ad  fighter- 
mages. These mages cannot obtain the 
spell because their association with the 
fighters' guild is known. 

The Ksm offered w ) g p  each. Fighters 
may obtain training when they are ready to 

Town and Town Again 
An.: Use a small village encountered 
while traveling. This encounter should be 
used for a town that the PCs will pass 
through again. The town is a small one of 
about 50 houses and shops, all with 
thatched roofs. It has two small towers, 
one at each end of town, which belong to a 

ir of mlunages, the town's most power- K I inhabitants. 
Situation: The little town of Tranthir is not 
at all remarkable the first time the K s  pass 
through it. They can get lodgings at the 
Feather Bed Inn. It boasts a halfling cmk 
and passable ale. The two mages do not 
appear. 

The odd part of this encounter happens 
when the FCs pass through this town 

tomb about two weeks travel away. If the 
Ks follow the map, they discover the 
tomb after a rigorous search. The chance of 
finding the entrance is only 10% per day, 
cumulative. Each PC may try once each 
day. The door is jammed and covered with 
dirt; a Strength total of 22 is needed to 
force it open. The tomb is guarded by a 
spectre that attacks when the first PC 
enters the tomb. The riches consist of 1291 
gp, 12 ruined potions, 2 good potions of 
uitdify, and a par1 worth 90 gp. 
Quick Shts: Spectre: MV 15, Fl 30; HD 
7+3; hp 35; YAtt 1; THACO 13; Dmg 1-8; 
MR Nil; Special attacks and defenses 
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move up a Iwel. 
The guild does not care how the party 

ets the spell, they just want it. They are 

kept in the library. 
The procedure is up to the FCs. The 

simplest method is to have a PC mage go 
to the guild and attempt to purchase 
scrolls. The guild sells only scrolls with 
first- and second-level spells. The exact list 
is up to the DM. Prices are 500 gp per spell 
level. The PCs may also try to sneak into 
the library and abscond with the scroll. It is 
in a display case which is wizurd locked. 
Quick Stat.: Nina Flashfire (guild 
spokesperson): MV 12; AC 4; W11; hp 33; 
XAtt 1; THACO 17; Dmg 14; SA spells. 

7, airly certain that such a scroll is probably 

again. The two towers are now in the cen- 
ter of town. The houses and shop  are now 
made of brick with shingled roofs. The inn 
is now called the Bursting Turkey. 

Such a radical change in so short a time 
should be puzzling. If the PCs ask, the cit- 
izens don't know what they are talking 
about. As far as they know, this is how the 
town has always been. 

The truth is that the archmages get 
bored easily and have different ideas about 
how the town should look. They built an 
item that lets them change the town once 
every two weeks, taking tuma trying to 
outdo the other. The villagers, being part 
of the changes, notice nothing. The mages 
don't like strangers; it will be difficult to 
gain entrance to their tower, and even 
harder for them to find out what happens. 
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Fizzt! Zopl 
h a :  Thi~  encounter can acu r  anywhere. 
It should happen after a Pc grins a new 
magical item. 
Slhlation; One of the mag~cal items gained 
by the Pcs is faulty. This card may be used 
more than once. It is recommended that 
you use only one or two of thew effeds at 
a time. 
Wands: 
1. Ends are backward% a f f m  user. 
2. Endless charges; drains two charges per 
use from other charged magical items 
within 60 feet. 
3. One-in-six chance the wand makes only 
a Fizzt! Zop! mund. 
4. Wand stings when used. Wielder takes 1 
point of damage per use. 

It‘s Amazing 
hi: This occurs in a maze of stone walls 
The stone is crumbling, and in several 
places holes allow views of other passages. 
The maze is not complicated and the Pcs 
have little trouble making their way 
through it. 
Slt@on: A minotaur is lurking nearby, 
but he is not in the maze. While not terribly 
intelliient, he does know mazes. This one 
is not complicated enough for his pu’pos- 
es. Once through the maze, the party spots 
a nurdown building. 

The minotaur has dug a pit between the 
maze and the building, and trapped the 
area with two trip spells. He waits until 
someone in the party steps in the IO-foot 
deep pit (Ding 1.6). Then he casts his big 

Deep Trouble 
An: A narrow underwater tunnel with 
drifting sea moss throughout is the scene. 
Situation: The Pcs are on an underwater 
adventure. As they pass the tunnels of the 
morkoth, they notice that the water moves 
in a hypnotic pattern. Unless they make 
saving throws vs. spell, they are drawn to 
investigate the tunnel. 

The tunnel is narrow, only one sue M 
creature at a time may enter. It is 200 feet 
long. While the Pcs are approaching, the 
morkoth attempts to c h a m  them. A saving 
throw vs. spell at 4 is allowed. If the vic- 
tim is not charmed by the time it gets to the 
central chamber, the hypnotic effect is dis- 
pelled. The morkoth is highly resistant to 
magic. It reflects all spells cast at it, even 

Fungo: 
1. Normal effect doubled; user ages a year 
each time ring is used, and at lox normal 
rate for permanent effeas. 
2. h p y :  user must save vs. poison at 
beginning of each battle or fall asleep. 
3. Only works if worn on big toe. PC may 
use 3 rings this way, but at -2 to Dexterity. 
4. Imprisoned 8 HD air elemental released 
when first used. 
Armor: 
1. Falls apart when hit. 
2. Glows In the dark (,%aiefirc). 
3. Rusts quickly: requires 1 hour a day pol- 
ishing it or armor loses l plus a week. 
4. Armor shrinks when wet. Starts out 
sized for a large man, reduces to halfslf 
size, then elf, then halfling. 
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spell, hold pmun. When his spells are 
exhausted, he picks up his huge spear and 
charges out from behind the shrine. 

When the minotaur is defeated, the PCs 
may search the shrine. Under a large stone 
in the back is the minotauf s m u r e .  The 
stone is very heavy. An 18 Strength is 
needed to move it. The beasure consists of 
two sacks of coins, one with Joo sp, the 
other with 150 gp. A small jewelled dagger 
worth Mo gp is included. The handle is a 
mermaid with gems for her eyes. 
Quick Stab: Minotaur: MV 12; AC 6; HD 
6+3; hp 39; #Att 2; THACO 13; Dmg 1-4 
(bite)/2-12 (large spear); MR Nil; Spells 
(P3) 
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those with an area of effect. If a disp l  magic 
is cast simultaneously with another spell, it 
has a 50% chance of being unable to reflect 
the spell. It still gets a saving throw vs. the 
dispel magic. 

The morkoth keep a number of valu- 
able items for dealing with sahuagin and 
other aeahvB8. This includes 12 pearls 
worth 100 gp each, M) gp, a pearl of the 
sirina. and a wand of lightning with 12 
charges. The treasure is in a hollow in its 
central cave. 
Quick Stab: Morkoth: MV Sw 18; AC 3; 
HD 7; hp 23; THACO 13; XAtt 1; Dmg 1-10; 
MR Nil; Special attacks and defenm 

~ ___._ 



Climate: Temperate 



Black B u t  
Area A drifting squidship hulk in the 
SPELLJAMMER- campaign is the setting. 
Situation: The PCs meet a neogi pirate, a 
renegade. Slack Sart is his name among the 
necgi. (Humans refer Black Bart.) Sart is 
extremely polite l r  a necgi: it doesn’t even 
call the PCs meat! It hates its own race with 
a passion. 

Sart had a crew of reprehensible pirates 
to serve him and they attacked a neogi 
mindspider, damaging it, but the helm was 
ruined. If the PCs’ ship approaches, a sin- 
gle human waves them down. It is a 
weathered female with a scimitar. Glasia 
serves Sart because he was making her 
rich. Now she dwsn‘t know. Sart still has 
his two umber hulk slaves, but the rest of 

Wood Eater 
Area The PCs are in an undqmund tem- 
ple. All of the doom are gone. The hinges 
still remain, as do the metal latches. There is 
no bit of wood anywhere in the area. When 
the FCs check Out the temple, only the altar 
remains. It sal radiates an evil aura. 
Situation A mustard jelly dominates this 
temple. It is hungry, no one has come in 
range for a long time. It lies dormant in a 
pool behind the altar. It revives immedi- 
ately when the party approaches the altar. 
If they do not, it is slower to revive, but it 
do& pursue them and attacks as they are 
leaving. 

It splits into two fast creatures (move- 
ment rate 18). and attdnpts to attack two 
Pcs at the same time. Each jelly has only 

- 

Bar Hunting 
Area This begins on a farm or in a rural 
village. It ends in a wooded forest, the lair 
of the owlbears. 
Situation: The PCs are asked to help on a 
bear hunt. The bear has gone rogue. It has 
carried off five sheep and two pigs in the 
last few days. It is only a matter of time 
before someone is hurt. 

In reality, a family of owlbears has just 
moved into the area. They have already 
killed and eaten at least one woodsman. 
The owlbears are not surprised by the 
party. (The presence of local villagers 
assures this.) 

There are eight owlbears in the family. 
The parents attack directly. The young 
move in horn behind after the combat 

the crew perished in the recent assault. 
When the PCs meet Sart, it attempts to 

negotiate. It has a ballista, an assortment of 
normal weapons, and 1,ooO gp. It wants 
passage to the nearest place it can raise a 
new crew. Glasia remains noncommittal; 
she decides to leave the neogi and attempts 
to join the party. Sart can be used to steer 
the PC into peril or adventure. 
Quick Stat% Ghi i a  F5, stats up to DM. 
Umber Hulks (1): MV 6, Br 6; AC 2; HD 
8+8; hp 42; (IAtt 3; THACO 11; Dmg 3-12/3- 
12/1-10; SA confusion. 
Slack Sark MV 6; AC 3; HD 5; hp 23; 
THACO 15;#Att3;Dmg1-3/1-3/1-6+poi- 
son, slows for 1-8 rounds; MR Nil 
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half the hit points of the original. 
Mustard jelly is impervious to normal 

weapons (and can eat wooden ones) and 
electrical attach. Masic missilea cause it to 
grow, increasing its hit points on a 1 for 1 
basis. Cold causes only half damage. 

The jelly has no treasure. If the temple is 
searched the metal remains of three adven- 
iurera can be found. This includes a rusty 
set of plate mail, two snvlceable sets of 
chain, 75 sp, and metal flaslu with potions 
of diminution and healing, resptively. 
Quick S tab  Muitard Jelly: MV 9; AC 4; 
HD 7+14; hp 56 (28 each when separated); 
THACO 13; (IAtt 1 or 2; Dmg 5-20; MR Nil; 
Special attacks and defenses 
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begins. The six villagers who came along for 
thehunt fleeatthefirstsignoftheowlbears. 
They didn‘t come to fight monsters. At least 
one of them is pulled down by a young owl- 
bear; his screams last for three rounds. 
Unless rescued before then, he is slain. 
Quick Stah: Owlbem (2): MV 12; AC 5; 
HD 5+2; hp 36; YAtt 1; THACO 15; Dmg 1- 
6/1-6/2-12; MRNil 
Young Owlbem (6): MV 12; AC 5; HD 
3+1; hp 19; THACO 17; #Att 3; Dmg 1-4/1- 
4/24; MR Nil 





Quicld Through 
the hoods 

Area: This occurs in a pleasant forest filled 
with oak and maple trees. The time is mid- 
summer. The fomt canopy casts shadows 
even at noon. 
Situation The K s  have stopped for lunch 
and now sit near an old oak bee. The tree 
is normal, but it is being used by a quick- 
wood to spy on the K s .  When they get 
ready to resume travel, they hear a drum- 
min noise off in the woods. 

I! they search for the noise they find a 
IOO-focd clearing surrounded by oak trees. 
In the center s a particularly twisted 
old oak tree. I K y  approach to within 90 
feet (enter the clearing), the quickwood can 
attack with its roots. Roots cause no dam- 

- 

SPUkY 
Area: The rene  is an unoccupied dwarven 
hall where the mines are played out and 
the dwarves have moved on. The hall has 
openings which allow light into the hall. 
The hall Is 100 feet by XI feet with four 
exib on each side. A long table stands in 
the center of the room, the only item of fur- 
niture left. The walls are adorned with 
scenes from dwaNen hlstory. 
Situation The PCs have come into the 
abandoned hall following a rumor of a lost 
dwaNen hammer. It is su 
semt closet somewhere o f the great hall 
The Pcs have located the hall. 

The PCs may search in several ways. 
Elves, half-elves and dwarves have a 1 in 6 
chance of locating the secret doors. 

pposedtobeina 

Red Frog 
Area: The PCs are on their way to confront 
an evil wizard. They have just left town, 
and the wizard's tower is about a mile to 
the south. 
Situation The wizard, Farkas Mingrot, 
knows the PCs are coming and has used 
his mwt powerhrl scroll to summon a crea- 
ture capable of dispatching the entire 
party. He is unsulp of his control, sa he has 
followed the slaad and lurks just outside 
camp. 

The party fust hears an unnahual aoak- 

up onto the path and confront them. The 
frog lwksat them amoment and aoaksin 

thy, the Pcs undmtand it. 

ing.Theythcnemah-taured frog leap 

an unknown language. Because of its telep 

age, but they do drag the victim toward the 
central tree. They cannot be broken and take 
no damage from blunt weapons. Piercing 
weapons cause 1 point per hit. Slashing 
weapons cause normal damage. A root 
takm Id4 mnds to dra a victim to the cen- 
tral mouth. They can severed with 10 
points of damage to a large creature. 

Only s cific plant-affecting spells 
have an eft%. Other spells are absorbed 
and radiated M f a r  spells with a lOfwt 
radius per level of spell aborted. 
Quick S t a k  Quickwood; MV 1; AC 5; HD 
10; hp 54; #Att 1; Dmg 3-12 (bite); MR Nil; 
Special attach and defenses 

Tapping on the walls listening for hollow 
sounds has but a 10% chance. 

Two dwrs may be located. The first 
leads to what was the dwaNen treasure 
room. The treasure room was not fo r  
gotten. It is empty. The second opena to an 
escape tunnel. Waiting on the other side of 
the door is Sparky, a rust monster. 

Sparky was trained by a dwarf who 
kept him fed with iron shavings. As long 
as he was fed, he obeyed simple com- 
mands. Sparky is extremely hungry. He 
needs metal now1 He'll attack the first 
metal item he aees. If fed, Sparky becomes 
friendly. 
Quick State: Ruit Momten MV IS; AC 2; 
HD 5; hp 34; THACO 15; #AN 2; Dmg Nil; 
Special attacks 
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"I am compelled to slay you all. Not 
that I mind. You all look as though you 
should be slain. This is going to be fun." It 
then croaks, stunning all who do not save 
vs. pe+rification for 2 rounds. 

Parkas is hiding in the bushes, invisible. 
When the shad is defeated he panics and 
casts a lightning bolt. Thia c a w  him to 
become visible. He attempts to flee using a 
fly spell. If the party spoils it he has no 
more escape spells. He trim to cast a few 
spells then flees. 
Quick State: Red S l ~ d  MV 6; AC 4; HD 
7+3; hp XI; THACO, 13; #Att 3; Dm 1 4 1 -  
4/2-16; MR 30%; Special attacL and 
defenses 
Farkm MV 12; AC 6; W 10; hp 23; THACO 
IS; #Att 1; Dmg 1-4; MR NU; Spells 
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Tik-Tik-Tik 
Area This encounter ocam on the Great 
Salt Rata on Athas. the DARK SUN@ 
world. It is M hour before sunset, the tem- 
m N r e  a balmy 114 degrees. 
litnation: The p a y  comes upon a dying 
rhri-lueen. The thri-kreen's chitin has an 

ddP e thri-kreen is suffering from severe 
dehydration. Mantis folk don't need much 
water, but she hasn't had any in days. As 
llttle as onequarter of a gallon revives her. 

She introduces herself as Ti-Tik-Tlk, a 
wanderer of the wild-. She thanks 
those who help her: "I owe you. . . tik . . . 
my life. , . tik , . . tik . . . I must. . , tik . , . 
r e p y y w  . . . t ik. .  . tik." 

Tik is determined to stay with the FCs 

le color. 

until she has repaid her debt. She won't be 
a servant; rather, she has an oath to save 
one of the PCs' lives. She insists on a w m -  
panying the PCs everywhere. 

Unfortunately, Tik has mer been in a 
city before and does not understand the 
concept of money. She is constantly help 
ing henelf to items and surprised when 
merchants demand money. She has a prob- 
lem with sleep, tm. During the first weeks 
of their asmdation. the PC is awakened at 
least three or four times a night. Tik must 
be sure the PC isn't dead. 
Quick StaW T k  MV 36; AC 0; R5; hp 23; 
RAtt 5; THACO 15; D m n  1-4 (x4)/2-5: MR 
Nil; Psionic talent: tlmehft; Special attack 
and defense 

Beauty Is 
Area: This encounter takes place deep in a 
pearefulforest.ThemeadowthePCsarein 
ha8 been trampled down by orcs. 
Slhutbaw The PCs come across the trail of 
a group of humanoids. Anyone with track- 
ing profiaency can determine that there 
were over IM) in the group. It was mostly 
om, but included gnolls, and a giant. They 
p a d  about six hours ago. 

If the FCs follow their trail, they can 
find their last camp. The area is befouled. 
The tracks indicate that the humanoids left 
lesq than an hour ago. 

In just under an hour, the PCs hear the 
sounds of combat. If they move close: they 
begin to find the bodiaof 0 1 ~ 8  and gnolls. 
Most of them seem to have been g o d  

- __ -. 

Wisp at Play 
Area This - in a deep dark cypress 
swamp overgrown with moss. Snakes 
abound. The water is green and mmmy. 
Sihutiom The Pcs are on the trail of a vil- 
lain n alTe0sure. 'the bail has led to this 
swam The Pcs quickly get hopleasly lost. 

As$ the Pcs what their plans are. They 
cannot continue in the direction they were 
going. They're not sure which way that is. 
Steering by the sun is pmible. They know 
that they entered the swamp from ita west 
side. If they decide to M a t ,  they have 
three days of travel to reach the edge of the 
swamp. otherwise. it takes a week to get 
out of the swamp. 

Two nights later, those on midnight 
watch spy a light. The light seems to be 

- 

thmgh the chest by a piercing weapon. 

meadow. H m  the carnage is t d c .  Bodies 
lie wmywhere. Most of the folre is dead. 
Entering the meadow allows the PCs to see 
a pair of unicorns fighling for their lives. 
Both are bleedii badly. AS the Pcs watch, 
the female is d u M  by a giant and goes 
down. 

ate. 
ful. Any injuries suffered are healed '&. its 
horn, although it does heal its mate first. 
The unicorn can handle only one of the 

Continuing brings the party to another 

If the FCs assist the unicorn, it is 

giants by itrelf. 
Quick Stats: Hill Gimb (3): MV 12; AC 3; 
HD 12: hu 65; #Att 1: THACO 9 Dmx 2- 

I 

12+7; MR"ik.S@al attack 

steady. It is moving parallel to the camp. 
Shouting or other noise causes the light to 
wink out as though a lantern has been 
quickly doused. The light again appears an 
hour later. It appears whoever used it 
waited fa the PCs to go back to sleep 
before resuming his march. 

The wisp continues to taunt the PCs 
until Mnneone investigates. Tney are led 
straight over a patch of quicksand. The FC 
mav eet helu fmm the other Dartv mem- r - ~ ,  ~-~~~~ , o~ ~~~ ~~ ~~~~~ an. If he droes, the wisp attacks them. It 
tries to keep the PC sin!dng in quicksand. 
Quick Statu Will 0' Wisp: MV Fl 18; AC 
-8, HD 9; hp 51; *Att 1; THACO 11; Dmn 2- 
16; M R  Nil,'Special attacks and dekn& 



Add'l Info: PHBRl (Fighter) 
XP Value: 150 per sailor defeated, 



Avast, Mateyl 
Axe* This takes place in a docside tav- 
em, full of ale and seafaring men of all 
dmriptions. 
Sltuatlm A business proposition brings 
the PCs to a disreputable tavem, where the 
chances of a brawl seem unusually high. 
At one of the smaller sidctables sits a 
bulky, colorful figure quaffing ale. Being 
seated makes his lack of height hard to 
notice. 

Eklan, a pirate, is looking for trustwor- 
thy, capable adventurers for hire. When 
introductions have been made, he explains 
that his da ter, the only thing he values, 
h a s b e e n 2  napped by a dangsmu, rival. 
He must m e  his daughter before she 
leads him to Eklan's treasuretrove. 

Such a Nice Old Man 
Area The location is a village among a 
cluster of farms, with chickens and small 
children cluttering the muddy paths 
between the few building. 
Slhutk~n A powerful individual has taken 
an intense dislike to the PCS, hiring an 
assassin to slay them. The assassin, 
Thrdisant, is an elderly gentleman whose 
frkndly, harmless exterior mask8 a dwiws, 
lethe1 personality devoid of cumpaasion. 

While trying to get through this village 
as quickly and unobtrusively as possible, 
the PCs notice the villagem eye them with 
unconcealed nervoumeea and anger. None 
of the merchants sell to them, nor will 
innkeepers grant them lodging. Thadicant 
has already poisoned the villagers' minds 

The DhB Witch """K Is ead? 
Are.: The setting is a woodland near a vil- 
lage; the witch l i ~  in a cottage just off the 
main path. 
Slhutlan The FCu have been hired to kill 
a witch who terrorized a mall village. 
She's visited mimy on several woodcut- 
tem and cursed many townsfolk. The vil- 
l a p  demand her execution. 

The FCu have a hard time finding the 
witch's cottage, as she has cast confusion on 
the entire rrgion. T m e a  of magic are evi- 
dent to a detect magic; counter-magic 

quiet. 
Undoes her spell. 

At the &ge, all is 

He offers 3,000 gp to each FC willi to 
ship out with him. If the PCs accept,%y 
ship out that evening, leaving the PCs little 
time to buy equipment or supplies. 

Eklan's ship, the Ribald Vulture, makes 
excellent time in pursuit of the Salty Maid, 
his enemy's vessel. The Maid is sighted and 
the combat is quickly pinedl 

In the cowe of the fight, the PCs each 
have four sailors to overwme. Whoever fin- 
ishes m b a t  first is able to m e  Eklan's 
daughtez-a lovely young woman. 
Quick Stab: s.ilon: MV 9; AC 8; hp 12: 
THACO 16; UAtt 1; Dmg 14; MR Nil 
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against the PCs by accusing them of 
hideoua crimes, which he has " p e r s ~ ~ l l y  
witnessed" (based on his own exploits). 

Challenging villagers for an explana- 
tion will get results, at which point 
Thadisant will come forward. He has 
faked a head injury and a m m  the PCs to 
rouse the villagers to anger. One of them 
shout8 to kill the Pcs as a mob gathers. If 
thls fails, Thadisant tries the same trick 
again further up the road. He cannot be 
bribed and will not stop until his dp- 
ment is finished. He has a crossbow with 
12 poisoned bolts, a horse, and 1,200 gp. 
Quick Stab: Thadiunt: MV 9; AC 7; F7; 
hp 58; WAC0 14; #Att 3/2; Dmg ; MR Nil 

- - ~- 
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thekd,matchingthewitch'itch"ipion. 
Whlle retum&, the FCa find a young 

woman gathering flowm in the woods. She 
follows them back to town, since it is late. 
She is actunlly the witch, who used soul jm 
to transfer ha spirit into the body of a girl 
she kidnapped. (The townsfo!k know the 
girl hasbeen missing.) She attackathe FCu if 
y t y  arises. There is a mnd of 

hidden in her flower basket. 
Quick Stab: W l t k  MV 12; AC 9; W14; hp 
28; WAC0 16; #Att 3/Z; Dmg 1-6 (dagger); 
MR Nil; Spells 



Sweets for the Sweet 

Encounter Type: Monster 
Add’l Info. MM 



Sweets for the Sweet 
h a :  This encounter h a p s  in a small 
town or large village. 
Sihutiol\: The Pcs stop in a small town for 

Is a hack at the door. It is a distraught 
young m n .  Sheasks iftheyaresdven- 
turers, as they seem to be. she is worried 
about her child, who has been acting 
abangely. Perhaps thechild is undea curse? 

The child appears to be normal, but a 
cleric or paladin can sense the child radi- 
ates evil. (A Remove Curse erases this, 
however,) The child is angry, sullen and 
spiteful. The mother doesn't know how it 
happened. He went to buy candy at the 
shop that just opened in town. Since then, 
he's been causing trouble and aaing nasty. 

the night and are in their looms when there 

The Pcs visit the shop, run by a pretty 
young woman wearing a golden bmoch. 
This woman is really a hag (an annis) 
whose hideous appearance is concealed by 
her natural Change Self ability. H a  magic 
brooch hides her evil a l i i e n t  (only a 
paladin or cleric of 12th or higher level can 
get a sense of evil from her). Her candy's 
magic poison changes the eater's align- 
ment to chaotic evil (saving throw vs. poi- 
son required). She tries to give the K s  
"free samples" of the poisoned candy. 

If things go very badly for her, she can 
call on 2d4 children to attack the PCs (treat 
as kobolds). 
Quick S b k  Annk MV 15; AC 0; HD 7+7; 
hp 51; THACO 13; #Att 3; Dmg 9-16/9- 
16/3-9; MR 20%; Special attacks and 
defenses 
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Obnoxious Peddlers #I: 
Magic for Sale! 

Area: This is an urban encounter, not far 
from a city's marketplace, though it could 
als6 take place in a seedy section of town 
with a dangerous reputation, to heighten 
the absurdity of the encounter. 
Situation: Passing throtigh a city's market- 
place, the PCs are accosted by a merchant. 
His shop's sign advertises magical items as 
his merchandise. He flatters the PCs and 
seems interested in hearing all about them. 
Eventually, he asks what kind of magic 
they mlght desire, and sure enough, he's 
got what they need! 

His merchandise seems very busi- 
n&; even enchanterKs notice that 
these seem to be welluafted quality items. 

The m e r c h t  daims to have two magical 
swords, thm wands, seven  potion^, four 
amulets (one with evil-looking runes on its 
tarnished surface) and a flying broom. The 
Ks can "try out" items and they seem to 
funaion-but this is due to illusions cast by 
the merchant (who is a 12th-level illusionist). 

The merchant's only real item is a w n d  
of illusion, which he keeps with him at all 
times. He has 2.140 gp stashed in a secret 
space under the floor. 
Quick Sbtl; Merchant: MV 9; AC 9; W12; 
hp 30; WAC0 17; #Att 1; Dmg 1-6; MR Nil 

- mrag Goes r-Courtin' 
AI e setting is the spacious dungeon 
lair 01 a mlghty red dragon. This lair is 
high up in the mountains, possibly in a 
rulncddwvvenfomess. 
Slhution: Carthrag is an adult red dragon 
sought by the PCs. They are armed and 
have enough magic to make It a worth- 
while fight. But the Ks learn the hard way 
that dragons aren't stupid. Carthrag has 
m a l  nasty (but nonlethal) traps sprin- 
kled arcund his home and these have 
caught the PCS. 

Goblin aervants strip the K s  of a m  
and armor before he speaks with them. 

''Well, it hasbeen long sinceany wereso 
daring-or dumb-enough to enter my 
homw uninvited," he muses. "Luckily for 

you. I have need of beings like yourselves." 
He wishcs to court a female ted dragon 

who lives nearby. The party will take a gift 
to h a  so that Carthrag may gain her atten- 
tion. It is a knutiful golden w h y .  

Carthrag warn them not to run off. 
The PCs will be hunted to their deaths if 
they try to flee. 

The PCs must find and a 
lady dragon on Carthrag's beG &z 
interested and can be persuaded to accept 
a visit from the older dragon. Once this 
errand is cumpleted, they can recover their 
wea nry and leave. Carthrag has what he 
rea$'wants. 
Quick S b h  MV 9. FI 30 (C); AC 
-5; HD 15; hp 90; THACO 7; #Att 3; Dmg 1- 
10/1-10/3-30; MR 35% 





Draco Petrificus- 
Ita Life and Habits 

A n :  The area is dominated by rough 
hills, filled with heavy underbrush. There 
are stone figurines and statues dotting the 
landscape near the dracolisk’s lair. 
Situation: The Pcs have been hired by an 
elderly researcher who is interested in the 
habitat of the dracolisk, the offspring of 
black dragons and basilisks. He has devot- 
ed his Iik to pebificatim magic and this 
will crown his career. 

Unfortunately, he is also a tremendous 
burden to the ITS, being rather snobbish 
and addicted to mea* comforts. (The 
Pcs can only make oncthlrd of their nor- 
mal speed with the man in tow.) 

The journey has already lasted three 

weeks when the researcher announces that 
the expedition has arrived. The dimvery 
of a petrified squirrel may have had mmc 
thing to do with It, alongside the obvious 
acid scam on nearby trees. 

A slight breeze carries with it a faint, 
acrid whiff of ozone. Alert Pcs may notice 
movement in the brush not far away that 
has little to do with the breeze, or they may 
hear a very faint crunching sound, as of 
dead leaves being nushed underfoot. 

The researcher is delirious with joy- 
his prize subject is at hand. Too bad 
nobody told the dracolisk. 
Quick Stab: hamlish MV 9, FI 15 (E); 
AC 3; HD 7+3; hp 34; THACO 13; YAtt 3; 
hng 1-6/1-6/3-12;MRNil:SpffiaIattacks 
and defenses 
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Shadow Series #I: 
The Outline Is Familiar 

h a  This situation could m u r  almost 
anywhere, toward twilight. 
Situation: At nightfall, the ITS make a 
remarkable discovery; their shadows are 
missing1 No matter how they arrange 
lanterns, candles or magical illumination, 
they CaMOt produce shadows. Illusionist 
magic is likewise powerless against this 
strange phenomenon. 

The next morning comes and the shad- 
ows still have not returned. Magical 
research unmvers no information about 
what has occurmd, except that there is a 
strong magical field where the shadows 
ought to be; displ magic or other anti- 
magic proves ineffective. 

- 

Rocks and Bones 
h a  This encounter happens in rough ter- 
rain off the katen path; it is a shallow val- 
ley with a small tower at the far end 
(roughly half a mile distant from where 
they start). 
situation: The PCs must mover an arti- 
fact, and are given rovisions and a map. 
The map proves to %, e~cep t io~ l ly  a m -  
rate-except it left off any mention that the 
treasure is guarded. The terrain becomes 
unexpectedly rxky  close to their goal and 
there are a couple of worn carvings scat- 
tered about as well, weathered fmm expo- 
sure to the elements. PCs can roll under 
their Intelligence on Id20 to realize that 
these signs indicate the presence of a 
basilisk or medusa. 

When night falls again, the Pcs are just 
settmg up camp when their steeds shriek 
in terror. Out of the night leap several jet- 
black shap,  wielding weapons j u t  as 
dark. 

These attackers are exactly q u a l  to the 
party. excepting only any magical items 
they might have. Shadow-counterpart 
m a p  and clerics have equivalent magic 
apells. except spells that prcduce heat or 
light; create cold or d a r k  instead. 

The shadows attack until destroyed. 
Once this happens, the KS’ shadows 
return. 
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Ollce they aest the Last hi11 before their 
objective, they see a shallow valley filled 
with shrubbery and statues. At the far end 
of the valley is the tower they eeek. But 
somewhere out there is a greater basilisk. 
The K s  can try stealth or speed to evade 
the creature, Getting to the tower is not a 
problem. But it is waiting for them when 
they mme out. 

Scattered around the valley, the Pcs 
can find a sum total of 3,4’X gp, three 
mhns of haling. a smr +1. and a deck of r~ ” .  
many things. 
Quick Stats: Greater Bull& h W  6; AC 2; 
HD 10; hp 64; THACO 11; #Att 3; Dmg 1- 
6/1-6/2-16; MR Nil: Spedal attach 





Knock Knock-Lmdshuk! 
Are.: This encounter works best in a 
dungeon where nothing much has ha 

halls are rather wide. 
Situation: During a dungeon expedition, 
the PCs hear a curious tapping sound echo 
thmugh the halls. It recurs periodicaily, 
until the PCs decide to investigate it. They 
round a few corn-nd find a bulette 
digsing its way into a stone wall! The t a p  
ping sound comes from a sword lodged in 
ita side, jutting from between two bony 
plates. When the PCs enter, the bulette 
keeps digging for a round, then slowly 
turns to spot the Pcs. 

At this point, the PCs have gone from 
hunters to hunted. The bulette c h a y  

pened yet. The mms are close, but t 1- e 

after them with a kilow of hungry enthu- 
siasm, The room is tw small to use long 
weapons, 80 the Ks’ best move is to 
retreat until a larger space is located. This 
basically means a chase through the 
dungeon to such a location (which can be 
found within six rounds). The nearest 
”arena space” is cluttered with trash but 
can be used to fight the bulette effectively. 

The bulette won’t give up attacking until 
it is dead. It has a d  +4de@iwlodgd in 
its side in lieu of d i  beasure. 
Quick S t a b  Bulette: MV .14 (3): AC 
-2/4/6; HD 9; hp 43; THACO 11; XAtt 3; 
Dmg 4-4.3/3-10/3-18; MR Nil 

tage.) Meanwhile, a 12th-level paladin (the 
school‘s headmaster) can be summoned if 
the PCs need reinforcements. 

If the death knights are overmatched, 
they can be given a retinue of six skeleton 
warriors (MM. p. 317) to even up the odds. 
Quick Stats: Death Knights (3): MV 12; 
AC 0; HD 9 (IO-sided); hp 63, 77, 62; 
THACO 11; #Att 1 (+3 bonus); Dmg by 
weapon (80% magical sword); MR 75%; 
Special attacks and defenses 
Quick Stats Nightmare: MV 15, FI 36; AC 
4; HD 6+6; hp 32; THACO 17; #Att3; Dmg 
4-10/4-10/2-8, MRNiI; Specialattacksand 
defenses 

Final Exam 
Area: This encounter takes piace at night, 
near the gmunds of a training ground for 
paladins. The gmunds are mostly level, 
but the north and west are fenced by light. 
sayb-coated hills (which can be used for 
ambush). 
Situation: The K s  are visiting a friend 
who is a paladin in traiping. While the PCs 
ride out to chat with their friend, they see a 
grim si ht three black-cloaked riders, gal- 
loping ! a i  toward the paladin school! 

These three abominations are death 
knights, and the leader rides a nigh- 
and only the PCs stand in their way. 

The death knights can be ambushed in 
the hills. (The area is very tightly confined 
and horseback fighting is at a -2 disadvan- 

Hi-Ho, Hi-Ho--Oh, No! 
Arc.: This encounter occurs very deep 
underground. 
Situatiow While running blindly through 
a dungeon, the K s  have gone far deeper 
into the caverns than they intended. Thev 
locate a settlement of some kind, a rough 
barracks carved out of the rock. Nobody is 
at home at the moment. 

The Pcs find plenty of food in the 
larder, fresh water, and enough beds to 
accommodate them. There is also a coliec- 
tion of gemstones worth 3200 gp and a 
stone of controlling earth elmmhls. This is 
an ideal place to mt. Even if they plan to 
set a watch, the Pcs all doze off after a few 
moments. 

They are woken up by singing and 
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footsteps approaching. q e  PCs get to their 
feet just as nine short, slender figures 
enter. They look like skinny, gray-ekinned 
dwarves and, in fact, are duergar-an evil 
dwarven offshoot race. 

The duergar are not amused and attack 
after the leader berates the smallest dwarf 
for “not locking the dwr.” The duergar 
can be outrun, but must be scattered in 
order to get out the door; plus, they know 
the tunnels much better than the PCs do. 
Reaching the surface (a run of nearly half 
an hour) breaks off the duergar pumuit. 
Quick State Duegar (9): MV 6; AC 4 
(leader 2 has chain mail +3); HD 1+2 (~7). 
2+4,4+8; hp 8,7,7,6,6,5,5,16,35; THACO 
19 (leaders 17, 15); #Att 1; Dmg 1-8 (ham- 
mers); MR Nil 





This Old Cloud Castle 
An.: This encounter OMIS on the magical 
doud castle owned by a family of cloud 
giants. The doud castle continues to move 
while the Pca are inside, so that they do not 
end up over the same place as they began. 
Situation: The PCs are relaxing in a large 
meadow when a strange fog rises. The fog 
engulfs the Pts and their possessions. 
Checking for magic reveals that the fog is 
highly magical; it is, in fact, a gate to the 
cloud castle home of a family of cloud 
giants. 

The fog dissipates as a huge bluish- 
gray figure peers at the party from over a 
wall about 10 feet away. "Good morning! 
You ore the decorators, aren't you?" 

The castle is owned by a family of 

We're Not 
from Around Here 

Are.; This encounter occurs out in a cold 
northem wood, late one autumn night. 
Situation: Although rumors of strange 
lights to the north might be just "seeing 
things," the FCs are out to check on mat- 
ters, sensing an adventure ahead. 

In the woods, the FCs see a flickering 
orange and lavender light in the distance. 
It takes almost two hours to reach the 
source of the light, aajhe woods are too 
dark and hilly for easy traveling. 

Anyone encountered in the area, such 
M woodsmen, hunters or trappers, tells the 
FCs they have seen such lights in the past, 
but never so brilliant as tonight. 

They find a small spelljamming ship, 

Little Puppy Lost 
Arm This encounter can occur in any 
dungeon netting (though a spelljammer- 
frequented dock could also serve); the 
focus of the enmunter is a large chamber 
where several mind flayer corpses can be 
found. 
Situation; Exploring the depths of a 
dungeon (or the low-class haunts of a 
dock), the F'Cs notice that they are being 
followed by something. 

It keps pace, stopping when the PCs 
stop and moving when they move. It 
evades them if they backtrack and search 
for it, avoiding conflict until the PCs reach 
a stone vault where a number of mind flay- 
er corpse8 can be found. 

At this point, the mature reveals itself 

cloud @an- married couple and three 
children (equal to o p  for combat pur- 
posesk-who were looking for humanoid 
dfcorators. 

The FCscan try to help the giants red- 
orate their home, an effmt that q u h  a lot 
of fast-talking, as the @ants have absolutely 
M taste whatsoever. 

Once fimshed, the giants deposit the 
PCs on the ground wth a bag of gold 
(3.503 gp) and thew than-cept that 
now the F'Cs are hundreds of miles from 
where they were! 
Quick Statl; Cloud Giants (2): MV 15; AC 
0: HD 16+4: hu 85. 83: THACO 3: #Att 1: 
dmg 1-10 or d24 +]I; MR Nil 

with a dozen robed figures w o r m  on it. 
The orange and lavender lights hang m the 
air around the ship. The mare enondetect- 
edand met by mmeof therobed folk. When 
they step forward, these gaunt humanoids 
idenhfy t h h l v e s  as githzent. They are 
here to effect some minor repairs on their 

In reality, they are scouting for a po5 
sible invasion/colonization effort. The FCs 
may be prime information-sources, ripe for 
kidnapping. 
Quick Stat% Gith.cni Fighten (11); MV 
12; AC 2; P6; hp 45 each; THACO 15; #Att 1; 
Dmg 1-8; MR 50% 
Wc: MV 12; AC 10; W9; hp 20; THACO 
IS; #Att 1; Dmg 1-8; MR 50%; Spells 

Ship. 
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as an intellect devourer. It was the pet of 
these mind flayers and was thoroughly 
conditioned to that state; it is lost without 
mind flayers to tend its needs. The FCs can 
try to "adopt" the devourer, but its align. 
ment and dietary habits might make that 
difficult. 

In any event, the devourer won't follow 
the FCs from the dungeon, and attacks if 
they try to loot the mind flayers' chamber. 
(That's one action it remgnizes as hostile.) 
Quick Stah: Intellect Devourer: MV 15; 
AC 4; HD 6+6; hp 42; WAC0 13; #Att 4; 
Dmg 14/14/14/14; MR Nil; Psionics 





Little Red Bottle 
Aru: The encounter occurs in the bazaar 
of a desertaide city. 
Situation: While browsing through a 
bazaar, one of the F'Cs is drawn to an odd 
little stand apart from the othem it adver- 
tises "Oddments From All Over." One of 
the items for sale is a small reddish bottle 
which seems to have vapor swirling in it. If 
the Pca toy with the bottle, the merchant 
cries out for them to be careful with his 
merchandise1 He sweats profusely until 
the bottle is safely on the table once more. 

The merchant cheerfully sells the bottle 
for 2,OOO gp, but warns the PC not to open 
it unless it is direly necessary. Otherwise, it 
is just an interesting curio. It could be left 
on a mantlepiece, for instance 

Who DO YOU TNBt? 
Area This encounter takes place in a hot, 
humid swamp. 
Situation: The F'Cs are doing some routine 
patrol work in a very nasty area. (They 
ticked off an employer and this is his idea 
of revenge.) One PC has headed off to get 
clean water from the well when they see 
something unexpected: his (or her) old 
mentor! The old Mend approaches. 

The other F'Cs hear the other w m ,  as 
the "mmtoP k o m e s r  greater r a W .  

The rakshe.sn attempts to MI the soli- 
tary PC as quickly as possible, so that it can 
h p ~ t e  him for the others. (After all, 
don't the K s  dl trust each other?) 

(If the original F'C is killed, he could 
always play the rakshaeu, as it attempts to 

The bottle actually contains'a living 
C h n  Death Mist, which attacks whoev- 
er first opens thebottle and then departs. 

If a PC studies the bottle, he notices 
there is a word on the bottom in some 
arcane language. DRiphering this word 
allows the owner to open the bottle safely, 
set the Crimson Death l a g e  and then bid it 
return to the bottle, but getting the pro- 
nunciation of the word correct would 
involve hiring a sage. 

The bottle is worth approximately 

Quick Stam Crlnuon Death Mist: MV Fl 
12 (6 after feeding) (B); AC 0 (4k HD 13; hp 

Spffial attacks and defenses 

12,wo gp. 

64; THACO 7; aAtt I; Dmg 530; MR 95%; 

Nightfeedera 
k This encounter takes place in a rustic 
vlllag.,duringa carnival with dl manner of 
people drawn from outlying farma to see 

Situation: The circus is actually a cover for 
a roving band of vampires and their 
charmed human servants. They are able to 
viait a location, drain a few Itk levels, then 
depart before the lccals' suspicions are 
d. 

Unfortunately for the vampires, one of 
the PCs mognues ' a vampire horn a pre 
vious encounter. Unfortu~tely for the 
PCs, the vampire m o p h a  him as well. 

The vampires are served by a variety of 
individuals, including a brawny fighter 
(6th level, 18/75 Shengh). a wizard (9th 

the wondembrought by the ringmaster. 
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infiltrate and slay the others.) 
The rabhaea fights until it manages to 

kill each PC or it is exposed, at which pomt 
it attacks as itself, using its powers to their 
fullest. 

Ultimately, the rakshasa hopes to MI 
off the entire party, not to mention any 
Mends and relatives the K s  have. 
Quick s t a b  Greater R W w :  MV 18; 
AC5;HD8t16;hp6(;~Att3;Dmg1-6/1- 
6/2-10; MR Special; Spcial attacks and 
defenses 

level) and a p u p  of chlldren (equal to 
kobolds for combat value). 

The vampires won't make a great h u e  
of the pcd presence, but seek to get the 
PCS off by themselves (to make them easi- 

If the Pcs do not attack or try to expose 
their circus of knur, the vampires depart 
two nights later. However, the PCs hear 
tales of mysterious deaths follo- the 
circus, making it a matter they must 
resolve eventually. 
Quick S tab  Vamphi (n: MV 12, Fl I8 
0; AC 1; HD 8t3; hp 61,58,55,52,47,42, 
39; THACO 11; #Att 1; Dmg 5-10; MR Nil; 
Special attach and defenses 

er prey). 
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profits from the merchants, eat and drink 
freelv at the tavern. and use whatever arms The Enforcers 

An: This encounter takes place along a 
rcdd near a mall  town or city. 
Situation: Traveling to a small communi- 
ty, the party comes across a tough-loolung 

up of six half-om who move to block 
t e f f  e party's entrance into town. 

One of the half-orcs speaks, warning the 
party that they had M e r  watch them- 
selves while in town "because Black 
Karvin u the law, and he breab t h w  who 
break the law." The other five brutes gmnt 
their support, then all six of them move to 
let the party p s s .  

Entering town, the characters quickly 
learn that Black Karvin controls every- 
thing, If not everyone, in the community. 
Through hip six bullies, he is able to take 

and buipment heneeds. 
The party membra are watched partic 

ularly closely, and shown very' early that 
the thugs mean business. However. If the 
characters take care of the six half-om, 
Black Karvin departs town rather quickly, 
and the citizens are exbemely grateful. 

Should the characters ever return to the 
town, they will discover that Black Karvin 
has returned, this time with six even bet- 
ter-paid enforcers. 
Quick Stah: Thvgr (6): MV 12; AC 6; T3; 
hp 14: THACO 19; XAtt I; h n g  by weapon; 
MR Nil 

- 
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Frostbite 
Area: This encounter occurs in the frozen 
hills of subarctic lands. 
Situation: Wandering through snow-cov. 
ered lands, the party happens upon the site 
of p recent battle. Bloody human bodies of 
both genders lie about the hilly terrain as a 
tribute to the devastating powers of steel. 
The only visible clue tathe battle is that all 
of the women are dressed in nearly identi- 
cal garb of fur-lined, close-fimng jackets 
and leggings covered with bright-colored 
woolen surcoats, indicating that they 
fought together against the men. 

As the prty members be@n to search 
about for treasure or clues to the cauw of 
the conflict, they are startled by the shouts 
of an angry woman. Looking up, the char- 

The Measure of a Man 
An: This encounter is set in a town small 
enough for the party to interact with 
almwt the entire population in one day, 
Sltumlion: During the party's first day in 
town, they are accosted by an official and 
several guards (enough to discourage the 
group from attacking). The official informs 
the party that they must forfeit 2 gp for 
each weapon they are carrying that is 2 feet 
or longer. (Unless specified otherwise, 
assume characters's weapons are of aver. 
age length for their type.) 

If the party offer$ no reeiptance at all, they 
must pay only for weapons that are visible. 
However, even nonviolent protests will 
anger the official, who will demand that the 
entire party is searched for the many other 

ecters see a human female, dressed in a tat- 
tered mockery of the other female war- 
riors, rushing toward them. 

The amazon priestess, knocked out 
early in the battle, lives to fight on, 
Unfortunately, the delirium of the intense 
cold has left her confused, for she is mn- 
vinced the party members are the remain- 
ing forces of her opposition. 

Temporarily berserk, she fights to the 
death. first casting spells to take out as 
many party members at once as possible. 
Then she resorts to her shattered mace, 
now no more than a splintered club. 
Quick Stat% Amazon Priesteon: MV 12; 
AC 3; CZ; hp 11; THACO 20; #Att 1; Dmg 
by weapon; MR Nil; Spells 
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weapons they are surely hiding. 
If further protests are made by the 

group, the official informs them they may 
be taxed for their magical items if they are 
not more cooperative. 

The next day the party will be 
approached again for the same reason 
(20% chance that it will be the same official 
as the day before) and treated in the same 
manner. This will happen every day until 
the party leaves town or thinks to ask for a 
receipt of mme sort. 
Quick Stat% Town C u d s  (12): MV 9; AC 
5; F1; hp 6; WAC0 20; #Att 1; Dmg by 
weapon; MR Nil 



First Impressions 

Encounter Type: NIT 
Add’l Info: None 
XPValue: 10 



the gang wil l  work to avoid permanently 
P i t  Impressions wounding any of the party members. In 

Area: The encounter o c m  when the party addition, the individual gang members 
is near the waterfront docks in a port city will bolt the first time they take damage. 
Sihratlon; While leaving a dockside tavern Any party members who fall uncon- 
late at night, the party members hear a scious will be dragged away b two of the 
muffled scream in a nearby alley. Moving ruffians, who are willing to Jplete their 
to investigate, they can barely make out own numbers to cap- as many of the 

mugging a third in the shad- characters as they can. 

confronts the muggers, they will be largely will be hindered by the “see-noth 
ignored until most of the party has left the nothing“ attitude of the people %c!% 
main s M .  At that time, all three figures near the wharf. 
will turn to face the party with blackjacks Quick Stits: R e i s  Gang (12) MV 9; AC 9; 
drawn. In addition, nine more men enter FZ; hp 5; WAC0 19: YAtt 1; Dmg 1-3 ( s u b  
the alley to cut off escape. dual); MR Nil 

The dozen ruffians are actually mem- 
bers of a press gang for the navy. Hoping 
to impress the party into shipside labor, 

alleyway. If the party Tracking down kidnapped companions 
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Youthful Ambitions 
Ana This encounter takes place in a small 
town or villsge. 
Sihlation: After a short stay in town, the 
party heads on to whatever adventures 
await. Just as the K s  reach the outskirts of 
town, a 12-yeaMld boy leaps out from 
behind a brush and begins slashing at the 
party with a crude wooden sword. 

The boy continues to jab at the party 
m e m h  until he is subdued, either by dis- 
arming him, threatening the use of true 
violence (promises of a spanking only 
encourage the youth), or by actually best- 
ing him in a mock battle (best done with 
blunt weapons). 

Once calmed, the boy explains that he 
was simply trying to demonstrate his 

Cry for Silence 
h e m  This encounter takes place in any 
small community. 
Situalion: Waving been sequestered away 
in protective custody for two weeks deep 
in a cozy basement, the party is forced to 
listen to the paranoid mutterings of one of 
the other murder witnesses. 

The elderly woman refuses to accept the 
reassurance8 of any of the party members, 
and the continual warnings given by the 
local conatable do nothing to quiet her. 
Even mentioning the paladin Justice of 
Peace upon whom the Lrial is waiting does 
not pacify her. 

Finally, Kalenya is vindicated when five 
rogues sneak Into the basement late on the 
eighth night and attempt to silence the ks- 

adventuring prowess, for he hopes to 
accompany the party in their purneys. 

The boy can actually be talked out of fol- 
lowing the party, but only with consider- 
able effort and guile. (For example, 
“Perhaps you should remain here to better 
protect yo& parents‘ farm.‘’) 

If the K s  do decide to let him travel 
with them, they find him to be as much a 
nuisance as could be expected. Within 
h w ,  the boy whines about the uncom- 
fortable road and lack of gwd food. In 
addition, his angry parents and fellow 
townsfolk will set out after the boy and his 
“kidnappers.” 
Quick Stab: Boy: MV 6; AC 10; C-level; hp 
2; THACO 20; #Att 1; Dmg 1; MR Nil 

timony of the party members and the 
woman. 

Should the party defeat the thieves, they 
will recognize one as the accused man 
himself, apparently freed recently by other 
four fellow guild members. Investigating 
above, the party will find the two guards 
p t e d  near the basement door quite dead, 
as well as the constable and his assistant in 
the jail house. 

It is poesible the paladin Justice may 
accuse them of an attempted breakout 
unless Kalenya speaks on their behalf. 

This encounter may be used as the sec- 
ond part to S e t  of Death. 
Quick Stab: Guild Members (5): MV 9; 
AC 6; TI; hp 6; THACO 20; #Att 1; Dmg by 
weapon; MR Nil 
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The Survivor 
Area: This encounter takes place in the 
treacherous hills of a frozen land. 
Situatlon: while traversing snow-covered 
hills, the party happens aaoss an unusual 
sight-two dozen orc corpses strewn 
about the countryside. Although one has a 
dagger buried in his breast, and a few are 
surrounded in pools of blood where their 
flesh has been chewed to the bone, most of 
the o m  appear unharmed. 

If the party spends any time in the area, 
they will discover that one of the orcs is 
still barely alive. She is easy to slay, being 
unconscious and having but one hit point 
at the moment. However, if the party elects 
to aid her, she will eventually gain con- 
sciousness. She awakens with little fear of 

To the Victors Go the Spoils 
.kea: This encounter is set in any dungeon 
or underground complex. 
Situation: Exploring the dank tunnels of a 
subterranean lair, the party happens upon 
a group of 15 kobolds ransacking the bod- 
ies of several recently slain goblins. The 
k&lds are quite surprised to see the party 
members, having been lulled into security 
after defeating their nemeses. 

As soon as they reaover, the koboids 
fling their newfound treasure at the party 
members, hoping to acquire a modicum of 
surprise. If the ruse succeeds, the kobolds 
turn and flee, disappearing into the 
gloomy, hvistin passages. If it fails, how- 
ever, the kobods draw their weapons for 
battle. Once in the fight, the kobolds fight 

Second Chance 
An: This encounter occurs in any wilder- 
ness region. 
Situation: While nossing vast plains, the 
party notices several humanoids following 
at an increasingrce. Unlys the party has 
a means of eva mg pursuit, the relentless 
creatures eventually catch up to them 

The party's pursuers are a group of nine 
hobgoblins. As the m e  into melee range 
of the characters, Xey let out barbaric perS 
and then attack. However, just as first hob- 
goblin is about to strike, another one lash- 
es out with his blade, felling the first foul 
aeaeure. The remaining hobgoblins 
bffoM quickly disoriented, making them 
easy fodder for the party members and the 
rogue hobgoblin. 

- 

the party, since she did not even expect to 
survive the weather. 

If anyone in the group can communicate 
with her by the orcs' language or spells, 
they will learn that she was rt of a war 
band that had traveled tw into unfa- 
miliar territory and got lost. The last thing 
she remembers was the quarreling and the 
cannibalism. 

She will be extremely appreciative of 
any assistance the party gives her, and 
once healthy, will stay with them until 
they wish her to leave. 
Quick Stat% Orc: MV 9; AC 6; HD 1; hp 6; 
THACO 19; YAtt 1; Dmg by weapon; MR 
Nil 
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un61 they have lost more than 75% of their 
numbers, at which point they surrender, 
hoping for mercy at the hands of their con- 
querers. 

The koblds' only treasure comes from 
what they found on the goblins: 17 gp and 
23 sp. However, not yet discovered on one 
of the goblin bodies is an unlabeled potion 
of diminution. 

It should be noted that unless the 
kobold prisoners are secured in some way, 
they attempt to escape down the dungeon 
tunnels at the earliest opportunity. Once 
free, they huny to summon help to fight 
the K s .  What form of help they bring is 
up to the DM. 
Quick Stats: Kobolds (10: MV 6; AC 7; 
HD hp 3; THACO 20; #Att 1; Dmg by 
weapon; MR Nil 
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If the turncoat suMves the battle, he 
will address the party, speaking in 
Common, Elvish, or Dwarvish depending 
on the most prevalent race in the group. 
The hobgoblin explains that he was, until 
recently, a human. However, he was slain 
while exploring with another adventuring 
group. With no priests on hand, a wizard 
comrade was forced to reinearnate him. An 
outcast of his home d e t y ,  he chose to live 
with the hobgoblins, until their insidious 
habits nearly drove him insane. He thanks 
the party and departs, refusing any offers 
of companionship. 
Quick Stat% Hobgoblins (9): MV 9; AC 5; 
HD 1+1; hp 6; THACO 19; #Att 1; Dmg by 
weapon; MR Nil 



, -  
1 9 Momentary Solution 
,*A Danger:Low 
/"rz Climate: Temperate . -  

Attribute: Wisdom 
Encounter Type: Monster 
Add'l Info: MM 

Lumbering Death 

Terrain: Mountains 



Momentary Solution 
A n :  This encounter is set in any large 
body of water near any large urban area. 
Situation: While sailing the great seas, a 
cry goes out from the Crow's nest. 
Apparently, a man has been spotted over- 
board, though a cursory Bcan of those on 
board indicates that no one is missing. 

Going to the side of the ship, the party 
spies a man tabbing in and out of the 
water. However, it takes little time to 
notice that his waves are one of p t i n 5  
not of frantic struggles. The man points 
down into the water, and then flips over to 
reveal a fishlike tail. The man is actually a 
merman. 

else who might wish to hear him. He 
explains that his people are taught that 
they once had legs with which to walk 
upon the land, much like humans, until a 
mysterious power changed their form. He 
ofkrs a umnd of fire, useless to him, in 
exchange lor a potion of polymorph Elf. If 
the party has the potion, they may trade 
then and there; otherwise they must find 
or buy one and then return to meet him at 
a later time. 

The wand has 76 charges remaining. 
Note that merman accepts only a potion, 
not a spell. 
Quick Stah; Menrun: MV 1, Sw 18; AC 7; 
HD 1+1; hp 6; THACO 19; XAtt 1; Dmg by 
weamn: M R  Nil - - r - - .  -...- 

He swlms over to the side and requests 
an audience with the captain and anyone 

Final Turn 
Area: This encounter takes place in the 
upper levels of a dungeon. 
Situation: While exploring the depths of 
an underground complex, the party 
begins to hear the sound of bones clatter- 
ing together, quite obvioudy several ani- 
mated skeletons moving quickly through 
the hallways. Suddenly, I8 skeletons 
come rushing into the room and begin 
attacking the party. 

Any characters who attempt to turn the 
undead creatures will notice that none 
return down the hallway from which they 
came, instead running through another 
exit or huddling in the corner of the room. 
In addition, very shortly into the battle, the 
party members hear a loud, masculine 
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scream come from down the skeleton's 
entrance corridor. A few rounds later, two 
more skeletons come down that hallway 
with blood on their swords. 

Continuing their exploration after the 
battle, the party members will find a 
human body down the corridor. It is 
apparent that the man died uite recently, 
since the p l  of blood in wxich he lies is 
still damp. Clutched in his right hand is a 
platinum holy symbol (worth 250 gp), the 
one he uaed to turn 18 of the 20 skeletons 
before being slain by the remaining two. 
Quick Stah: Skeletons (20): MV 12; AC 7; 
HD 1; hp 5; THACO 19; XAtt 1; Dmg by 
weapon; MR Special 

Lumbering Death 
A n :  This encounter occura in cavefilled 
mountains. 
Sihution: Passing through the mountains, 
the party spots several caves just as a 
storm k g h  to brew. If they hurry, they 
can just barely make it to one before the 
downpour hits. 
The small cave is surprisingly warm and 
snug, and there are bits of dry straw, 
spread a r t  across the floor. However, as 
they bfgin to set up cam , the characters 

small chambers around the corner. Shortly 
afterward, a large cave bear comes lumber- 
ing into the room, quite pleased at having 
its meal come directly and voluntarily to 
its home. 

hear a low growl come P rom one of the 

The bear fighla ferociously and to the 
death, since it is prOteaing an infant off- 
spanp. In addition to the young tear, the 
party members find several weapons and 
sacks in the back chamber, all having 
belonged to various victims. None of the 
weapons are magical, though all are in good 
shape, but the sacks contains 67 gp and 240 
sp. Moreover, one of the aadLp holds a small 
belt pouch filled with glase beads. 
Quick Stah; Cave Beu: MV 12; AC 6; HD 
6+6; hp 37; THACO 13; #Att 3; h g  1-W- 
8/1-12; MR Nil 



The Prisoners 

Encounter Type: Monster 



The Mare 
Area This encounter is set in untamed 
wmdlands. 
Slhution: Deep in the heart of the forest, 
the party is breaking camp as dawn fills 
the sky. Fmm behind a tree steps a young, 
female centaur. She curls her index finger 
in a "follow me" gesture and then begins 
trotting away. 

If the party gives chase, the centaur will 
go just fast enough to stay out of reach and 
just slow enough so that she is always in 
sight. Finally, when it seems that the party 
is timi enough to end the game, she will let 
them catch up to her. She is willing to can- 
ter along with the party in whatever direc- 
tion they wish togo. No matter what she is 
aslred, however, she simply giggles coyly. 

The Prisoners 
Area: This encounter takes place in any 
dungeon setting. 
Situation After a grand battle with any 
group of monsters who might have prison- 
ers, the party members find three p e o p l e  
two men and one woman of whatever race 
is the most prevalent in the party (if they 
can speak the knguagebtied up in the 
comer. The three individuals are quite 
pleased with the party% success and claim 
that the characters will be rewarded if they 
return the three to their resptive families. 

The three prisoners are actually dopple- 
gangers, having teen tied up after whatev- 
er race the characters just defeated discov- 
ered their existence. The dopplegangers 
travel with the party members until they 

After the chase ends and a little time 
paws, six male centaurs approach the 
party angrily. They demand to know what 
the characters have done to their leadef s 
daughter. At first, the centaurs mfuse to 
believe that nothing other than harmless 
games has been played, but If the party 
speaks convincingly, and if they enter- 
tained the female enough to have her 
speak in their favor, the centaurs will let 
the party continue on their way. 
Quick Stah; Centaurs (6); MV 18; AC 5; 
HD 4; hp 18; THACO 17; WAtt 3; Dmg 1- 
6/14 plus weapon; MR Nil 

01594 TSR, Inc. All Rlshrr Ri-4. 

are out of the dungeon and on their way 
home. Sometime during the first night, the 
loathsome creatures will attempt to kill the 
party and take their treasure and supplies. 

This will be easy if the party members 
do not post guards. Otherwise, thedopple- 
gangers will assume the forms of the most 
trusted slumbering characters and offer to 
take the next watch. 

If the NE works, the dopplegangers 
will try to kill the party members in their 
sleep. If not, they attack the sentries using 
stealth, then go for the sleepers. 
Quick Stats: Dopplegangers (3): MV 9; AC 
5; HD 4; hp 19; THACO 17; #Att 1; Dmg 1- 
12; MR Special 
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Together in Underth 
A n ;  This encounter is set in the cemetery 
of any small community. 
Situation While in town, the party meets 
many friendly people, all eager to please 
the party members. One resident stands 
out, however, as he makes no effort to 
befriend the characters. He is by no means 
rude or cold, but he is too despondent to 
make an attempt. Prom him or anyone else 
in town, the group learns that he recently 
lost his wife when she was apparently 
attacked by wolves while riding alone one 
day. 

Every day around dusk-the time of her 
death, the man goes out to the cemetery to 
bring roBes to her grave and read her his 
love poems. However, one evening, he 

- 

does not retum. After a few days, the town 
begins to varch for him, asking the party . . .  
to kin in. 

That night, the vartv members find him 
near the Gmetej. Sadly, he is no longer 
living. He has b m e  undead, a ghoul, 
having been killed by his own wife, who 
was in turn slain not by wolves but by the 
two other ghouls who inhabit the grave- 
yard. 
The party is rewarded 145 gp by the 

couple's parents for putting the two truly 
to rest, and an additional 200 gp for rid- 
ding the town of this new threat. 
Quick Stats: Ghouls (4); MV 9; AC 6; HD 
2; hp9;THACO19;#Att3;hng1-3/1-3/1- 
6; MR Nil; Special attack 





A Familiar Imp 
Ami: This encounter is set in any open 
area near a wizard's abode. 
Situation: Having entered the open plains, 
the party members have seen very little in 
the way of other life forms. About the only 
creaturea around are a few ravens, out to 
catch the day's meal. 

There is really only one raven, though 
only a druid would have a chance to real- 
ize it is the same one continually flying 
overhead. In fact, this raven is alm not 
what it appears, being in actuality an imp. 
The imp serves as familiar to the wizard 
who resides in a nearby tower and is spy- 
ing on his master's mwt recent trespassers. 

That night, the imp decides to have a 
little fun. It changes into a large spider and 

Old Rations 
Area: This encounter occurs deep in a sub- 
terranean labyrinth. 
Situation; While exploring rotted ruins, 
the party enters what must have been a 
storeroom for food, evident by the various 
casks and crates. Poorly clothed characters 
may notice that the temperatureof thearea 
is sightly below average. As the party first 
opens the door, they are overwhelmed by 
the disgusting odor of @en food. 
The mrce of the smell is easy to locate, 

for growing out from one of the food crates 
is golden-brown-colored mold. The mold's 
fumy texture consumes the wooden box 
almost entirely. If any of the characters 
comes within 5 feet of the mold, the fungus 
will immediately try to absorb the charac- 

war Party 
Area: A narrow mountain pass is the set- 
ting. 
Siluation: The K s  hear the clash of arms 
and bloodcurdling screams as they round 
a hun in the narrow pass. They see two 
groups of humans fighting, one side just 
finishing off the other. They also see one 
on the winning side in the obvious t h  
of berserker rage. 

The party is immediately mistaken for 
reinforcements and is attacked. If the K s  
retreat quickly they can get away but must 
find another path through the mountains. 
If the party is mounted, this quick turn- 
about takes a successful riding proficiency 
check in order to accomplish, otherwise 
the berserkers will reach them before they 

L 

then attempts to sneak into camp and bite 
one or more of the characters. Once dis- 
covered, the imp will reveal ita true form 
and attack with its own poisonous sting. 

The imp will stay and fight until if feels 
it is losing, at which point it will turn invis- 
ible and fly away to report to its master. 
However, unless the party was intentional- 
ly destructive, the imp will simply be 
rewarded for his work, and nothing more 
will happen to the party. 
Quick Stats: Imp: MV 6, Fl 18 (A); AC 2; 
HD 2t2; hp 13; THACO 19; #Att 1; Dmg 1- 
4; MR 25%; Special attacks and defenses 
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ter's body heat. If any of the party's light 
mrces are heat generating, the mold will 
grow, possibly even doubling in size. The 
mold is not conscious, having no intelli- 
gence or alignment. There is nothing of 
value in the area, en party members may 
avoid the damage of the heat absorption 
by departing the area, providing they were 
not killed or knocked unconscious by the 
mold's 4 8  hp of damage. 
Quick Stab: Brown Mold MV 0; AC 9; 
HDN/A; hp N/A;THACON/A;#Att Nil; 
Dmg N/A; MR Nil; Special attack 

can turn around. The next round, the 
remainder of the group is close enough to 
strike. The berserker attacks the PC he con- 
siders to be the mightiest warrior, judging 
from the annor and weapons carried. 
Quick Stab: Normal Warriom (D; MV 12; 
AC 7; pj; hp 18; THACO 18; YAtt 1; Dmg by 
weapon (broad sword); MR Nil 
B e m r k k  MV 12; AC 7; F5; hp 35; THACO 
16; #Att 1; Dmg by weapon (broad sword); 
MR Nil 



Add’l Info: PHBRZ (ThicO 
XP Value: 35 each 

Attribute: Charisma 
Encounter Type: NIT 
Add’l Info: None 



Far from Shemood Forest 
Are.: A fairly well-traveled mad which 
winds deeper and deeper into a forest is 
the setting. 
Situation The leader needs to chwk (Int- 
IO) to see if he notices the net trap set on 
the mad. If he does, they can stop before 
setling it off and springing the ambush, 
thus gaining the initiative for the first 
round. 

If he doesn‘t see the trap, a net drops 
down, catching the hone’s head and front 
quarters. The rider must make a horse 
manship proficiency check to stay mount- 
ed, othemise he falls to the ground, taking 
Id6 points of damage. 

If the PCs were not mounted, the net 
falls on them. It takes 3 rounds to untangle, 

during which time they lose Dexterity and 
shield bonuaes, and are 4 on all to hit rolls. 
The bandits now spring their trap. They 

appear on the mad M) feet in front of the 
party, as well as in the trees and even on 
the road behind the K s .  Unlike Robin and 
hls merry men, these bandits waste no 
time attacking the party. 
Quick S t a b  Bandits (20-4 to front, 5 at 
each side, 6 to rear): MV 12; AC 7; T2; hp 6; 
THACO 20; XAtt 1; Dmg by weapon (front: 
shortbow, short sword; sides: spear, short 
sword; rear: short sword); MR Nil 

to question the Ks about the infraction. 
Should the PCs tell the truth and admit 

they were unaware of the law, they will be 
asked to leave the city immediately. If they 
lie, denying they used magic, they are 
brought before the religious court the next 
dav. with a maximum m l t v  of death for 

The Inquisition 
Are.: A highly religious town, dominated 
by a very large temple in the city center, 
will do. The town‘s mayor is alm the main 
religion’s high priest. 
Situation Unless the K s  have activelv 
sought out the local laws, they will nit 
know of the bun on nonreligious magic 
and nonnative religion magic. 

The PCs find themselves accosted, after 
dark, by a gmup of thug. The thugs waste 
no time waylaying urparty. P~rtunately, 
or unfortunately, de ding on how the 
fight was handled, t r c i t y  guard arrives 
swiftly and the thugs run away. 

If the PCs used magic for defense or 
healink and are seen by the guards, they 
are detained for the Inquisitors, who arrive 

Bulls, Bulls Everywhere 
Area: A strange town with M ~ W  wind- 
ing sbeets is the setting. 
Situation The PCs have just entered a 
town they have not been to before. They 
Mtice immediately that the town appears 
to be d d d  out for mme kind of festival. 
They can hear music and shouts of glee 
coming from the town square. 

As the PCs make their way toward the 
center of town, they see houses with their 
shutters battened down and their doors 
closed. They see many young boys either 
on the rmf of their houses or in an upstairs 
window. Otherwise, the sbeets appear to 
be deserted. 
As the PCs turn a corner toward the En- 

ter of town, they see a large gmup of 

uskg magic and p.i.h. ’ 
Quick Stab Thug# (4): MV 12; AC 8; T4; 
hp 12; THACO 19; lAtt  1; Dmg by weapon 
(short sword); MR Nil 
City Guard (4): MV 6; AC 1; F7; hp 55; 
THACO 14; UAtt 1; Dmg by weapon (long 
sword); MR Nil 
Inquidton U): MV 9; AC 5; P9; hp 44; 
THACO 16; #Att 1; Dmg by weapon 
(mace); MR Nil; Spells 
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young men charging at them, shouting 
with glee. They may believe at first that 
they are being attacked by a p u p  of 
fanatics. Or perhaps they may think it is a 
welcoming party. Both these notions will 
be wiped out as the men run past and the 
K s  see what is following them. 

The K s  have walked into a running of 
the bulls, and they are standing !kt footed, 
looking down the s m e t  at a large herd of 
angry bulls stampeding toward them. 
Quick Stab B u l b  (25): MV 15; AC 7; HD 
4; hp 20: THACO 16; #Att 1; Dmg 14; MR 
Nil 



Terrain: Urban 
Attribute: Intelligence 
Encounter Type: NFC 
Add'l Info: None 

Another Nessie? 

Add'l Info: MM 



Mage vs. Mage, Part 2 of 2 
An: This takes place in the same small 
town as Mage YL Mage, Put 1. 
Situation: This can only be run after the 
above encounter card has been concluded. 
The Pcs have just sold Mundin the item he 
sought. 

The PCs are sought out by a middle- 
aged elf, Therdu, dressed in traditional 
robes. He a m t s  the party in the street 
and demands to know about the item they 
just sold to Mundin. 

When told that it was a simple, non- 
magical item, Therdu flies off the handle, 
chastising them for allowing his rival to 
get the final component for the spell. He 
sap he would have offered twice what 
Mundin paid them. 

Therdu tells the PCs that the town and 
the surrounding territory is now in grave 
danger, as Mundin will use the spell to 
gain control over the region and spread hia 
evil. He tries to petBuade them to sneak 
into the Mundin's tower and mover the 
item for him. 

If persuasion fails, he will try to bribe 
the Pcs to sneak in and steal it back for 
him. Therdu is desperate and will do what 
it takes, short of invading the other wiz- 
ard's tower himself, in order to regain this 
spell component. 
Quick Stat% Therdu: MV 12; AC 7; WIO; 
hp 23; WAC0 17; UAtt 1; Dmg by weapon 
(dagger, dart); MR Nil; Spells 

Another Nespie? 
h e =  The PCs find themselves in a town 
next to a large lake. 
Situation: It becomes immediately appr- 
ent after spending any length of time in 
this town that the people are afraid of the 
lake. The fishing boats, which used to go 
outon the lake daily, are beached and dry. 
The PCs hear mothers warning their chil- 
dren to stay away from the shore. 

Inquiries reveal taka of a monster that 
lives in the lake. It made itself known two 
months ago, destroying several fishing 
boats and killing over a dozen citizens 
before the mayor declared the lake off lim- 
it6 for fishing, swimmin& and hygiene. 

The mayor has placed a bounty of 500 
gp on the monstw of the lake. Hearing of 

tneu presence in town, and their reputa- 
tions as adventurers, the mayor approach- 
es the PCs to beg them to rid his town of 
this honor. 

The lake is occupied by aboleths that 
live in an underwater cave on the far side 
of the lake. RK ableths attack any boat 
setting out on the water. (They refuse to 
keep slaves.) The only viable alternative 
may be to Cast uwtcr brrrrthmg, then go 
down to clean them out. 
The PCs find 5,wO gp in the aboleths' 

cave, in gems, jewels, and old coins. 
Quick S t a h  Aboleth (3): MV 3, Sw 18; AC 
4; HD 8; hp 64; THACO 13; lAtt 4; Dmg 1- 
6/16/16/1-6;MRNil;Spffialattachand 
defenses 

Treasure Hoard 
An: This small town seems very recep 
tive to the party members' arrival. 
Sihtion: The townspeople tell them of a 
cave containing a great beasure hoard 
guarded by a giant lizard. They deliberate- 
ly omit that it is a basilisk because they 
don't want the PCs to tlee from it. The citi- 
zens do admit that several groups of 
adventure -ken have gone after the 
hoard, but not one has been successful. 

The PCs find the cave not my far from 
the town. The entrance, due to other recent 
forays here, is no longer overgrown. 

As they travel down a winding narrow 
cavern, the PCs see speral remarkably 
realistic statues of magee, clerics, warriors, 
and thieves. Rounding a final turn, the tun- 

nel opm8 into a chamber containing mer- 
a1 huge chests. 

As the party approaches the chests, a 
greater basilisk emerges from an alcove in 
the floor behind a beasure chest. It attacks 
without hesitation. 

If the PCs kill the basilisk, they may 
examine the trove, which consists of sever- 
al stone chests containing 20,ooO cp, 12,W 

o w  d'art. 
Quick Stat.: Greater Builiih MV 6; AC 2; 
HD 10; hp 70; THACO 11; lAtt 3; Dmg 1- 
6/16/2-16; MR Nil; special attack8 

sp, 8,ooO gp, 2,ooO pp, 12 gems, and 2 



Add'l Info: MM 
XP Value: 420 each 



A Cave to Remember 
 area^ A mountain trail leading into a large 
cavern is the scene. 
Sihution This cavern is wider than the 
trail and is 20 feet high, which allows the 
Pcs to stay mounted. 

In order to proceed down the trail, the 
party must pass through this cavern to the 
other side of the mountain. The cavern is 
natural, and the deeper they travel the 
darker it becomes. 

of the cave fishers trampoline out of their 
concealed hiding positions onto the PC. 
They attempt to encase the downed PC as 
uickly as posaible, before being forced to 

?ace off with the rest of the party. 
The remaining two cave fishera shoot 

their strands at any FCs who come to the 
aid of the downed PC. 
Quick Stab: Cave Fishera (4): MV 1; AC 4; 
HD 3; hp 18; THACO 17; #Att 2; Dmg 2-8; 
MR Nil; Special attacks and defenses 

The cave fishers who live in this cave 
have set up a single strand across the trail. 
This strand trips the hones-walking 25% 
chance, trotHng 55%. and charging 90% 
chance. If unmounted, the lead FC has a 
33% chance of tripping over the strand. 

Once horse and rider are downed, two 
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Safari 
Are.; The FCs are in the mountains. 
Situetiw. The FCs have been hired, sight 
unseen, by a local lord while in a nearby 
town. They will be paid a large sum of 
money to pwort him on a hunt in the moun- 
tains. They will also be given a bounty for 
eaoh creature that is killed on the triv. 

'rnat nignt, as camp is set up, the young 
lord insists on standing a watch just like 
everyone else. While he Is on watch, some 
displacer beasts a p p r .  His lordship see9 
the dirplarer beasts and leaves his post to 
go out and kill a "puma" on his own. 
Unless someone else is standing watch 

with the young lord, his disappearance 
zoes unnoticed until the disvlacer beasts 

The party arrives at the lords chstle to 
find a small man. He is aaually little more 
than a boy wanting to prove himself in the 
hunt. He has heard that the nearby moun- 
tains are populated with a larne number of 

growl or the Pcs hear the baron's screams 
as the beasts attack him. 
Quick Stah: Dimplacer Beasta (5): MV 15; 
AC 4; HD 6; hp 56; THACO 15; #Att 2; Dmg 
2-8/2-8; MR Nil; Special attack 

pumas. As ihe puma is a lad symbol of 
power, his lordship has his heart set on 
bagging one. 

The trip goes off with little trouble as 
they encounter a couple of small creatures. 

Look to the Sky 
An: An old, large city is the scene. 
Situation The pts notice many fantastic 
and fancy stone buildings. All seems quite 
ordinary until it gets close to dark, when 
the streets seem to become deserted. 

Inquiries reveal there is no curfew. 
Further questioning yields furtive glances 
and tales of a kililler darkness. It seems the 
town has been lagued by an undetectable 
killer who stalfs the Streets without leav- 
ing so much as a footprint behind after 
killing and eating its victims. No one is 
eak: children, warriors and even wizards 
have all been killed. 

If the PCs decide to venture out at night, 
they are attacked. If they choose to stay in, 
they hear a scream outside the inn, just 
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after midnight. Lwking outside, they see 
one of the city guard dead and his partner 
under attack by a gargoyle. If they step out 
to aid the city guard the remainder of the 
pack of gargoyles attacks. 

If overmatched, the gargoyles retreat to 
their hiding places to recuperate. The crea- 
tures have replaced the stone gargoyles on 
buildings with themselves. Prom there 
they can observe and swoop down on their 
unsuspecting victims. 
Quick Stab: Gargoyles (12): MV 9, PI 15; 
AC 5: HD 4+4; hv 28: THACO 15; #Att 4; 
Dmg 1.3/1-3/1-&/1.4: MR Nil; Suecial 
defense 





Watch Your Back 
Are* A mfdium-sized city will do. 
Situation: The city guard takes a good 
hard look at any thieves in the party, or 
those who d m  similar to rogues. The FC 
thieves, or those dressed like ones, are 
avoided by the populace and watched 
closely. Those caught stealing find out 
quickly a b u t  the penalty for theft imme- 
diate death. 

The Pcs learn that nothing is safe in 
town. There are a group of thieves who 
have stolen fmm just a b u t  everyone from 
the merchant class to the local nobles. The 
local thieves' guild has been imprisoned, 
killed, or run out of town. Yet, even that 
did nothing to stop the thefts. 

Soon enough the K s  find themselves 

victims of thieves at work. Something of 
value is stolen by one of the githzerai 
thieves working this town. If the item lost 
is extremely valuable, it should motivate 
the PCs to find the githzerai lair in town. 

They can locate the culprit with tracking 
or true sight. They find the lair in an old 
warehouse by entering though a =ret 
door in the alley. 

In the githzerai's local lair the PCs find 
.w.m m. --.--- -r .  
Quick Stats: Githzerai Thieves (5): MV 12, 
Fl (Limbo) %; AC 7; HD 11; hp 30; THACO 
15; WAtt 1; Dmg by weapon (long sword); 
MR 50% 

A Taste for Home Meat 
A r m  The wilderness at night is this 
encounter's setting. 
Situition: As usual, when on the road, the 
party has set up a camp. Everything seems 
n o m ] ,  and the watchen are quiet. 

About midnight the horses become skit- 
tish, but there dasn't Beem to be anything 
to cause their newou~ness. Elves, due to 
their sensitive hearing, have a chance to 
pick up the faint flapping of wings (1 on a 
db roll). Then all Is quiet once more. An 
hour later the Pc sentries again notice the 
horses becoming restless. 

Suddenly, out of the dark sky, the FC 
sees a pack of at least a dozen griffons 
swooping in to attack +he party's horses. 
The griffons ignore the Ks, more intent on 

the opptunity to feast on horse flesh. 
If the PCs abandon their horses, the grif- 

fons are more than happy to eat them and 
leave m n  afterward. They ignore the 
party as though they aren't even there. 

However. if the FCs deeide they would 
rather ride than walk, and that keeping 
their horses alive would best suit this end, 
they must fight the griffons. Attacking the 
creatures, however, only m e s  to call their 
attention to the PCs. The griffons not 
directly attacking the horses fly at the 
party members. 
Quick Shh: Griffons (12): MV 12, Fl30; 
AC 3; HD 7; hp 49; THACO 13; WAtt 3; Dmg 
1-4/1-4/2-16; MR Nil 

Where There's Smoke, 
There's Fire 

An: Any natural cavern will do. 
Situation: From the map the FCs have, 
they know the main dungeon lies straight 
ahead, but they now stand in a natural 
chamber. The chamber has three tunnels 
on each side, one directly to the front, and 
the one the party just came in from to the 
rear. 

Each FC catches the scent of something 
(Intelligence -10 to determine if they can 
identify the smell as sulfur). By the time 
they have identified the smell, two hell 
hounds block the main passage. 

The hell hounds attack immediately. 
The next round six more hell hounds 
appear, two from each of the other tunnels. 

Now the trap has been s p ~ n g .  
The hounds fight viciously. relentlessly, 

keepin the Pcs from crossing the cham- 
ber to t ie main passage, and blocking their 
retreat the way they have come. 

The lair for these creatures is down one 
of the side tunnels and has 8,W cp, 1.W 
sp and 1,603 gp hidden in it. 
Quick Stah: Hell Hound8 (8): MV 12; AC 
4; HD 7; hp 49; THACO 13; #Att 1; Dmg 1. 
10; MR Nil; Special attack and defense 



XP Value: 35 each 



Too Many Heads 
Are= The PCs are in a small mining town. 
Situation: The town is one in which the 
people work hard for a living and drink 
hard at night. The PCs find the town has a 
strong ale which intoxicates those not 
familiar with it after only a few drinks. 

It is afte? midnight when the alarm at 
the mine is sounded. The townsfolk sober 
up instantly and race up the mountainside 
to the mine entrance. The PCs will not 
know what is going on until it is explained 
that the alann signaled a cave-in and that 
everyone is needed to help. If the Pcs seem 
reluctant to helrr. the i M k m  bem them 

minora milling about talking. Confusion 
reigns and mmors are forming. The PCs 
quickly determine that the miners stum- 
bled upon eomething deep in the mine 
which no one could identify, and came 
running out of the mine entrance. 

Suddenly the wall around the mine 
entrance explodes outward, showering 
mks down on everyone. A massive 10- 
headed beast appears in the new entrance. 
The townspeople m a m  and scatter in 
panic as the lemaean hydra appears. 
Quick State Lernaean Hydm MV 9; AC 5; 
HD 10; hp 60; THACO 10; #Att 10; Gmg 1- 
8 (-10); MR Nil; Special defense 

r -  ~ ~ v -  ~ ~~~ 

to come and help &e h3 fellow miner,. 
If the Pcs decide to help, they arrive at 

the mine entrance to see a large group of 
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breaks the surface. 

The locathah immediately attack the 
Area: Any port town wlll do. neamt target: the party members. They 
Sltuation: Thia usually hbrdworking, arc a welldisciplined force and fight with 
h a r d d w p r t t o w n i s p p p d b y t e r -  elite monle. They stay near the shore. 
ror. Rumon of pirate raids and sea mon- knowing their limitahons on land 
stem ravaging up a d  down the coast run The locathah are the leading edge of an 
rampant in the street,. So far, this town has invasion force. They must be defeated, M 

been lucky. Moot of the ban and places to more are read to follow. The locathah are 
go carousing are located in the waterfront desperate for and have heard that the 
district. shore folk have lots of it. 

The Pcs are enjoying the rightwe one Quick Stak LocaUuh (2Dh MV 1, Sw 12; 
evening when they nolice it is nearing cur- AC6;HD2; hp 12;llMCO 19:XAtt I: G m g  
few and they must start back to thdr room. by weapon (trident); MAR Nil 
Aa they walk down the skeet, they see a 
disturhnce in UU center of the harbor. 

The disruption of the water slowly 
moves in toward shore. In a few rounds, 
the fint of an invadlng army of locathah 

Amphibious Warfare 
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Keep Your Guard Up 
Area: Two separate  tow^ are required. 
SiMation: The Mls have had a recent run 
in with lycanthropes, especially were- 
wolves, and now their cousins seek 
revenge. The Pcs are in an inn when a man 
stumbles into the pub. He begs for a pri- 
vate audience with the Pcs. 

The man asys he is a fanner from the 
next village, and claims he saw the mayor 
and sheriff (the other night) change into 
wolves and kill his brother. 

He has heard of the PCs encounter with 
werewolm, and he be@ them to come to 
his village and help him. If they accept 
they find out that indeed there has been 
lycanthrope activity in the town. 

If they decline, the farmer continues to 

pester them until they agree. He even 
offers a small bribe of a few hundred gold 
pieces. 
The Pcs can easily dispatch the mayor 

and his sheriff. They are o r d i  people, 
not lycanthmpes, and tbe PCs are arrested 
and tried for murder. The man who et 
them up has disappeared and is unkmwn .. 
in the tbwn. 

If the PCa delay, the lycdnthrop attack 
them the next night, because they are im- 
patient for revenge. 
Quick Sat81 Wrrcwolpn (16): MV 15; AC 
5; HD 4+3; hp 27; WAC0 15; XAtt 1; Dmg 
2-8; MR NU; Spedal defene 
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Ship Ahoy! 
Area: The FCs are at sea, on the caravel 
Swimming Manticore. The ship is 
equipped with two ballista and three 
medium catapults. 
Situation: The FCs are aboard a ship, two 
days out of port. It is attacked by pirates 
led by TNmaine Shipkiller. The crew 
scorn several hits on the pirate ship before 
it reaches a range of 100 yards. The FCs 
may also be able to contribute to the dam- 
age with spells and missiles. Meanwhile, 
the pirate8 rake the ship with arrow fire 
and catapult stones. Each FC involved 
takes 2d6 points of damage, saving throw 
vs. breath for half. Some spells ma negate 
damage, for example, protection &m nor- 
mal missiles. As the pirate ship is driven off, 

My Purse Is Empty? 
Arer Any reasonably large city will do. 
Situation A cutpurse is trailing the party. 
He attempts to set them up for a snatch. 

The cutpus?, HmpU, is M) fool. He 

the party. He has an obsenation skill of 16. 
Two c h d s  are made, one to determine 
class, the other for kePFailure means that 
he is off by 88 much 08 he failed t h e c k k  by. 

Harapell avoids other thieves. He 
leaves the more violent people, such as 
benerkers, alone. His favorite targets are 
priests, whom he considers easy prey. He 
also favors maws. since the” uauallv c a m  

U M  his Obeervation pro%i&q to sire up 

a catapult 
shot e x n l ~  

it hits directly amidship. The 
s, eking the middle of the 

ship onfire. 
- 

Clever PCs can slow the burning of the 
ship. Creative use of spells such create 
w l t n  can help save the day. If the FCs do 
nothing, the ship sinks in two hours. If 
they come up with some clever solutions, 
extend the time by a day or 80. 

If the ship sinks, the FCs get a likboat. 
It is large enough to hold the rty bulky 
things like armor must be lerbeknd. If 
TNmaine survives, he blames the Pcs for 
the loss of hie ship. He may become a 
nemesis in the future. 
Quick StaM: Trumaine: MV 12; AC 2; F10; 
hp 76; THACO 6; #Att 2; Dmg by weapon 
+6; MR Nil 
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purse strings and hide the purse. This 
q u i r e s  two -rate pick pockets rolls 
(68% chane). 

If successful, Harspell then yells out 
“Stop, thief!“ When the FC turns, he points 
away and says, “A kid just grabbed a sack 
off your belt and ran off. If you hurry we 
can still get him!” If the FC falls for it, 
Harspell pins the chase, ostensibly leading 
the way. He then allows himself to be out- 
run. When the Pcs are far ahead, he disap 
pears into the night. 
Quick StaM Hmpell: MV 12; AC 6; l7; hp 
23; #Att 1; THACO 17; Dmg 1-4/1-3; MR 
Nil 

~~~~~, ~ ~~ ~~~~, ~~~~, ~~~~~, 
gems for spell components. 

Harspell trails the party until they enter 
an inn or a shop. He prefers to cut the 

Little Knowledge 
Area: The charactem are in a small village, 
acupied mostly by farmers and smiths. 
There is a small temple to the local god of 
knowledge, with a small library. The 
library could be a place to &et information 
on the area the FCs are in. 
Situation: The PCs encounter Brother 
Buntline, an aspiring young priest. The 
High Priestess at the temple is well known 
as a scholar in the fields of ma@ and 
nature. On the other hand, young Buntline 
has had none of his writings accepted into 
the library yet. He is &etting desperate. 

The brother seek out the K s ,  they are 
well-known adventurers. He intends to 
make adventurers his mapr field of study. 

Brother Buntline presses the FCs for 

stories of their exploits. He wants to know 
their feelings as they faced this medusa or 
that wyvern. He is eager and polite. He is 
also a m p l e t e  pest. Any PC who talks to 
him finds that they have a hard iime get- 
ting rid of him. He follows them around, 
always with just one more question. If the 
party tries to get rid of him, he tries anoth- 
er tack. He begins to bring them clues to 
adventures. He asks only for the whole 
story when they get back. 

Adventure6 the brother provides should 
be long on danger and short on heam.  
Quick Stat#: Brother Buntline MV 12; AC 
10; P3; hp 12; XAtt 1; THACO 20; Ding 1-2; 
MR Nil; Spells 



Attribute: Wisdom 
Encounter Type: Device 
Add’l Info: PHB 



Prisoner, Part 2 of 3 
A n :  The encounter takes place on the 
mad between a local temple and a city. The 
mad leads through farmland and vine- 
yards. The FCs have no trouble tinding 
friendly families to board them overnight. 
Situation: The PCs are hired to escort a 
prisoner to the city to be sentenced for his 
“crimes.” The pay is 100 gp. The temple 
involved could be one where the priest 
PCs receive training. Perhaps they have 
had to get healing there. Now they are 
ex+ to pay for it. 

On the mad the PCs discover that the 
man’s crime is that he is an atheist. He 
laughs at any powers that the PCs may w m  
ship. The powers involved do not take this 
lightly. They attempt to wipe out this blas- 

phemer. One efka of Silarth‘s atheism is 
that the attacks have no efkd on him. A 
aeries of disasters plague the party through- 
out the fourday trip. They are, not neces- 

1. An innrf plague. 
2. Lightning bolt from the sky (3d6 to 1-2 
PCS). 
3. Ants infest their food supplies. 
4. Cold wet rain the last two days of the 
trip. The prisoner stays dry. 
5. One nonmagical metal item of each PC 
heats up and melts. 
6. A PC gets stuck in quicksand. Silarth 

sarily in order: 

walks ac& with no problem. 
Quick Stah: Siluth: .W 12; AC IO; F1; hp 
8; RAtt 1; WAC0 20; Dmg 1-2; .WR Nil 

I Dare You 
Are.: This occurs in a tavern or inn where 
the PCs are relaxing amid a crowd of 
laborers, guardsmen, a few nobles, and 
more than a few adventurers. The inn is 
large, with a roaring fire and a dance flwr. 
The challenge occurs just after supper, 
befbre any dancing has started. 
Sibation: Hem Trollsfw is a fighter of 
some reputation. He is well known as the 
best fighter the PCs h h e .  He has always 
been told that (insert PC fightefs name) is 
a better fighter than he is. He wants to 
prove his detractors wrong. He challenges 
the PC to a duel. At the Pcs option, it can 
be honorable (flat of blades, one-quarter of 
damage is real), or to the death. Hem is a 
virtual carbon copy of the PC. He daes not 

Sloshed 
Area: This can ormr in any city or village 
with a detachment of soldiers or a strong 

Sibation: The PCs are making their way 
along the street when a group of drunken 
soldiers comes staggering out of a nearby 
inn. T h y  are in high spirie and immediate- 
ly start insulting the PCs. They are aggrea- 
sive, aude, and in the state of drunkenness 
that makes fighting sound like fun. The sol- 
d i m  make disparaging remarks about the 
PCs’ lack of strength and brains, m d e  wm- 
ments abmt any physical deformities, or 
even ast doubts on the PCs’ parentage, 
anything to instigate a fight. 

The PCs may avoid the fight, but any 
attempt to leave peacefully earns them 

city guard. 

have the magical weapons that the IT may 
have. He is one level higher than the PC. 
His hit points are the same. 

Hem challenges the PC in a loud voice. 
When he does so, the entire inn gets quiet. 
Everyone watches the PC for his reaction. 
If the challenge is turned down, the crowd 
acts as though Hern won. The PC is 
mocked and ridiculed. A song about 
“brave sir (insert PC name), who boldly 
ran away” starts. If the PCs want to lay 
wagers, other patrons will wager up to 300 
gp on Hem, offerin adds of 3 to 2. 

(as PC); F(one level higher than PC); hp (as 
PC); THACO (one better than PC); Dmg (as 
PC minus magical weapon bonuses); #Att 
(asPC);MR(asPC). 

Quick Stah: Hem k milsfoc: Mv 12; AC 
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calls of “cowards”. “afraid of real fight- 
ers’’, “orc-kissers”, things like that. 

If the fight f i ~ l l y  breaks out, another 
patrol of Soldiers h a p  by. They are 
concerned that their buddies do not end 
up in trouble or dead. They p in  right in the 
fight. 

If weapons are drawn, the soldiers 
grapple with the PCs. They do not want a 
blocdy fight; they just want to pound some 
s n h  adventurers. 
Quick S tab  Drunken Soldim (8): MV 6; 
AC 8; F3; ho 15; #Att 1; THACO 18; Dma 
use punchi<g/wrestling chart on page 67; 
DMG 
Sober Soldiers (8): MV 9; AC 5; F4; hp 20; 
#Att 1; THACO 17; Dmg use punchin$/ 
wrestling chart noted above 
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Mad Scientist, Part 1 of 2 
Area: A small village without a large cleri- 
cal presence is needed. On a hill overlook- 
ing the town i5 an ivy-covered tower. No 
mads lead to the tower. 
Situation: Togreif, a necromancer, needs 
human bodies for his experiments. He has 
been watching the town through his crystal 
tall and has decided that the PCs. being 
strangen, are perfect subjects. He casts 
sfrmgfh and invisibility, then t t leprrs  right 
behind one of the PCs. He strika him with 
a sap of p m l p f i o n  (bonus of -1; victim 
must save vs. paralyzation at -2; each 
strike taka one cham: 12 charncs left). 

Togreif then grabs the victim and fele- 
parts back to his tower. If he fails, he fele- 
parts away. He tries again later that night 
to catch the same PC. 

If the Ks inquire, the villagers all 
know that a "crazy mage" lives in the 
tower. They urge the Pcs not to go there, 
because no one who does ever coma back. 
Short of magical compulsion, none of the 
villagers will accompany the PCs to the 
tower for the rescue. 
Quick Stak ?ogre& MV 12; AC 0; W13; 
hp 28; #Att 1; Cmg by weapon (sap); 
THACO 16; MR Nil; Spells 

The spell effects and & a n o n  &e him a 
+8 to hit (inuisibility, stmgfh, behind vic- 
hm. sap). 
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My Head Hurts 
Arm This encounter takes place in a cave 
far underground. The cave has four 
entrances. The only one that leads to the 
surface is the one the PCs used. The cave is 
beautiful in the light, the colors of the rain- 
bow glint in the torch light. It is almost cir- 
cular, about 30 feet aaoas. 
Situation; The illithid returns two rounds 
after the FCs have entered. It is not sur- 
prised, having detected them with ESP. It 
does not attack immediately. It u r n  a ring 
of polymorphing (weawmay polymorph self 
and polymorph othm, one each per day.) It 
polymmphs itself into a gnome and enters 
the cave. 

The gnome aeems hesitant about the 
party. He finally offers to share the wealth 

the cave. 
The gnome aeems hesitant about the 

party. He finally offers to share the wealth 

Rust Man 
An: The PCs have discovered an aban- 
doned inn. The door hangs from the bot- 
tom hinge, providing a view inside the inn. 
The furniture is ruined, although there is a 
skeleton wearing intact plate mail lying on 
the floor. Inside the doorway to the inn 
stands a huge statue, almost 10 feet tall. 
The statue is old and rusty. 
Situation: A NS& mold resides on the 
statue. It is 70% likely to be taken for real 
rust. The statue stands right under a hole 
in the roof, the mold keds on the moisture 
that drips through when it rains. 

When the PCs move the door to gain 
entrance, have them roll a Dexterity check. 
If it is failed, the door bump the statue. 
This causes the statue to fall. First tell the 

of the cave. He points out the uncut dia- 
monds in the ceiling, suggesting that the 
party help him get them. The ceiling is 15 
feet high. The PCs must use magic or drag 
large boulders. He suggesfs that a PC 
should use his best weapon to chlp out the 
diamonds.'lf used, the weapon must make 
a saving throw vs. crushing blow or shat- 
ter. The illithid also attempts to chnrm as 
many of the party as he can. If attacked, he 
responds with a mind blast. If damaged, he 
flee0 for his life immediately. 

At the back of the cave is a sack with 12 
uncut diamonds worth 120 gp each. 
Quick Stat% Mind Phyec MV 12; AC 5; 
HD 8+4; hp 41; THACO 11; #An 4; Dmg 2; 
MR 93%; S-1 attacks 
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PCs that it is moving. It looks like a rusty 
iron golem. Then it crashes to the floor in 
ruins and dust. This Scatters the russet 
mold's spores in a 10-foot radius. Anyone 
in this radius must save vs. poison or they 
are paralyzed. They die in 5d4 rounds 
unless a cure dimse is cast upon them. 

If the Dexterity check succeeds, the 
stake does not fall. Any F'C entering pass- 
es within 3 feet of the statue and is affected 
by spores. 

If the mold is dealt with, the party may 
search the skeleton. It wean a set of plate 
mail +2. 
Quick Rats: Rned Mold MV 0; AC 9; 
HD Nil; hp Nil; THACO Nil; Special attacks 
and deknses 
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Dmw Messenger 
An.; This occurs in any area known to 
have drow activity. It is most likely a 
forested area. 
Situatim The Pcs are camped for the 
night. The watch hears something moving 
in the forest. If the FCs investigate lmme- 
diately, they encounter a spirit naga. If 
they wail more than two rounds, the nag8 
calls out to the camp, "I bring a mesassage. 
May 1 enter?" 

If the party allows this, a snake with a 
human's face enters the camp. ''I bring a 
message from my masters. You are in the 
territory claimed by the drow. If you sur- 
render some gold and magic immediately, 
you may leave unharmed." 

The ~ g a  warm them if they begin hos- 

tile actions. "I am not alone. Act not hastily, 
or you will regret it:' If the party tries to 
spot someone in the darkness, they are 
unable to. If they refuse, the n a p  tells them, 
"You have been wamed-on your head it 
lies:' It then leaves without any more con- 
versation. 

The naga is not working with anyone. 
It hoped to find a weak party it could 
defeat easily. It understands that the party 
is too much for it, so it's trying to bluff 
some treasure out of the FCs. 
Quick S t a b  Spirit Nap: MV 13; AC 6; 
HD 9; hp 53; UAtt 2; THACO 11; Dmg 1- 
4/24; Special attacks and defenses 

Help My Mom 
Are.; A krge Inn on a well-traveled road is 
needed. The urn is filled with farmers and 
tradesmen. 
Situation The Pcs stand out in lhis crowd. 
They are watched fmm every table. The 
low bun. of conversation obviously con- 
cern them. There is nothing sinister about 
this; the vlllagen are not uud to pDple as 
well armed as the Pcs, 

The inn quieta when young Billy, age 8. 
bunts into the mom. He NM to a man 
with a feathered cap and in one breath 
says, "Sheriff Tosk, come right now. 
There's bed guys at the h o w .  they hurt 
my pa. Ma is t h m  with the old aoeabow, 
I don't know how long she Hn holdem. 
Come on!* 

Gulguthra 
Ami: A sewer near the docks is the scene. 
The FCs are nearly alone on the street. A 
small girl (age 6)  plays in the street. 
SiluatIon: The Pcs see a little 'rl playing 
in the street, her ball rolls Lgh the 
sewer grate. She goes over to reach for it, 
and a tentacle winds around her hand and 
pulls her in. The PCs must act quickly to 
rescue her. 

The sewer grate is too small for anyone 
larger than a halfling or gnome to slip 
through. Larger Pcs can look through. The 
glrl is struggling in a pool of muck. Her 
struggles weaken as they watch. The strug- 
gles do reveal the otyugh hidden in the 
muck. The muck is about 2 feet deep, with 
pilea of trash that reach 5 feet. The surface 

The sheriff wants to know what kind of 
bad guys. Billy tells him that his mom 
called them ogeras or something. There 
were eight or 10 of them. The sheriff palea 
at ths, and ash for volunteers to take on 
the ogres. Most of the villa claim that 
they must get home to d& their own 
families. The PCs are the only hope. 

Billy spots this quickly, and asks one of 
the PCs, preferably a female, "Won't you 
come help my ma? I think they're going to 
kill her, and my pa too:' His big brown 
eyes are filled with tears. ' M a  is still hoid- 
ing off the ogres. She even killed one with 
a crossbow." The PCs gain a +2 to their 
chance of surprising the o p .  
Quick StaW Ogre (11): MV 9; AC 5; HD 
4+1; hp 21; UAtt 1; THACO 17; Dmg 1-10; 
MR Nil 
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of the muck is 5 feet below the sewer grate. 
FCs lying on the ground could reach 
through with spears or fire arrows 
through. Any attacks are at 4 due to the 

ition. The FCs must slay the 
otyugh awkward in p" our rounds or the girl loses con- 
sciousness. Unless they can get into the 
sewer she will die. If someone can get 
below, she can be saved if the combat takes 
less than eight rounds, otherwise she has 
suffocated. 
Quick S t a b  Otyueh: MV 6; AC 3; HD 7; 

- - 





I Just Love Kelp 
Area: The Pcs are on a caravel nossing the 
sea. This occurs when one of the Pcs is at 
the bow, watching the sea. 
Situation; A patch of seaweed can be seen 
off the starboard bow. The ship brushes 
against the seaweed, making a slithering 
noise. As the PCs look down at the noise, 
they notice that part of the seaweed resem- 
bles a caricature of a human female. One of 
the male Pcs (roll at random) is attacked 
by the kelpie's charm plson. Unless he 
makes a saving throw vs. spell at a -2 
penalty, he sees the kelpie as the love of his 
life. She is drowning in the sea. He imme- 
diately dives overboard, dropping any- 
thing held in his hands. The Pc wraps his 
a m  around his beloved and attempts to 

. 

Revenge 
Ana: This occurs in a civilized area, on the 
outskirb of a large city. The Pcs are just 
entering the city, ready for some rest. 
Sihution: The party spots a body crawling 
along the road. The body has suffered 
wounds that should certainly render it 
dead, but it still moves. The creature is a 
revenant, a human who was murdered and 
wants vengeance. It does not attack the 
party. Actually, it ignores them. If they start 
to pass by, they hear a voice that wunds like 
the rattie of death. "Good people, I be mur  
d m d  mast foully. Vengeance, I must have. 
Help me." 

The Pcs can question it. It can only 
speak with great effort. It haltingly 
explains that an ogre magi brutally mur- 

Old Bones 
h i %  The Pcs have located a ruined keep 
in the mountains. The encounter occurs in 
a hidden burial vault. 
Situation: The Pcs search the ruins for a 
few hours without succm. When they are 
ready to give up, one of the Pcs notices a 
1- stone. If a dwarf or gnome is in the 
party, he notices the stone; otherwise, a 
random K does. The stone can be lifted 
with a total Strength of 27. This reveals 
stairs leading down into the earth. 

The stain descend for about 50 feet 
before the stairway is blocked. A cave-in 
filled the stairway with earth. It takes 12 
hours of digging and carrying dirt out to 
clear the stairs. Someone proficient in min- 
ing can Cut this to 6 hours and leave no 

hold her tightly. This means that he does. 
not swim. Instead, he happily drowns. 

The PC affected cannot save himself, 
his companions must do it. The Pc takes 
2d10 points of drowning damage per 
round until he is protected (wale? breathing, 
for instance) or the kelpie is slain. 

The Pcs must move fast to m e  their 
friend. By the end of the first round the 
ship is already 40 feet away from the kelpie 
and her victim. The captain is willing to 
turn the ship. It will take two turns to 
return to the spot, too late to save their 
friend. It is up to the Pcs. 
Quick Stab; Kelpie MV 9, Sw 12; AC 3; 
HD 5; THACO Nil; #Att Nil Dmg Nil; MR 
Nil; Special attacks and defenses 
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dered it. This kept it from fulfilling its vow 
to a local good temple. The revenant was a 
good aligned fighter in life. It asks the Pcs' 
aid in transporting itself to the lair of the 
creature. It knows instinctively where the 
lair is. 

The lair is guarded by 10 ogres. The 
revenant charges through them to attack 
the ogre magi. The ogres are left for the 
PCS. 
Quick Stab: Revenant: MV 9; AC 10; HD 
8; hp 40; #Att 1; THACO 13; Dmg 2-16; MR 
Nil; Special attacks and defenses 
Ogren (10); MV 9; AC 5; HD 4+1; hp 22; 
#Att 1; Dmg 1-10 +2; THACO 17; MR Nil 
Ogre Ma@: MV 9, Fl 15; HD 5+2; hp 34; 
#Att 1; Dmg 1-12; THACO 15; MR Nil; 
Special attacks and defenses 
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chance of another cave-in. If no one like 
this is available, there is a 10% chance that 
the mof caves in again. 

When the stairs are cleared, the door to 
a tomb can be reached. The door is locked, 
but the lock is old and easily picked (+20% 
to pick locks chance). Once the door is 
opened, the Pcs see a lavish cubic burial 
mom, 20 feet per side. Thre  slabs bear the 
remains of great warriors. A pair of 15- 
foot-tall giant skeletons move to attack. 

The bodies still have three suits of chain 
mail +I and three war hammers +2. 
Quick Stata; Giant Skeletono (3); MV 12; 
AC 6; HD 6; hp 40; THACO 12; #Att 1; Dmg 
2-16; MR Nil; Special defenses 



Terrain: Plains 
Attribute: Intelligence 
Encounter Type: Monster 

Encounter Type: Monster 
Add'l Info: MM 



Fledsling 
&e.: A farmstead on the outskirts of a 
huge forest is the setting. The farm is 
peaceful and quiet, except for the bellow- 
ing of a single cow in the barn. Besides the 
barn, them is a chicken mop, a granary, 
and the farmhouse. 
Situation: The Ks have arrived too late to 
eave the farm family. The nabassu has 
already finished Ita grisly work. Entering 
the farmyard gives the K s  a emw that 
something is wrong. A few chickens scrab- 
ble for bugs in the grass, but there is no 
sign of intelligent life. The cow in the bam 
is thirsty. If the door is opened she pushes 
out and heads for the water trough. The 
house is also empty, although there are 
some hesh bloodstains on the floor and 

walls of several of the room. It appears 
that someone tried to clean the blood up. 

The nabassu left here yesterday to 
return to its lair. It flies over the farm on its 
way to hunt some more. The K s  make a 
foriuitous meal. 

It attempts to find a single PC that it 
can use its death gaze on. The affe&ed PC 
must save vs. spell or transform into a 
ghoul-permanently . 
Quick Stat= Nabu8u; MV 12, FI 15; AC 0; 
HD 7t10; hp 49; THACO 13; XAtt 3; Dmg 2- 
8/2-8/3-12 t7 (Snength bonus); Special 
attacks and defenses 

Troll Bridge 
Aru: A bridge over a sluggish sbeam is the 
aceneforthisencounter.Thebridgeis1Ofeet 
wide and has a s(rf0ot span. The county 
side is hilly. The season is late summer. 
Situation: A group of trolls have taken up 
residence near this road. It p r i d e s  a 
stqdy source of travelers, that is to say, 
food. The trolls have one particularly intel- 
ligent leader who has devised a plan that 
the pack delights in. 

The bridge looks oid but sturdy. Any 
tests they use tell them that the bridge is 
safe. When they get to the middle, the 
trolls at the top of the hill release a large 
boulder. It mlls down the hill and acroBe 
the bridge. Anyone still on the bridge takes 
3d6 from the boulder, and is knocked 30 

reer gown into the stream, taking anor- 
2d6. Jumping off means that the Pc stili 
takes 2d6 dama They are allowed a 
Dexteri roll for&. The trolls on the hill 
then f o z w  the boulder, while two more 
attack from the rear, trying to keep the 
party on the bridge. 

A favorite tactic is to grab a PC and 
leap off the bridge with him. The trolls are 
not afraid to jump off the bridge to get at 
any Pcs in the stream. The stream is only 4 
feet deep, but the bottom is muck. K s  in 
the stream receive no AC bonuses for 

Quick St.& Troll8 (5); MV 12; AC 4; HD 
6i-b; hp 53; #Att 3; Dmg 5-8/5-8/5-12; 
Special defense 

Dexterity. 

Wight Way 
h a :  The K s  are searching a catacvmb 
h e a t h  the city. The catammb is filled 
with spiderwebs, rats, and the remains of 
the coffins. There in about an Inch of water 
on the floor due to seepage from the neap . -  
by sewers. 
Situation: The Ks are aearchinn the cata- 
Mmba for information on the &ation of a 
grest magical treesure. The information 
they have was found in an andent tome in 
an old library. The tome stated that a wiz- 
ard buried below the city took with him 
the location of the Hammer of Ironfist, a 
d u u m  thmwn t3. 

They were able to Iceate the catacombs; 
now they must find the tomb they seek. 
They must provide their own light; it is 

pitch black here. 
Three times during their aearch, the 

Pcs are attacked by two lesser wights. 
When they finally reach the tomb of the 
wizard, they flnd e map. Whether it leads 
to such an item is entirely up to the DM. 

While the party is searching the tomb, 
the greater wight and his remaining four 
w a n t s  attack. The wight d s  his ser 
vants in first. He concentrates his attacka 
on anyone carrying a bright light. 
Qulck St.& L c w r  Wwts (10); MV 12; 
AC 5; HD 2; hp 10; #Att 1; Dmg 14; 
WAC0 17; MI Nil; Special attacks and 
defenses 
Wight: MV 12; AC 5; HD 4t3; hp 30; #Att 
1; Dmg 1-4; THACO 15; MR Nil; Speaal 
attacks and defenses 
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How Much Trouble? 
Area The PCs are in the "bad part" of a 
well-populated and bustling city, near a 
main gate or a dock (anywhere newcomers 
could be found). 
Situation: Shortly after arriving in the 
Crown City of their kingdom, the PCs 
bump into a young man, knocking his 
meager pOssessions to the ground. The 
youth, who has a sword and very little 
else, demands a duel of honor for this triv- 
ial offence. If handled firmly, the PCs can 
befriend this hapless swordsman--s bud- 
ding swashbuckler. 

The swashbuckler (named Deroigne) 
has several duels later this day-in fact, he 
is overdue for the first! He hurries off with 
profuse apologies, only to return quickly. 

He doesn't have the slightest idea where 
this first duel is to be held. 

Deroigne ma appeal to the FCs with 
his puppydog c&rm and helplessness. At 
the duel, the kid is overmatched by a batch 
of toughs led by a local crime boss (the per- 
son that Deroigne "offended"). 

If they help, Deroigne becomes their 
devoted friend for life. He has 32 gp, 
leather armor, and a long sword. 
Quick Stab: Demlgnc: MV 12; AC 8; F7; 
hp 37; THACO 11; #Att 3/2; Dmg by 
weapon; MR Nil 
Thug Lead= MV 12; AC 5 (chain mail); 
F9; hp 68; THACO 8; XAtt 3; Dmg by 
weapon; MR Nil 
Thug8 (7); MV 9; AC 8; F3; hp 16; THACO 
13; UAtt 1; Dmg by weapon; MR Nil 

I Have Some Excellent 
Land for Sale 

Area: This encounter mrs in a small vil- 
lage on the borders of civilization, possibly 
in an inn's common mom or a tavern. 
Slhuliw: The PCs are following up on a 
busimss ventum or have just completed an 
adventure near the hn tk r ;  they have a tidy 
sum of money, but nothing to spend it on. 

They encounter a man who calls him- 
self Tizal Landwise. After hearing the PCs' 
tales of woe over a mug of ale, he says he 
is in a similar situation-a wonderful 
opportunity but no investors. 

He's obtained a large grant of land 
from the king (and produces an i m p  
sivclooking document to support this 
claim), but needs 17,500 gp to "cash in" 

this grant. 
The PCs are getting swindled. The land 

is real, but it belongs to the kings cousin, a 
greedy and bad-tempered baron. Should 
the PCs put up the money to pay off this 
phony tax, Tizal gleefully turn over the 
document, disappearing Boon after that. 

Needlns to say, the FCs won't get the 
land, and the baron's temper is notorious. 

Tizal has a horse, fine clothing, roughly 
560 gp in gems, a dagger, and a ring of pm- 
tecfion +3. 
Quick Stata T h l :  T9: MV 9; AC 10 (7): hp 
22; THACO 16; WAtt 1; Dmg 1-4; MR Nil 

.- 

Dark Night of the Soul 
Area: On a midsummer night in hilly ter- 
rain, near the Edge of the World (an 
incredibly deep chasm sMching to the 
horizons), the PCs find a small pagoda-like 
shrine. This is the location for this 
encounter. 
Situation: The FCs have come to the limits 
of the known world. While expioring the 
shrine, a man climbs up out of the chasm 
and approaches them. He seems at peace 
with all things and identifies himself as 
Brother Imahl in strangely accented 
Common. He asks what land this is. 

lmahl has m e  from the lands beyond 
the chasm, where he and his fellow monks 
live quietly. Just recently, though, one of 
the monks caught a rare, madness-produc- 

- 

ing fever. He fled in this direction. Imahl 
cannot assume the man perished, for he 
was a capable mountaineer. He must find 
the monk to cure his fever. The larger dan- 
ger is that an unknown plague could 
sweep through the PCs' homelands. They 
are reedy to set out when a figure d r o p  
from the ceiling, striking Imahl and knock- 
ing him unconscious. Now the FCs must 
fight a dangerously insane monk1 
Quick St.& Imahl: MV 12; AC 8; P11; hp 
45; THACO 14; UAli 3/2; Dmg 1-8; MR Nil; 

Mad Monk: MV 12; AC 6; P13; hp 57; 
THACO 12; UAtt 2; Dmg 1-8; MR Nil; Spells 

spelb 



Barony Series X 3  
Good Riddance! 

Terrain: Mountains 
Attribute: Intelligence 
Encounter: Monster 



Barony Series #3 
Good Riddance! 

A n :  Castle Ashohr is set in a green, pleas- 
ant valley. 
Situation: If the Pcs decide to leave the 
castle, they find the Heir is gloomy and 
apathetlc. He has taken the castle's c u m  
on his own shoulders (without even know- 
ing it) and must undo this curse before he 
is consumed by it. 

Every week away from the castle, the 
heir loses one point of Constitution, until 
that attribute reaches 0. At this point, the 
character dies, becomes a wmbie, and tries 
to return to Castle Ashohr. Clerical healing 
will not stave off this IOSS. 

The heir cannot get rid of his connec- 
tion to the castle, either. Nobody will buy 

the castle, nor can it be gambled away (the 
cards or dice always leave the "lucky" heir 
with the castle, if nothing else). 

However, there is hop .  Buried in the 
castle depths are the bones of a cleric 
imprisoned unjustly by the castle's laat 
lord (now a zombie). This cleric cursed the 
castle before he died. If given a proper bur 
ial, the CUM is lifted. The Pcs can learn of 
this past crime from pa rs located in the 
castle. Once uncursed, g u n d e a d  vanish. 
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MsnHe A as 
An: kt in a dungeon in a remote area, 
this encounter occurs between battles in an 
isolated part of the delving. 
Situation; While exploring a dungeon, the 
PCs find themselves at a dwr. Listening, 
they hear the sounds of someone mutter- 
ing and apparently eating. Occasionally 
there is a loud lament ('Woe is mel") punc- 
tuating the ceaseless munching. The door 
is not locked or held magically. On the 
other side, they discover a room 10 feet 
square, holding a tabls and chair, a man, 
and a large bag that seems to hold a vast 
amount of food. 

"Oh, light of day, visitorsl" the man 
exclaims. While eating a greasy chicken 

Rows A n  Red, 
Violets Are Blue 

h e  Thin setting is the dungeon lair of a 
beholder, although a splljnmming ship 
could also w e .  
Situation The Pcs burst into a dark cham- 
ber hung with several mirrors. The door 
slam shut and a voice announces "Do not 
think to use your magic here, humans. I 
control everything!'' The occupant glides 
fomard-and turn out to be a beholder! 
Nevertheless, he seema quite gracious and 
introduces himaelf an Barikand Lorewise, 
Bard of the Silverbird Guild. 

Bard PCs know there is no such guild, 
revealing that this beholder is under a 
peculiar delusion: he thinks he's a bard. 

The Pcs are forced to listen to lots of 

leg, he shakes hands with everyone in the 
party. "1 am (munch) Plonno, milords, heir 
to (munch) a most unfortunate condition!" 

He explains that he must ear or suffer 
tenibie hunger pangs. This is the revenge 
of a gypyy Plonno wronged by iibei. 
Pionno's only salvation is the bag. an N o r -  
f u r  bag o f w i n g .  Any kind of foodstuff can 
be had from this bag. Plonno givn the bag 
to the Pcs if they break the NIX. 

To remove the CUM, Plonno must eat 
his libelous words. One PC must enscribe 
the words to be eaten, while a clenc (9th 
level or higher1 casts move curse on the 
unfortunate glutton as he eau the p p r .  

bad patry as Barikand's unwilling audi- 
ence. If thqr respond with interest to his 
endless odes to "your eycs, so round, M 
perfect," Barikand lets them leave by open- 
ing the door, which he controls; if he din. 
the door o w  sutomaticaily. 

Otherwise, he keeps them there until 
he recites a poem they do like. Flattering 
Barikand i5 the fastest way to gel on his 
ood side. If the K s  fight Barikand. they E nd that there Is an anti-magic effect in thts 

room. Barikand's eye-magic is ~ ~ f f c c t e d ,  
however. 
Quick Sutr: Beholder: MV Fl 3 (8); AC 
0/2/7; hp 45; WAC0 11; *Att 1, Dmg 2-9; 
MR Nil; Special attacks 
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Shadowstruck! 
Area: This encounter occurs during a 
bizam magical storm on a wide plain. 
Situation The FCs are a w i n g  a wide val- 
ley when strange clouds well up, covering 
the sky within seconds. PC wizards can 
easily tell this is a magical phenomenon. 
Instead of lightning, the clouds emit bursts 
of light and shadow that do not seem to 
have any dangerous e f f ec twt  firat. But 
objects struck repeatedly seem to h o m e  
indistinct, as though insubstantial. (This is 
just an optical illusion, though.) 

While the Pcs are studvine this aitua- 

ers, then spots the FCs, swooping down to 
challenge them. If the party looks weak, 
the dragon attacks. If not, it lands and 
loudly demands tribute, or it will destroy 
them with the shadow storm it has raised. 

The dragon is lying; it had nothing to 
do with the storm. It's taking advantage of 
a startling and harmless phenomenon to 
extort money out of the ITS. 
Quick Statl; Old Shadow Dragon MV 18, 
FI30 (D); AC -8, HD 12; hp 55; THACO 9; 
#Att 3; Dmg 1-6/1-6/3-18; MR 40%; 
Special attacks and defenses 

, - ~~ ~~ 

tion, a vast bea& of &&s can be heard 
over the thunder of the storm. A memen- 
dous creature xemingly made of ahadow 
appears in the midst of the storm. It hov- 

The elemental ignores any attacks 
except from the captain, who it attacks on 
sight. Otherwise, the elemental mncen- 
tram on desaoylng the ship. If the Pcs 
fling money over the side, as some sailors 
suggest, the elemental departs. 

If the Pcs win, the ship arrives safely in 
port. By ''living a talk with the captain, 
the Pcs can find he didn't make the prop 
er sacrifices, thus endangering all their 
lives. 
Quick Stat% Water Elemental: MV 6, Sw 
18; AC 2; HD 16; hp 78; THACO 5; XAtt 1; 
Dmg 5-30; MR Nil; Special attacks and 

Elemental Risks #4: 
A Proper Sauifice 

Am: The FCs are on a ship on the high 
seas, with a brisk wind and clear skies. 
Situation: The Pcs needed to get home 
swiftly and had to go by sea. As a result, 
they didn't check into the ship they hired. 
The captain is stingy and sly, and hasn't 
madeppersacrificestotheseadeities. 

One afternoon, the Pcs notice that the 
ship lurches to a near stop, finding that a 
water elemental is gripping the stern of the 

Those powers are not happy. 

ship! 
The elemental begins auehing the ship, 

causing it to take on water. The captain begs 
the Pcs to help save his ship, kiBning @w 
rance as to why his ship would beattacked. 

Head of Evil 
h a :  The Pcs are in a dungeon beneath a 
ruin in a subtropical forest, far from civi- 
lization, near an ocean. 
Situation: The Pcs have been sh ip  
wrecked. Most of their gear has been 
recovered, but some items may be missing 
or ruined (DM's choice). The nearest struc- 
ture is a N ~ ~ O U S  stone pile that might have 
been a castle. On a stone near the entry- 
way, the words "TURN BACK!" are 
scrawled in dark brown letters; the 'paint' 
ueed is longdried blood. 
The dungeons are mostly empty, damp 

and dank, with various fungi and molds 
crusting over the walls and rotted furnish- 
ings. Eventually, though, the Pcs find a 
chamber (rouphlv 20 feet bv M feet) where 

defenses 

a pedestal has been constructed. Atop the 
pedestal is a heartahaped stone. Anyone 
with Appraisal proficiency can verify what 
it seems to be: a giant ruby, easily worth 

There are some strange runes circling 
the stone, but they are smudged and 
unreadable. 

If the gem is removed from the 
pedestal, a pit fiend appears and attacks 
the Pcs. The stone he lp  keep the pit fiend 
trapped in a pocket-dimension; when 
removed, it is freed. 
Quick Stat% Pit Fiend MV 15, Fl24 (C); 
AC -5; HD 13; hp 68, THACO 7; XAtt 6; 1-4 
(x2)/1-6 (x2)/2-12/2-8 or weapon; MR 
50%; Special attacks and defenses 

2.ooo gp. 





Bring 'em Back Alive 
k e a  A city or large town with a vast 
menagerie of strange beasts is the setting 
for this encounter. 
Situation: A triceratops has been freed 
from its giant cage in the city menagerie. 
The monster is now wandering through 
the streets of the city, panicking the popu- 
lace. The cry goes up for hnoes and the 
only ones available are-the PCsl 

They have no trouble following the 
path of the beast, especially since it leaves 
impressive deshclion in its wake. A fruit 
and vegetable stand has been "grazed" 
into nonexistence by the hun dinosaur, 
and a little ~lowerae~ling girRatched all 
of her wares get devoured whlle she clung 
to a l a m p p t .  (The girl is a bit up&; Pcs 

can earn a bonus 50 XP by giving her a few 
coins.) 

The triceratops is eating up a city park 
when the PCs find it. If they confront it 
with nets or snares, the tricnatop charges 
thnn; it has a dim (and very angry) recoi- 
lection of similar devices from its past. 
Hold monster, cham mmste? or other mon- 
ster-controlUng spells prove effedve. 

If s u ~ f u l ,  the K s  earn a reward of 
10,wO gp from grateful merchants and city 
leaders for stopping the "monstds ram- 
Dam.- 
b y c k  S t a b  TriCentopl: MV 9; AC 2 
(head)/6 (body); HD 16; hp 74; WAC0 5; 
#Att 3; Ding 1-8/1-12/1-12; MR Nil 

Don't Try This at Home 
h a :  'Ius encounter occurs near a dor- 
mant (but not extinct) volcano bordered by 
rocky foothills. 
Situation: Smokfdark the Alchemist may 
be a miserable human being, but he pays 
well. This time, he's paying well for a live 
pyrolisk, the fiery cousin of the cockatrice. 
Any direct questioning about what he 
needs it for is brushed away with technical 
doublespeak the F'Ca will find hard to fob 
low. 

Following rumors and hearsay, the 
he- have tracked down a suspected 
pyrolisk lair in a dormant volcano. Once 
there, thw must scale low cliffs (70 feet 

try to use bait (like birds' eggs or rations) 
to attract the pyrolisk. Another possibility 
is searching for the pyrolisk's lair. 

The pyrolisk is found on the third day. 
It attacks vidously, hoping to bum the Pcs 
before they can cage it in the steel box they 
brought. In its lair, there is gold equal to 
WO gp (melted by the creature's gaze). 

Of course, then the K s  must get the 
pyrolisk down off the volcano and home 
EIlhl" 
I.-., ' 
Quick Stm: Pymlisk MV 6, PI 18; AC 6; 
HD 6+2; hp 22; WAC0 13; XAtt 1; Dmg 1- 
4; MR Ni1;'Special attacks and d e w -  

high) to &ch the edgepf the volcano. 
At the edge of the volcano, the K s  can 

~ ~~~~ ___ 

The n s  nnally encounter a herd of 
mastodons, but the naturalist panics them 
into stampeding by shining a lantern 
toward them at dusk. The Pcs must use 
Dexterity checks (at -2) to escape bang 
trampled and must also m e  the natural- 
ist, who has fallen down. 

otherwise, the K s  must subdue two of 
the mastodons by doing enough nonlethal 
damage to kncck them unconscious. They 
then must use special muzzle6 to keep the 
mastodons docile once they are overcome. 
Quick Statu: M M ~ O ~ O M  (2); MV 15; AC 6; 
HD 12; hp 48,43; THACO 9; XAtt 5; Dmg 2- 
16/2-16/2-12/2-12/2-12; MR Nil 

But the Pay is Great! 
Area: This misadventure occura on a sub- 
arctic tundra during "summer." (The air 
temperaturn is actually rather pleasant). 
Situation The K s  are hired to mount an 
expedition to recover two mastodons, to 
complete a menagerie's collection of North 
Continental elephants. 

Things would be much better if the Ks 
weren't saddled with a very aggravating 
naturalist. She insists on controlling every 
facet of the expedition, nastily reminding 
the Pcs that she controls the purse strings 
and they had Mer obey if they want to 
get paid. 

She has no practical field experience 
and is very likely to endanger the Pcs due 
to her ignorance. 

elsPrnRI"c.Ulm$htl-, 
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XP Value: 18.W for destroying 



magic, they can use it to escape. If not, the 
dao has a magical item permitting trans- 
port from the Plane of Earth to the Prime 

In the Home of the Dao 
he.: This encounter takes place after a 
dimension-croeaing spell g& awry, drop  
pins the PCs into the Elemental Plane of 
Earth. They are in the home of a dao, a 
place full of drifting clouds of sand with 
pwelled walls and flwrs. It is a hostile 
environment and must be departed soon. 
Sltuation: When the PCs' attempt to rem 
to the Prime Material Plane from e l r  
where fail, they end up in the home of a 
rude and sadistic dao named Phul. 

Phul provides air to the PCs (some- 
thing they desperately need) if they a g m  
to serve him. The dao has no interest in the 
PCs per se; he just wants to s e  how much 
he can toy with these intruding mortals. 

If the PCs have any plane-crossing 

Cold Shoulder 
Ares: This encounter occurs in a cold 
mountain range, where the PCs are t r y i i  
to stop a frost giant invasion. 
Situation The Pcs are in a bad situation; 
they hoped they could prevent a host giant 
invasion of the lowlands under the 
Gianbhoulder mountains, but their mis- 
sion has been a failure so far. The 
encounter begins at their last meeting with 
the host giant Chieftain? 

During this meeting, the frost giant 
chieftain scoffs that all humans are puny 
and weak. There isn't a single h m  who 
can stand up to a frost giant in combat. 
Perhaps if there were, the host giants 
might rethink their invasion (which might 
buy some time for the human army to 

Them Bones 
Area: This encounter occurs in a wizard's 
laboratory. 
Situation After defeating a powerful wiz- 
ard, the PCs discover a storage area in the 
wizard's laboratory. This area is full of 
bones, littering the floor, lying on a low 
bench, piled in the coma.  Should the PCs 
touch the bones while searching for trea- 
sure, they notice that the bones seem 
unusually warm and hard to break. If set 
aside, the bones form themselves into a 
bone nolem. which attacks the PCs. 

Material. 
In any event, the hemes could not hope 

to fight the dao unleea they have m g h  air 
to survive. Without the dao's cruel offer, 
they could die swiftly. However. if they 
manage to defeat Fhul in his own home, 
they can load up on gematones--but only 
1n.m - M- b p c ~  with them. __.... ~~ ~~~~~~ ~~ 

Qulck Stab  Dam MV 9, R 15 (8). Br 6; AC 
3; HD 8-3; hp 71; THACO 11; #Art 1; Dmg 
3-18; MR NU; Special attacks and defenses 
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mllster in the valley below). 
The fighters especially are taunted by 

the chieftain, laughed at for being "infanta 
next to a giant." He may tell them th 
don't know what a real fight is or they l a x  
the skUl to take on a real challenge. He 
means to goad one of the PCs into fighting 
a giant one-on-one. (The giants haven't 
had much entertainment lately.) Besides, 
what do the PCs have to lose? 

If the PC wins, the giants forestall their 
invasion for a week, which gives the local 
ruler time to muster his army and blunt the 
force of the invasion. 
Qukk S t a k  P m t  G h t  Chieftah MV 
15; AC 0; HD 144; hp 84; THACO 5; #Att 
1; Dmg 14 or 2-16+9; MR Nil; Sped.1 
attack and defense 

The laboratory contains a tuning fork 
which, when struck, a& as the equivalent 
of a shatter spell (allowing weapons to do 
double damage to the golem). The wizard 
had made it before he was sure of his con- 
trol over the @em. 

Other than that, the laboratory contains 
a spell book with Id6 fourth-level and Id4 
fifth-level spells. 
Quick Stab Bone Colcm: MV 12; AC 0; 
HD 14; hp 70; WAC0 7; #Att 1; Dmg 3-24; 
MR Nil; S-1 attacks and defenses 

~h; bone go~em was a f a h k  plan for 
the wuard It is only triggered by the touch 
of someone besides the wuard, using 
mapc to move the bones won't awaken the 
golem 
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Graffiti Artists Beware 
Area This encounter O C N ~  in ruins far 
from civilization. 
Sltuation The K s  are exploring the limits 
of a ruin when they notice that one wall 
seems virtually untouched. In fact, it seems 
remarkably sturdy. They could use this 
structure as part of a shelter if they want- 
ed, since a stone wall would hold off any 
bad weather that might crop up. They'll 
need a shelter for a day or 80 anyway, until 
they're ready to enter the dungeon. 

The only discordant element is the 
audible noise of many voices wailin 
around the wall. it might be just the w i d  
but still. . . 

The wall is actually a Living Wall, a 
composite of many creatures (including 

humans and monstem as listed below). It 
waits patiently for all of the K s  to be in 
range before it attacks. 

This wall has absorbed the following 
over the years: fifteen ora, two trolls, one 
12th-level human fighter, one 9th-level 
ranger, two 6th-level dwarf fighters, one 
9th-level human wizard, three bow-armed 
elves (0-level), one minotaur, six goblins, 
one hill giant, one fire giant, and an 
unguewble number of rats. The wall can 
attack with these elements, but the Ks 
must be in range of where the creatures 
were absorbed. (The DM must chart out 
where these aeatures are when setting up 
this encounter.) ~~~~. .~~ ..-. ~..~ . 
Quick Stab: Living Wall: All statistics 
variable; MR 20% 

huddled atop a tiny platform. Look& 
down, the K s  find that the floor is cov- 

Amu This e n a n t e r  occura deep in a ered by 8Ome kind of black goc-and it is 
dungeon, in a circular chamber 10 feet all black pudding. 
aaoss.Thereisa uare ktform,4fefttoa "You haven't had dessert," comes 
dde, that apnda 6% olthe floor, which is Tinkabul's snickdng voice. "Well, if you 
covemi with a truly colossal black pudding. can last through my dessert, we'll 8ee how 
Slhution Tinkabul the archmage is a muel Mendship works out." 
pnnknter. No one has forgutten how he The K s  must stay on the platform. If 
shrank a man and fed him to a cat for an anyone falls off, they are attacked by the 
unwittingly offensive remark-one of the pudding (and probably killed). If they sur- 
lesser stories about this wizard. vive 10 minutes, Tinkabul relents and 

But dinner with the mage is where the releasea them. 
FCs are. And sure enough, one of them has Quick Stab: Black Puddinlp (4): MV 6; 
made a thoughtless remark about the AC 6; HD 10; hp 68,55,30,21; THACO 11; 
value of friendship meaning more than #Att 1; Dmg 3-24; MR Nil; Special attack 
porOer. Tinkabul disagrees. "Friendship anddefenses 
has its limits," he says with a nasty smirk. 
Abruptly, the party vanishes, to reappear 

A 'lot Of Ground This 
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Storm-Toased Tentacles 
An; This encounter happens on the high 
seas, during a very turbulent sea voyage. 
(In fact, there is a terrible thunderstorm in 
progrew when the encounter starts.) 
Slhution: The party is traveling by sea 
when a bemendous storm arlaes. The cap 

vived much wome and come through fine. 
Almost as if mocking his words, the 

storm's fury redoubles, and the captain 
quickly returns to ask the Ks' help in 
lashing down the sails. 

The FCs are faring well, when they 
hear a terrible scream. A sailor is plucked 
from the deck and carded overboard. At 
first, it seems that a wave might have done 
It, but a moment later, PCs see waving ten- 

tain isn't very worried; his old ship hna av- 

tacles f l a i i  at d o n  toward the stem. 
The fury of the storm has woken a 

k r h ,  which is now eagerly lunching on 
the crew of the shi I 

The kraken wiiattack the ship during 
the he' ht of the storm, then depart (if 
unatta&d) when the storm slacks off. It 
will return that evenlng to finish Its meal 
(attempting to break the ship and devour 
everyone who's left aboard). 
Quick S t a b  K r h  MV Sw 3, Jet 21; AC 
5/0; HD 20; hp 120; THACO 1; UAtt 9; Umg 
3-18 (x2)/2-12 (x6)/7-28; MR Nib Special 
attacks 





Deck of Encounters, Icons 
Type: Monster, Dwice, NPC 

Side) 

Crowd Pleascrs 
An.; This encounter occurs in any p o p  
lation center. 
Situation: In town, the party hears rumom 
that a traveling troupe of entertainers are 
cumin to the city. They are expected to 
arrive'tter in the night and give their firat 
performance the following day. As expect- 
ed, the mpany-four minstrels, a vocal- 
ist, a storyteller, hvo acrobats, and a jug- 

In the commons area of town, the per 
fomunce begins the next day with the 
mimtrels, who play during the entire 
show. They are then acmmpanied by the 
singer, who Is followed by the juggler. 

However, it is the acrobats, two youth- 
ful twin boys, who steal the show, in addi- 

gler--shows up shortly before midnight. 
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tion to the crowd's pu'ses. They perform 
dazzling feats of s h g t h  and dexterity, all 
designed to draw in a larger crowd. Then, 
while the storyteller w a p  up the show, 
the acrobats slip into the audience and 
rake in the gold. Expectant and perceptive 
charactem m y  notice the duo's shenani- 
gans and try to stop them. If caught, the 
twins admit to nothing, but produce all of 
the missing goods. The other performers 
honestly claim to know nothing about the 
thievery, and promptly dismiss the boys 

. ... 

fromthetroupi. - 
Quick Stak  Acrobats (2); MV 12; AC 6; 
TI; hr, 5; THACO 20; UAtt 1; h n n  bv 

I ,  

wenfin; MR Nil 





characters are willing to listen, relaying Calm Before the Storm exotic legends and distant myths. It is dif- 
Area: This encounter Is set on the road to ficult for the party members to rile him, 
any city o? town. but if the group is attacked, he will take his 
Situation: Traveling h e e n  communi- staff or his bare fists and pin the fray with 
ties, the party happen8 across a sparsely a twinkle in his e. Afterward, he will 
clothed human male. He cam- little, save comment that his %odlust is what he con- 
his staff, a belt pouch and a wineskin. He siders his mwt prominent fault, yet it is the 
greets the party and offers them a sip of his only one which he has never attempted to 
wine. c o m t .  
M the party does not seem interested in Once the p r t y  reaches their destination, 

talking, the man will continue on his way. Jaffe politely departs, heading back in his 
If he b engaged in mnvemation, however, original direction. 
he reverses his direction to @in the party, Quick Statr: F i g h ~ M o &  MV 12; AC 
e x p h i 9  that et he experiences in the 6; C6; hp 31; THACO 18; #AM 1; Gmg 1-2 +2 
world b 111 more unportant than w h m  he or by weapon; MR Nil; Spells; DEX I8 
apriencer, it. 
Thenun.Jafk.hasmrnyinkmtingsto- 

ries to tell. He will speak for as long as the 
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Merchants of Violence 
Are.: This encounter takes lace in a small 
city near a "civilized" orcisE community. 
SlhuHon: While vbidng a small city, the 
party is appmched by the mayor and his 
entourage. He asks for the group's aid in 
handling what muld turn indo a volatile sit. 
uallon. 'Ihe city has made efforts to establish 
peacehrl relations with a nearby bibe of 
m, who have demanded the right to trade 
within city walls as a ah;lw ofgcd faith. 

While the mayor intends to honor his 
part of the bargain, he is fearful that the 
o m  will lose mnhol and cause harm to the 
town and its people. However, he knows 
that having city guards accvst the envoys, 
regardleas of how rowdy the o r a  are, will 
lead to poor relations. Therefore, he wish- 

Departure Times 
Area: This encounter takes place in a 
m o t e ,  walled community. 
Situation: Having spent a considerable 
amount of time in the wi ldmm,  the party 
approaches the first sign of civilbation in a 
long time-a walled city. At the gates, the 
guards tell the party that recent trouble has 
led them to be more wary about letting riff- 
raff into town. Therefore, in addition to 
answering the usual questions, each party 
member must pay 2 sp to enter the town. 

Just as the portcullises grind shut 
behind the party, the Pcs overhear a small 
group of advenhlrers offering the 20 gp 
per member required to leave the city. N o  
amount of protest will persuade the 
guards to waive the lee, en the party must 

e8 to have the party present, acting appar- 
ently of their own volition, to keep the oms 
in check. He promisee to reward them for 
their assistance. What form the reward 
takes is up to the DM. 

After selling their ware, the 12 orcish 
merchants do, indeed, head for a local tav- 
em and praeed to become d d  and 
destructive. Should the party intervene, 
the guards arrive conveniently after the 
o m  have been stopped to "arrest" the 
adventurers, who are released after a 
night's m t  in a rather comfortable jail cell. 
Quick Stat% Ora (11): MV 9; AC 6; HD 1; 
h 6; THACO 19; #Att 1; Dmg by weapon 
(&gem. clubs); MR Nil 

Ol594TSR. 1% AI1 Righa R d .  

either pay or escape in the dead of night 
when they wish to leave. 

Since the toll is a major contributor to 
the town's economy, avoidance of paying 
is considered a crime. Violators caught 
leaving the city without paying are subjfft 
to stiff fines and detainment in the local 
jail. Should the party escape, they will be 
tracked relentlessly until they are caught, 
slay their pursuers, or travel more than a 
week away from the town. Once captured, 
they must each pay a 1W gp fine or be 
hauled back to town and imprimed. 
Quick Statl: Tracken (10): MV 12; AC 8; 
TZ; hp 10; THACO 20; #Att 1; Dmg by 
weapon (various); MR Nil 
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Blade of Vengeance 
Area: This encounter can be aet in any 
town or city. 
Sitwtion: When the party enters town, 
they are immediately overcome by odors 
of many rich foods. The entire community 
is preparing for an upcoming festival 
designed to honor a long-dead local hero. 
Regardless of where in the dry the grou 
goes, no one will c o n m  themselves wit 
anythin other the activities of the celebra- 
tion. In fact, the party is asked to help with 
one of the three planned events: the 
parade, the ban uet, or the dance. 

Finally, the loliday arrives, and the 
whole community gathera in the town 
commons area to watch or partidpate in 
the day’s activities. The mayor steps for- 

R 

- 

False Hope 
Are.: This encounter takea place in any 
Lrge population center. 
Sihlatiom While the party is relaxing with 
food and drink in a tavern, one of the chu- 
acten is e m d y  Supped a mmpled pi= 
of parchment by an unknown eavesdrop 
per. When the character finally discovers 
and reads the note, it is apparent that it was 
written hastily. The note simply states that 
if ule character wishes to leam more a b u t  
whatevm quest the party would have teen 
discussing, the chancty should go shortly 
after midnight to a nearby alleyway. The 
note indirates that the contact will be a tall 
woman in a acarlet cloak. In addition, the 
d s  beg that the charam go alone, for 
the women is easily frightened. 

Medic! 
Are.: This encounter is especially suitable 
for centers of population in or near war- 
tom areas. 
Sltu&on: Walking the city streets, the 
party members are approached by a 
woman in cut up banded armor. Her tunic 
is covered with gore, her scabbard empty, 
and her gait a limp. 

Stopping before the party, the woman 
pauses a moment to draw in a breath 
before speaking. Finally, she addresses the 
party, formally requesting directions to the 
nearest temple that grants healing to the 
paying public. She, hemelf, will not answer 
any questions, politely replying that only 
the temple is important at the moment. 
Once she has whatever information the 

ward to give a short speech # b u t  the his- 
tory of the day, and then signals for the 
reminder of the proceedings 

A9 the parade makes its way through 
the town, fust past the general crowd and 
then to the mayor, a party member notices 
a dark shape and the glint of steel hidden 
by the folds on a passing float. If the char- 
acters look beneath the drapery, they ftnd 
an assassin intent on slaying the mayor to 
avenge an anoent wmng c a u d  by the 
local-hem. 

each for saving his life. 

- 
The mayor will give the party 200 gp 

Quick Stab XUWin: MV 12; AC 6; T4; 
hp 15; THACO 19 rAtt 1; Dmg by weapon 
(poisoned dagger); MR Nil 

Should the character 0, whether alone 
or with others, there wit be no one in the 
alley all ni ht. However, when returning 
to the inn, t f e  character will be accosted by 
five muggers. The brigands make no 
demands. The iuat simply Bet upon the 
character andy any companions in an 
attempt to render their victim uncon- 
adous. 

Should the muggers be defeated, 219 sp 
and a silver broach worth 25 gp will be 
found on one of their bodies. 
Quick Stall: Muggers (5): MV 9; AC 6; TI; 
hp 6; THACO 20; UAtt 1; Dmg by weapon; 
MR Nil 

01% TSR lnc. All Rhhb Rncrvrd. 
~~~ ~~~ -~ -, ~ 

party can give, she bows slightly and tu rn  
to depart. 

Should the party follow the warrior, she 
l imp slowly to a nearby water tnn~gh, 
where three more warriors are crudely 
tending to the wounds of an Unccnacious 
fourth. If the party assists them to medical 
aid, they will receive a plethora of kind 
worda and bleenings. If the party perfonns 
healing themselves, the warriors happily 
offer 30 pp per curative spell as ~ffom- 
penae. However, should the party offer 
healing and refuse payment, they will gain 
five stout comrades In arms for future 
adventures. 
Quick Stah Wounded War r io~  (5); MV 
9; AC 3; F3; hp 20; THACO 18; #Att 1; hng 
by weapon; MR Nil 
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An Unusual Request 
An: This encounter takes place near any 
community in which dwarves reside. 
Situation: The party is hired by a dwarf to 
track down a roving band of kobolds. The 
catch, however, is that the dwarf does not 
want the party to kill the kobolds, he wants 
the group to hire the monsters. He offers 
the party 500 gp to find the band and bring 

~~ 

him-to them. 
Findinp; the kobolds is not tw difficult. 

The testway is to encourage an ambush 
from the beasts and then turn the tables on 
them. However, if there is a tracker in the 
party, the kobolds may be followed to their 
lair and approached within. 

The dwarf's offer is another 500 gp to 
the kobolds if they will cease the wasteful, 

Wrong Place, Wrong Time 
Am: This encounter takes place in the 
WlldemesS. 
Situation: Wandering through rough and 
un&pped terrain, the party sea a small 
village of crude huts in the distance. 
However, as they near the scene, the party 
notices that the smore rbing from the 
homes is thicker than what would come 
from an indoor stove. In fact, the thick, 
gray cloud hanging low above the village 
indicates a recent fire. 
In the vUlage proper, burned or hacked- 

up hobgoblin bodies are scattered about 
the place. Most of the huts still standing 
are covered in blackened swt, and 
destroyed qui ment lies in a pile in the 
center of the v&e. 

as he calls it, use of their talents on raiding 
merchant caravans and turn instead to 
annihilating a nearby Mbe of goblins. 

The money interests the kobolds, but 
whether they agree to the dwaffs q u e s t  
depends entirely on how the arty han- 

are totally humiliated, they will attack. 
Otherwise they will take the money and 
ignore the request. Only if the party mem- 
bers treat the kotolds with respect will 
they chwse to fight the goblins. 
Quick S t a k  Kobolds (20) MV 6; AC 7; 
HD !A; hp 3; THACO 20; #Att 1; Dmg by 
weapon; MR Nil 

dled getting their attention. If 5: e kobolds 
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As the party looks about the ravaged 
landscape, they notice another cloud-this 
one of d u s b r i s i i  in the distance. As the 
mass nears, the shapes of 14 humanoids on 
horseback can be discerned from within 
the cloud. The hobgoblin warriors of the 
vUlage are returning from a raid, having 
seen the flames of their burning homes in 
the distance. The hobgoblins ride down 
upon the party as quickly as they are able, 
having incorrectly surmised that the party 
is ra nsibk for the carnage. Q r  uic Statm: Hobgoblinn (10: MV 9; AC 5; 
HD 1+1; hp 6; THACO 19; YAtt 1; Dmg by 
weapon; MR Nil 

The Deeert Thorn 
Anr Thu encounter is set in an arid desert 
near a umall s*tlement. 
Slhution; In town, the party m e m h  are 
asked to nuke the surrounding terrain safe 
by hunting down a vicious troll. Sadly, no 
one in the community knows anything 
about the troll, but they hope Mx) p will 
mmpnsate for the threat and thefack of 
information. 

Unlew the party has -ne who CM 
track. louting the troU will be i m p i b l e .  
The k s t  option is to wander the area in 
small group to bait it into attacking. In 
such a case, one of the group will eventu- 
ally be selected randomly. 
A# thegmup of victims a m k ,  8 

lanky, we l l - camoufhgf i z re  steps 

away, forcing a -2 to the party's su rise 
roll. If it has surprise, the desert trorwiU 
attempt to pummel and rend the rear char 
acter. The troll will not change targeta until 
its preaent one falls, fighting until it has 
lost more than twethirds of its hit points 
from permanent damage. 

The distance between the bait group 
will affect how long other group take to 
assist the assaulted characters. If all the 
characters in a single group are slain, they 
will be dragged off to the troll's lair to be 
devoured at the vile beast's leisure. 
Quick Stab Desert Troll: MV 12; AC 4; 
HD 7+7; hp 43; THACO 13; #Att 3; Dmg 3- 
6/2-6/3-10; MR Nil 

L 



Attribute: Wisdom 
E ~ C O U I I ~ ~ I  Type: Monster 
Add’l Info: MM 



Curfews of the Mind 
An: This encounter can be set in any 
smau town. 
Sihmtion: After a late night of revelry fol- 
lowing a sumsstul adventure, the party 
members depart from the tavern heading 
toward whatever sleeping arrangements 
they have made in town. Just as they begin 
to head down the sheet, they are 
approached by several people in uniforms. 

The individuals identify themselves as 
the night watch and then ask the party 
members to reveal themselves. If all of the 
characters are human, the guards politely 
send them on their way. As they do, they 
apologize for the interruption and explain 
that they are on the lookout for dangerous 
“unhumans.“ 

However, if any of the characters are 
nonhumans, the guards immediately 
inform them that they are in violation of 
the town curfew and attempt to haul the 
entire party to jail for being “unhumans 
and their treacherous sympathizers.” The 
only way to avoid imprisonment is to 
fight, though the humans might be able to 
talk their way into freedom and then 
return later to free their comrades. 

Those in jail are verbally abused, but 
then released in the morning after being 
warned not to be out about town after 
dark. 
Quick Statn: Town Guards (10): MV 9; AC 
4; HD 1; hp 5; THACO 20; #Att 1; Dmg by 
weapon; MR Nil 

Cloud of Darkness 
Area: This encounter is set in a small, 
forested community. 
Sihutlon: While passing through town, 
the villagers complain that the destruction 
of the community is near. They explain 
thaf, Sardara, the local prophetess, has 
foretold that “the cloud of blackness as it 
hovers above the still waters means immi- 
nent destruction.“ &er by the north 
bridge, they my, a cloud of darkness has 
appeared above the lake at dusk ever since 
summer began. 

Speaking with the fortune-teller, the 
party learns that the legend comes from an 
ancient prophecy writkn by the seem who 
Hrst settled this town. No one has gone to 
investigate the blackness at the bridge 

because they are all tw busy preparing for 
the end. 

Should the party visit the area during 
the day, they will notice nothing unusual, 
though the exceptionally thorough might 
discover the many holes beneath the 
bridge, home to thousands of bats. At 
night, thebats flyout tokedoninemband 
such, forming a literal cloud of blackness. 
To thcse not expecting the bats, their eerie 
screams and chirps can be rather discom- 
forting. 

The town collects 123 sp to give the 
party for solving the mystej. 
Quick Stat= Bat# ~5,000): MV I. Fi 24 (8); 
AC 8, HD %; hp 1; THACO 20; *Att 1; Dmg 
1; MR Nil 

- 
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The Birthing 
Area: This encounter takes place iNide a 
well-populated (in terms of monsters, of 
course) dungcon. 
Sihution: Searching the monster-laden 
corridors of a deep dungeon, the party 
comes acmw a rather disgusting sight in a 
small chamber. Sitting atop two recently 
dead bugbean is a kmale carrion crawler, 
hying her in the remains. 

Nohdng the party members, the m a -  
NIT moves off the pile and cautiously 
moves toward the group. Perceptive char- 
a c t m  may notice that the crawler’s stmch 
intensifies a8 she .~ummom her mate. Then 
she attacks, hoping to add the party to her 
offspring‘s fmd supply. 
The female will we her paralyzing ten- 

tacles only on advancing charactem until 
the male arrives two rounds later. At that 
point both will attem t to paralyze as 

The carrion crawlers have no treasure, 
nor are their eggs of any value. However, 
if the body of the male is d-ed, a pair 
of bracm of defense AC 6 can be found in ita 
innards, once owned by previous meal. 
Qulck St.& Curion Crawlen (2): MV 12; 
AC 3/7; HD 3+1; hp 15; THACO 17; WAtt 1; 
Dmg Special or 1-2; MR Nil; Special attacks 

many of the party mem L as they can. 

i 



Hidden Retreat 

Terrain: Forests . 



The Patient Killers 
Area: This encwnter take8 place in any 
swamp or marsh. 
Situation While crossing through wet 
marshlands, the party c o w  acroIvl a shal- 
low stream over which there seems to be 
no bridge for miles around. 

Stepping into thighdeep waters, the 
first characters are able to make it haifway 
a m  the river before the 11 crocodiles 
swarm upon those in the water. Extremely 
perceptive characters might get a chance to 
detect the creatures just before they attack, 
but otherwise, the blinding speed with 
which these reptiles strike should surprise 
most of the party m e m h .  

The nocodiles attack h i o u s i y ,  con- 
centrating on the character nearest them, 

-~ 

Hidden Retreat 
kea This encounter occurs within any 
thick woodland area. 
Situation: Venturing deep into elven mri- 
tory, the characters attract the attention of 
20 wood elves intent on keeping their 
camp a secret. As the party stumbles in the 
direction of the elves' home, some of the 
perceptive characters might notice their 
observers as the elves become consider- 
ably more agitated. 

Finally, the sylvan elves can no longer 
control themselves, rushing out to confront 
the party. They speak in an eivish dialect 
so thick that only hue elves and halfelves 
who were raised in elven communities can 
understand the threats to leave. If the party 
members aclually comprehend the words 

even if it means more than one crocodile 
per victim. If a target falls, the crocodiles 
continue to chew on it while dragging it 
below the water into their lair. Once there, 
the victim has little chance of freedom. 

Even in their underwater lair, the noro- 
diles have nothing in the way of treasure. 
However, if the party members are indus- 
trious and skilled enough to skin the m- 
odiies, they can sell the hides the next time 
thev are in town. , .. . 
Quick Stab: Crocodiles Ill):  MV 6, Sw 12; 
AC 5; HD 3; hp 14; THACO 17; #Att 2; Dmg 
24/1-12; MR Nil 
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and do depart, they will be followed, but 
allowed to leave unharmed. Otherwise, 
the wood elves attack the party. The elves 
fight with conviction, but also with mercy, 
letting fallen characters live. 

If the elves find themselves iosing, a few 
run to gather reinforcements, another 20 
who will not arrive until a full turn pa'lses. 
If the characters lose, those who live will 
awaken to find themselves and their slain 
comrades, sana valuables, deposited at the 
edge of the woods. 
Quick Stab: Wood Elves (20): MV 12; AC 
5; PI; hp 5; THACO 19; XAtt 1; Dmg by 
weapon; MR Special 

An Artist Scorned 
Area This encounter is set in any hillside 
shire near a human community. 
Situation: In town, the party is 
approached by a nervous merchant. He 
tells the party that he recently commis- 
sioned a halfling sculptor to create a fabu- 
lous woodcarving for his daughtefs wed- 
ding. Howwer, the carving is long over- 
due and the wedding day nears. At the 
very least, the merchant wants his money 
back. Knmving nothing about the little fel- 
low's culture, he offers to pay the party 
members 100 gp to speak with this half- 
ling, named Buigaris, about keeping his 
end of the bargain. 

Heading into the shire, the party is 
immediately surrounded by halfling chil- 

dren who stare, unabashed, at these giants. 
As expected, the halflings are quite friend- 
ly, readily direding the characters to 
Bulgaris's home. 

The artist is hospitable, quite willing to 
speak with his guests. However, when the 
merchant is mentioned, he turns momen- 
tarily gruff, saying that he r e h  to have 
his fine works used to make a profit for 
some fat seller. He does offer to return the 
full price of the commission. If anyone 
mentions the true reason why the mer- 
chant want8 the carvink however, the half- 
ling becomes quite gleeful and hands over 
not only the sculphrre but also the entire 
fee. 
Quick Stata: Halfling Sculptor: MV 6; AC 
7; 0-level; hp 4; THACO 20; #Att 1; Gmg by 
weapon; MR Nil 
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Beneath the Streets 
Area This encounter takes place in any 
large city. 
Situation: Visiting the city, the party mem- 
bers find themselves invited to dine with 
an important member of the city council. 
During dinner, she explains that the city 
has h m e  overrun with rats. Apparently, 
the source of theae loathsome d e n t s  is 
the sewers below. The council member 
tells the party that the mayor has ordered 
for a cleanup, but she does not put much 
faith in the mayofs plan. Therefore, she 
offers the party 1,ooO gp to take some 
torches and destroy the rat population 
beneath the city. 

Climbing down into the sewers, the 
party learns just how dark and malodor- 

___ 

The Pet 
A m :  Tnis encounter takes place in a large 
town or city. 
Situation: While in town, the party la visit- 
ing an old hiend for dinner. After a enjoy- 
ing a gourmet meal, followed by exquisite 
entertainment, the contact invites the ITS  
to join him in his sitting mnn. 

Standing in a dark corner of the mom is 
a bird cage, inside which is obviously some 
sort of nrahuc. Closer ihppeaion reveals 
that it is not a bird, but rather a blood- 
sucking stirge. The friend calmly explains 
that the creature was a humorous gill from 
an eccentric awxiate. 

Once the hubbub h t  the stirge has 
died dwm, the friend initiates a conversa- 
tion, dimming past adventures, relaying 

ous a waste drainage system can be. As 
they wand- through the complex tunnels, 
slaying the vermin therein, they attract the 
attention of four wererats who have made 
a home among their smaller cousins. 
Turning a comer, the party comes face-tc- 
face with the wererats. 

There is very little to find of value in a 
sewer system, but one of the wererats 
wears an electrum brooch worth 25 gp. If 
shown to the council member, she will 
admit she knew about the lycanthrops, 
for her youngest son, the owner of the 
brooch, was killed by them while playing 
in the sewers. 
Quick Stab  Werentl (4): MV 12; AC 6; 
HD 3sl; hp 16; WAC0 17; #Att 1; Emg by 
weapon; MR Nil, Special attacks and 
defenses 
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tall tales, playing his lyre, and so forth. 
During the evening, servants come and go 
refilling drinks and bringing special 
desserts. During one of these hips, a clum- 
sy servant backs into the stirge's cage and 
knocks it over, releasing the angry creature . .. 
inside. 
The friend quickly relates that his 

attachment to the cet is far weaker than the 
attachment to hisbwn life. Gnce the stirge 
is dead, the contact expreases regret, but 
does not chastise the servant for freeing it 
nor the party for killing it. 
Quick Stab  Stige: MV 3, a18 (C); AC 8; 
HDl+l;hp7;THAC017;#Att l;Dmg1-3; 
MR Nil 
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assassins is on its way. Margali h o p  that 
with the FCs' assistance, she can prevent a 

The assassins sneak over the wall the 
first night the Pcs are on guard. They use 
long swords and compositebows with poi- 
soned arrows. 
Quick Stab: Margali, Troubleshooter: 
MV 12; AC 7; T5; hp 18; THACO 18; YAtt 1; 
Dmg by weapon (long sword); MR Nil 
Victim: MV 12: AC 9; F1; hp 5; WAC0 20; 
YAtt 1; Dmg by weapon (dagger); MR Nil 
A l u u i n l  (6): MV 12; AC 7; T5; hp 18; 
WAC0 18; YAtt 1; Dmg by weapon (long 
sword, short composite bow with six poi- 
soned arrows): MR Nil 

A for the BUOn 
Area A town whose outskirts are domi- , disaster. 
nated by a baron's castle is the setting. 
Situation: The town is rife with rumors 
about some sort of great meeting of the 
minds at the baron's castle. 

Word of the FCs' recent victories has 
also spread through the town and has 
reached the ears of Margali, the baron's 
new security speaalist. That night Margali 
appmaches one of the Fcs. She wants 
them to come to the castle and work as a 
special guard far thebaron's guests. 

She will offer the FCS sufficient gold to 
entice them to pin up, and reminds them 
the baron would be in their debt. What she 
hasn't told them is that one of the guests 
has a price on his head. and that a group of 





Primitive Education 
h e  This acun on the high tundra near 
the arctic cixle. 
Situation: The Pcs have been hired by a 
l aa l  town to find a group of primitives 
that has been raiding the town. The Pcs 
need a ranger or someone with a tracking 
proficiency in order to have any hope of 
finding them. 

if they have a tracker, the Pcs can find 
the primitive village. If no tracker is avail- 
able, the primitives easily lure the party 
into an ambush, chmsing a dewlate para 
not far from their village to dig themselves 
in. When the PCs para through the area, 
the primitives erupt from their snow cov- 
ered holes in the ground. They fight with 
kmcity until their leader, an anagakok, is 

Forced to Fight 
Area: Any large walled city is the scene. 
SihuHon; lwt getting into this city, past 
the city guard, was rough. The Pcs flnd 
themselves being questioned at every 
opportunity by the local authorities, who 
have a real distrust of all strangers. 

Zhe townspeople seem friendly enough, 
and are willing to answer the Pcs’ ques- 
tions. They have total trust in the guard, 
since the alternative would be the lawless- 
new that grim the town before their 
arrival. 

The FCs constantlv feel the eveb of the 
city guard on them, hs t  enough’to get on 
their nerves. This continues as long as they 
are in public. If the Pcs leave their rented 
rooms, both they and their rwm will be 

Shopping Trip 
h a :  A large market area of any city is the 

Situation; The Pcs are walking around the 
marketplace looking to buy something. 
The streets are busy and teeming with 

The Pcs are p i n g  the door to a 
weaponsmith’s shop when a large man 
steps Out right into the party‘s midst. He 
stands a good six inches taller than the 
largest FC and is very muacukr. He is 
annored an a warrior and carries numer 
o m  weapons. In fact, he looks l i e  e walk- 
ing wall carrying a veritable armory. 

His bstard sword is drawn and he 
swings it from side to aide as he speaks in 
an unknown language, which sounds like 

scene. 

people. 

killed or incapacitated. 
If the Pcs manage to catch the primi- 

tives in their camp, they fight to defend 
their village, and will be much harder to 
defeat. Even the women and children will 
fight, throwing sticks, rocks, and offal. 
They may not be prepared for a fight in 
their camp but will have their weapons 
nearby. 
Quick Stab; An-h MV 12; AC 9; W5; 
h 18; THACO 19; #Att 1; D m g  by weapon 
ccr agger); MR Nil; Spells 
Warriors (12); MV 12; AC 8; FZ; hp 12; 
THACO 19; Dmg by weapon; MR Nil 

searched. Nothing is taken, just moved. 
Just before dawn the doors to the PCs’ 

rooms are kicked open and city guards 
enter, spoiling for a fight. They attack 
immediately, and the Pcs must scramble 
to defend themselves, being initially 
unarmed and unarmored as the guards 
enter the rooms. The reason for the intru- 
sion is not made clear, and the guards 
seem interested only in roughing up the 
party members. 

When the skirmish ends the PCs must 
make a quick exit out of town as more city 
guard are on the way and a mob of angry 
citizens begins to gather. 
Quick Stab; City Guard (10): MV 6; AC 2; 
P4; hp 33; THACO 17; #Att 1; Dmg by 
weapon (long sword); MR Nil 
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nothing more than gutteral gibberish to the 
Pcs. The bastard sword is of an unusual 
design, and looks lethally threatening as 
the warrior swings it about. 

If the PCs draw weapons he will assume 
a defensive p t u r e .  He simply is a weap 
ons free& and is totally absorbed in show- 
ing off his newest prize. Should they use n 
comprehend language spell, they can deter 
mine his actual intentions. 
Quick Stab; Collecto~ MV 6; AC 0; F9; hp 
77; W A C 0  12; XAtt 3; Damage by weapon 
(bastard sword); MR Nil; STR 18/92 
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Not Exactly Monk s on the 
Interstate, Part 7 of 2 

A n a  A large city with a ZOO will do. 
Situation The Pcs are given free tickets to 
the zoo from the inn where they are stay- 
ing. As they travel about the z w  they see 
many strange and outright unusual crea- 
tures from all over the realm, as well as 
numerous mundane, ordinary animals. 

While passing the tiger cage they see a 
beautiful unclothed woman in the cage 
with the big cats. She calls out to the Pcs 
for help, crying that she is hurt and 
trapped, and needs their help to escape the 
cage. 

If the Pcs help her out of the cage she 
responds gratefully. However, if they sug- 
gest calling the keeper, she urges them to 

Hunt in the High Country 
A n :  Unexplored wilderness covered with 
hills is the setting. 
Situation: The Pcs have been hired to act 
as an escort for a gmup of pelt hunters in 
the high country of a baron‘s land. The 
baron wants the land cleared of hostile 
predators so he can give the land to his 
new son-in-law. 

The Pcs are not required to do any 
hunting, just to act as protection from 
monsters and magic:. The expedition leaves 
on time and the hunters seem to be very 
good at what they do. It is all rather bor- 
ing-until the creature appears. 

One of the hunters is the first to see it, 
but only when it bursts from its hole at his 
feet. He daesn‘t stand a chance, having 

Always Look Up 
h a :  The Pcs have just opened a door or 
chamber in an abandoned building. 
Situation: The Pcs have been hired, by 
anxious parents, to find wera l  of the 
town’s young advenhuers who have come 
up missing. The Pcs find out, by question- 
ing the missing pnao~’  friends, that they 
were last seen going into an old aban- 
doned building on the edge of town. 

The Pcs ex lore the bullding, finding 
nothink until t!ey open a door in the base. 
ment. The Pcs are immediately struck by 
the overpwering stench emanating from 
the room, which obviously comes from 
several co’pgea decomposing on the floor. 
There are three carrion crawlers in the 
mom. feeding on the bodies, and they 

rescue her now. An Intelligence check 
means the Pc has noted she seems to be in 
no apparent danger of attack from the 
beasts. Indeed, they react almost like 
housecats around her, if they are not ignor- 
ing her completely. 

The Ks must choose between the lady 
and the tigers. If they refuse to release her, 
she becomes infuriated and changes to her 
weretiger form. She springs forward, 
throwing herself against the bars of the 
cage in an attempt to grab any of the Pcs 
standing near the enclosure. 
Quick Stab: We+er: W 12; AC 3; HD 
6+2; hp 38; THACO 15; XAtt 3; Dmg 14/1- 
4/1-12;MRNil;Specialattacksanddefenses 
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barely time to scream before he dies. The 
meam brings the rest of the hunters and 
the Pcs. The aurumvorax scurries through 
its tunnels, moving closer to the Pcs’ posi- 
tion, and erupting from the ground 
beneath their feet. 

Seeing such a horrible creature sends 
the hunters fleeing, leaving the Pcs to fight 
the carnivorous aurumvorax alone. 

The marvelous pelt of the autumvorax 
is worth 15,000 gp. 
Quick Stah: AUNmVOrax: MV 9, Br 3; AC 
0; HD 12; hp %; THACO 9; #Att 2-8; Dmg 
2-8 each; MR Nil; Special attacks and 
defenses 
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seem oblivious to the intrusion. 
Only if the Pcs enter the mom will the 

carrion crawlers turn to defend them- 
selves. Unknown to the Pcs, however, 
there are two carrion crawlers lurking on 
the wall o v a  the doonvay, who attack the 
Pcs as they enter. 

The carrion crawlers ratter to the sides 
of the room to avoid misaile weapons from 
outside the doorway, and the Pcs find it 
extremely difficult to attack the carrion 
crawlers over the door safely. 
Quick Shts: Curion Crawlen (5); MV 12; 
AC3/7;HD3+1;hp11;THACO17;#Att8; 
Dmg 1-2; MR Nil; Special attach 





Off to Meet Death 
Area: A graveyard near a small town Is the 
"ing. 
Situation: The PCs are either on a quest, or 
a slmple mission, to find an item for a wiz- 
ard which is rumored to be buried with an 
old, dead mage. 

The wizard's mausoleum is outside of 
town near his former tower. It consists of 
two marble lllars on either side of a large 
metal b a A d o o r .  This door has a Wizurd 
Lock on It, cast at 15th level. The door also 
houses a very mphisticated lock which can 
only be picked at one-half the normal 
c h a m  and is unaffeaed by a Knock spell. 
In addition, it is barred from the inside, 
requiring a combined Strength of two 
people totaling 35 or more to break. 

Black River Crossing 
Ares: A ford on a murky river, stirred up 
with sediment, is the setting. 
Situation: It begins as a simple river cross- 
ing. such as the PCs have made numerous 
times before. The party members suspect 
nothing until the encounter occurs. 

The giant piranha attack when the PCs 
are halfway a m s ,  hiding in the sediment- 
filled river until the moment is right. If the 
PCs are mounted the horse is attacked. A 
suc~essful horsemanship check is needed, 
or the horse rears and throws the PC into 
the water. If they are not mounted, the 
piranha attack the Ksdirectly. 

The onlv real wav to melee the creatures 

Once inside they see a short staircase 
leading down to a small mom. In this room 
there is a stone casket which contains the 
wizard's body. Should the casket be dis- 
turbed a crypt thing appears to defend the 
sanctuary. 

Once the crypt thing has been dis- 
patched, the Pcs can examine the interior 
of the coffin. Unless the PCs remove the 
wizard's bcdy they will not be able to find 
the small concealed compartment below it. 
The compartment contains the item the 
PCs seek. 
Quick Shts: Crypt Thins: MV 12; AC 3; 
HD 6; hp 36; THACO 15; #Att 1; Gmg 1-8; 
MR Nil: Special attacks and defense 

strike from. In addition, the PCs suffer a -2 
to hit penalty, due to the refractive quality 
of water, and all blunt and dicing weapons 
do only one-half their normal damage. 

The piranha attack as long as the PCs 
remain in the wakl. This should dissuade 
the party from just trying to walk across. 
The Pcs must find another way to the 
other sidehut the next ford is over a day's 
ride away, and for all the PCs know, the 
fish mav be there as well. ~~~~ ~~~ ~~ ~~~~~ 

Quick State Giant &anha 120): MV 15; 
AC 7; HD 2+2; hp 14; THACO 16; *Art 1; 
Dmg 1.6; MR Nil 

is to wait f& them (oartack; the water is far 
tw murky to anticipate where they will 

Civilizing the Mountains 
Ares: A mountainous region in the DARK 
SUN@ setting will do. 
Situation: The Ks have been hired by the 
local merchants' guild to map and clear a 
mountain pass between two major towns. 
They are to make sure the pass can be tra- 
versed by wagons of all sizes. 

The PCs' trip is uneventful until they 
reach the p a w  and dismver there are 
actually three possible routes. 

The northernmost pass takes the P C S  
too far off the hail to the other town to be 
feasible. The southern pass is quickly 
determined as impassable for anything but 
the smallest of wagons. 

The center pass lwks perfect. Yet, from 
the time the PCs enter it they get the eerie 

feeling of being watched. They see no one, 
but still can't shake the feeling. The reason 
for this soon becomes apparent. 

The K s  are being shadowed by a gmup 
of giths, who attack at the point of greatest 
opportunity. They leap from the rocks over 
the PCs' heads as the leader attacks them 
pionically . 
Quick S tab  Leader Gith: MV 10; AC 8; 
HD 5; hp 30; THACO 15; #Art 1; Dmg by 
weawn (long sword); MR Nil; Special 
attaik; Psionics 
Giths (25): MV 10; AC 8; HD 3; hp IS; 
THACO 17; XAtt 1; Dmg by weapon 
(spear); MR Nil; Special am-ck . 
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Master Sculptor 
h a  Any large city will do. 
Situation: Near their home town, the party 
members notice several fine sculptures. 
They all seem to be of great warriors and 
wizards, and the resemblance to their liv- 
ing counterparts is eerily realistic. One 
statue is of a best childhood Mend to one 
of the K s ,  who went on to h o m e  a great 
warrior. Before long, one of the K s  is 
approached by a messenger from the 
sculptor, who requests the honor of aeat- 
ing a sculpture of him. The message asks 
them to come alone to the mlptofs work- 
shop the next day. 

When the K arrives he is ushered into 
the open air workshop in the rear of the 
sculptofs home. The workshop consists of 

a &foot-high wooden wall with a large set 
of double doors on the far side. A marble 
pedestal sits in the center of the room, and 
a large slab of marble stands a few feet 
away to the right. 

The sculptor positions the K in a com- 
bat stance, then walks around him, looking 
him over, He ensures everything is perfect, 
then tells him to hold still. 

The scul or mounces he left his chisel 

double doors, opening them wide to reveal 
a gorgon, who breathes on the K at first 

in the bac I? room and walks over to the 

opportunity. 
Quick S h k  Gorgon: MV 12; AC 2; HD 8; 
hp 44; THACO 13; #Att 1; Dmg 2-12; MR 
Nil; Special attack 

The Shifting Sa& 
Area: Sandy desert terrain away from a 
normal, civilired region is the setting. 
SituaHon: The PCS are approached to find 
out what happened to a caravan which is 
now a week overdue. The merchants are 
willing to pay well for this service. The 
merchants say the caravan was to arrive 
from a distant town via one of the better 
traveled trails acmss the desert. 

On the aecond day out, near dusk, the 
Pcs see the wagons of the caravan at the 
edge of their vision. As night begins to fall 
and they close in on the site, they eee the 
tents of the encampment. 

The PCs find what must have been the 
caravan's last rest stop. There is evidence 
they spent at least part of the night hem, 

Spell Components 
h a  A mountain cavern is the setting. 
Situation; The FCs are approached by a 
wizard whom they know by sight. The 
frail old mage asks the K s  to aid him in 
completing his quest. He is attemptin to 

yet he needs one more spell component: a 
fungus known to grow in caves in the 
mountains to the west. He is far too frail in 
his current state to climb UD the SLXCI-foot- 

complete a potion which can save his k e, 

but there are no signs that anyone has been 
here for a week. The animals have appar- 
ently run off in all directions as well, but 
again it occurred some time ago. 
Before the K s  can react, the sand itself 

seems to come alive and swallow the K s  
up as the hatoris attack from just under the 
surface of the sand. 
Quick S h k  LeMcr Hatori (5): MV 15; AC 
2; HD 5; hp 30; THACO 16; #Att 2; Dmg 3. 
18/1-12; MR Nil; Special attack 

taining a small amount of the hurgus. 
The PCs must delve deeper into the cave 

to obtain more. Any animals with the party 
detect a musty odor. unnoticeable to the 
humans, and refuse to go further into the 
cavern complex. Semi-intelligent animals, 
such as hmilian, cannot explain why they 
refuse to enter the u v e .  

sweral h u n d d  f& further in, the FCs 
find a kge clump of the fungus in a vast 
dramber. 'Ihe hook h m .  respnding to 
the noise ofthe Ks' annor on the stone floor 

high pass to get to the c a v k .  
If the FCs accept, he tells them the spe- 

dfic cavern where it is known to grow. If 
they refuse, he attempts to buy their assis- 
tance, since he has very few alternatives. 

of the cave, appear out of the deeper- 
ea of the cavern and attack immediately. 
Quick Statl: Hook Hormr (10): MV 9; AC 
3; HD 5; hp 32; W A C 0  15; #Att 3; Dmg 1- 
8/1-8/2-12; MR Nil 

When the Ks arrive in the pass, they 
find several caves, including the one mn- 

- 





Ghost Town 
Area: These events o m t r  in a small town 
recently visited by the party. 
Sltuation: The Pcs are returning along a 
trail through a series of rough hills. From 
the horizon they see the town; all looks 
normal. Yet the closer they get, the more 
something seems wmng. 
There are no people tending the fields, 

no animals grazing. As they get closer the 
K s  can see no activity in the town at all. It 
is getting closer to dusk. 

If the Ks decide to avoid the dty, they 
must soon set up camp or fomemarch in the 
d a r k .  in either case, the lamia, which 
devastated the town, tracks them down and 
attacks them. 

If, however, the Ks investigate the 

Town Without Men 
An: The location is a medium-sized town 

Situation: The K s  are re 2 ,  xmg when the 
with a smaller town near 

inn door opens with a loud thud. A 
woman and a small child enter the pub, 
looking emmd until they spot the Ks. 

With the child in tow, the woman half- 
NIW, half-atumbles over to the goup, and 
t e h  the Pcs she has walked 15 miles to get 
here. She and the women of her town need 
the PCs to help them m v e r  the men of 
their village. About a week ago, an elven 
woman wandered through weaving her 
magic, leading the men off with her into 
the hills. 

If the PCB accept, they can easily pick up 
the hail. Rehuing to help muld spread 

town, they see several ruined buildings, 
some of which have burned down, And 
still, there is not a sign of anyone left in the 
town. Continuing their investigation, the 
K s  round the comer of a general mer- 
chandise store and the blacksmith shop to 
see a lamia devourin the carcass of a 
horse between the two&ildings. 

If the K s  kill the lamia, they find 3,WO 
gp spread among its victims, practically 
the entire wealth of this new "ghost town." 
Quick Stab: Lami.: MV 24; AC 3; HD 9; 
hp 54; THACO 11; YAtt 1; Dmg by weapon 
(long sword); MR Nil; Special attacks 
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rumors of cowardice. 

The trail leads deep into the forest 
where they find a home in a clearing. A 
field nesrb is worked only by males. 

As the ks approach, the werefox and 
her prime cmnpnion greet them. She tells 
the K s  the men came of their own free 
will and wish to stay. If violence is threat- 
ened, the prime mmpanion comes to her 
aid. If the Ks stay overnight, the werefox 
tries to cable the male mrtv membm into 

Breeding Farm 
Area This takes place in a ruin near a 
small town. 
Situatlon: After a recent run-in with 
medm, the PCs hear rumors of numer- 
ous d u s a  sightings in the area. The 
king's messrnger arrives that day with a 
letter commiesloning the Ks to use all 
means at their d i s v l  to find the hatchery 
for thtse hideous creatures and de8tmy it. 

In exchange, the king agrees to mmmiw 
sion them m his military and give them a 
gmcmus salary. He gives them his most 
accurate information on recent slghtings. 

It in easy enough to go to the place of 
one of the sightinga and simply track back- 
wud to find the lair. It takes a great deal of 
mddng, because it leads them cmss-coun- 

. .  
staying with her. 
h i c k  Statl; Wsmfox: MV 24.18 or 12: AC 
2-/4/6; HD~81li hp~43; THACO 13; #An 1; 
Dmg 1-2,2-12, or by weapon; MR Specul; 
Special attacks and defenses 

try to a small town with an ancient ruin on 
*he hill. ..._ ...... 

The ~ i n e  are of an ancient temple, and 
after some dilligent searchink the Pcs ftnd 
a %ret dmr at the back of the temple, mv- 
ered by debds. 

The m e t  door open8 to wed a SUif 
case leading down. At the bottom is a 
dmr, b a d  from the inside. Behind thc 
door is a large, M-foot-by-SDfoot chamber 
filled with meduaa e w .  Thne are guard- 
ed by a male (maedar) medusa. 
Qulck Stab M a d u :  MV 9; AC 5; HD 6; 
hp 42; THACO 15; XAtt 2; Dmg 2-8/24: MR 
Nil; Speaal attacks and defenvs 



Attribute: Wisdom 
Encounter Type: NPC 
Add’l Info: None 
XP Value: 1,oM) for not fighting 

Encounter Type: NIT 
Add‘l Info: PHB . 
XP Value: 25 per victim helped 

Climate: Temperate 

Attribute: Intelligence 
Encounter Type: NIT 
Add’l Info: None 
XI’ Value: 5W for saving 



I ' '  

Quest for Ramael 
Am.; This can take place anywhere that 
the PCs are by themselves. 
Situation: Alakabon of the Legion is a 
bounty hunter. In fact, she's THE bounty 
hunter. A thief or fighter PC recognizes her 
with a successful Wisdom roll. Only one 
man has escaped her, a mage known as 
Ramael the Reader. She is suspicious of 
one of the PC mages or bards. Is he Ramael 
in diguise? 

Alakabon waits until the PC is alone. It 
could be on watch in the wilderness, or 
studying spells in his room at the inn. She 
sneaks up to the PC. Her first act is to slap 
him on the back. "Well, Ramael, you've led 
me a long chase, but now the quest is 
ended." In the act of slapping him on the 

- 
Sister Aliwn 

Am.; Any temperate countryside with 
farma or ranches will work. 
Sihutlon: A plague has struck the sur. 
rounding farms. The K s  meet Sister Alison 
on her way to aid a sick family. Sister Alison 
is a lml heroine who aids the sick without 

a"";Pthere are healers in the party, Alison 
litely asks their help. She is exhausted, 

E t  she doesn't beg. If refused, as she 
walks away she can be heard to say, "My 
god grants me the power to cure only one 
sick person a day, yet every day four more 
are struck down. How do I dwide who 
lives and who dies?" Any good priests in 
the party shouid be feeling twinges now. 

If they a p e  to help, they are welcome. 

ting rewad.  

Dead(?) Wizard 
Area: The PCs discover the site of a battle. 
A number of bandits have been slain by 
magic. The battlefield lies across a road at 
the base of a bluff. A wagon lies on its side, 
smashed to bits by a boulder that was 
dropped from above. 
Situation: As the party looks over the bat- 
tle, a ghostly image appears in front of 
them. The figure is white and wispy, and 
does not project the aura of fear that a real 
ghost p r i d e s .  Nasty DMs may want to 
have the PCs roll a saving throw anyway. 
Paiiure means no more than a desire to run 
away. Those who succeed should be told 
that they did not age or feel any fear. 

The fimre is beckoning to them. If they 

back, she also fastens a pin enchanted with 
an anti-magic shell. 

When the PC gives his true identity, 
she scoffs at him. She also makes com- 
ments about the obvious glass eye he 
wears. Everyone knows that Ramaei has 
one eye. Did the PC think that such a cheap 
fake would fool her? The PC must con- 
vince her of the mix-up. The easiest way is 
to let her touch the glass eye. A poke in the 
eye. some tears, and she leaves with no 
apology. As she leaves she asks the PC to 
keep an eye out for this renegade mage. 
She promises a hefty reward. 
Quick Statm: Alskobon: MV 12; AC -4; 
T14; hp 84; YAtt 1; Dmg ld+2; THACO 12; 
MR Nil; HS XI%, MS 90%. Alalrabon ia 
detailed in the &gum Gallery accessory. 

QlPPITSRlnc. AIIQhnRnnvrd. 

Any curedisease spells that they m' ht have 
are quick1 gone. They can 7 a s 0  use 
potions anlitems. 

The plague is a debilitating disease. Up 
to 50% of the patients survive if given any 
cure wound# spell. The PCs have a 10% 
chance per day of catching the plague. It 
lowers Strength, Constitution, and hit 
points by one per day for the ld6+5 day 
duration. Use of healing or herbalism can 
fend this off for one day. Another check 
must be made each day. The plague lasts 10 
more days. The PCs should be awarded 25 
XP for each victim they help. A person can 
minister to no more than 10 people per day, 
Quick Stats: Si8ter Alison: MV 12; AC 10; 
P5; #Att Nil THACO 18; Dmg Nil; MR Nil 
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,The figure is of a woman in 
:%$v%&o arrows in her side. The 
woman attempts to get the party to follow 
her. She drifts around the base of the butte 
to a IO-foot-deep crevice. Standing at the 
top, she points down into the crevice. At 
the base lies the body of the wizard. Two 
arrows still protrude from her back. 

Anyone examining her realizes that she 
is in a magically frozen state. If she is 
awakened, she will bleed to death in a few 
rounds. If the party is ready with magical 
healing, she can be saved. If healed, 
Mirosha becomes a grateful friend. 
Quick S tab  Mimlh.; Mv 12; AC 5; W6; 
#Att 1; Dmg 1-4; THACO 18; MR Nil; Spells 

4 

attempt t s  communicate, Tt can only do sb 
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Attribute: Dexterity 

Add’l Info: None 

810 for the mages (270 $ 

each), 2.8W for the 
leaders (1.m each). 



City Guards, Part 2 of 3 
h u  This w ~ r s  afkr Part 1 of this series. 
The PCs have checked into an inn or found 
a place to stay. 
Siluation: The city guards watch the Pcs. 
Everywhere they go, they are followed. 
This goes on for several days. The K s  can 
still mnduct legal business unhindered. 

Finally, one night when the PCs have 
gotten used to the guards’ presence, the 
guards are not there. The PCs can take 
advantage of this to conduct any under 
handed business they have. As they 
rehun, they stumble across a body on the 
side of a dark street. The body is that of a 
city guard with a knife through his back. If 
the K s  examine the deceased with a light, 
they rPcognize him. He is one of the guards 

who had been keeping them under sur. 
veillance. The knife used is poisoned. A 
surressful herbalism roll identifies the poi- 
son as a rare poison from the south, used 
by assassins. 

If the Fcs spend more than three 
rounds near the body, a detachment of 10 
guards a w e s .  They charge the Pcs with 
murder. If the PCs run, there are plenty of 
dark alleys to duck into. If they stand and 
fight, ask if they are striking to kill or sub- 
due. They aren‘t guilty of anything yet, but 
they will be if they daughter a bunch of 
innocent guards. 
Quick Stat1; Guardn (10): MV 12; AC 4; F4; 
hp 32; #At 1; THACO 17; Dmg by weapon 
(long sword); MR Nil 
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Guild War Part 3 of 3 
h a :  Use the same city as part 1 and 2. 
This part takes place in a small park 
halfway between the mages’ guild and the 
fighters‘ guild. This is where the PCs have 
teen instructed to bring the sword. The 
encounter does not start until the Pcs have 
huned over the sword: 
Situation: The fightem’ guild is outraged 
over the theft of their most famous heir 
loom. As the Pcs are turning oyer the 
sword, a group of fighters attack. The 
m a p  respond with a flurry of spells. The 
Pcs are in the middle. There are 10 flghters 
on one dde of the park, ail armed with 
light crosabows and short swords. Five 
maps have come to meet the PCs, two of 
them carry wands. The fighters assume 

Clean Living 
Area: This encounter takes place in the 
sewers below the streets. The area is a run- 
down part of a village-not a “den of 
thieves,” just a p r  secnon. 
Situation: As the Pcs are walking through 
town, they hear a subdued “Oh no.” A 
young lad in clothes too fine for this w- 
tion of town is starin down through a 
sewer grate. He spots tfe party and greats 
them. “I seem to have misplaced my purae. 
T h m  is over 300 gold in the purse, I’d give 
half of it to get it back. I’d go down myself, 
but I’d ruin my clothes. What my?” 

If the party refuses, he d r o p  his suave 
manner. He tells the party that his purse 
was a fancy one, given him by his mother. 
If the party will retrieve it they can keep all 

that the PCs are part of the mages’ guild. 
The mages are not concerned if they catch 
Pcs in the effects of some spells. 

The PCs may throw in with one side or 
the other. They should make the difference 
in any battle. Whichever side they help 
becomes allies of the K s ,  the other side 
becomes enemies. 
Quick S t a k  Flghten (8): MV 9; AC 2; F.5; 
hp29;XAtt I;THACO16;hgl-4or1-6+1; 
M R  Nil .~ ....... 
Fighter Leaden (2): MV 12; AC 0; FS; hp 
%;rrAtt3/2;THACO11;Dmp.1-4or 14-5;  
MR Nil 
Masea (3): MV 12; AC 9; W5; h 12 #Att 1; 
THACO 19; Dmg 1-4; MR Nil; fpe& 
M a p  leaden (2): MV 12; AC 2; W9; hp 28; 
WAtt 1; THACO 18; Drng 1-4, MR Nil; 
Spells. Each carries a w n d  o f f m t .  
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the gold and one of the two gems that were 
in it. if asked, the gems were small but per- 
fect diamonds. If pressed, he‘ll part with 
both the diamonds. 

The sewer is 8 feet wide by 5 feet high. 
About a f w l  of mmcwered water lies at 
the base. If any Pcs enter the sewer, the lad 
jump down on top of them, trying to 
knwk them down. This requires a succew 
ful attack roll. 

The lad is a wererat luring victims 
below. His brethren can then attack. Only 
four wererab can attack at one time, two 
from each side. 
Quick Statu: Wererab (11): MV 12; AC 6; 
HD 3+1; hp 26; WAtt 1; D m g  14; THACO 
17; MR Nil; Special attacks and defenses 





Gold!!! 
Area: This takes place in an old temple. A 
mimic has taken up residence. It hides in a 
crumbled mass of stone, a ~ i n d  altar. 
Situation: The mimic has been living on 
the remains of the altar for some years. The 
altar was magical. The remaining dregs of 
magic have given the mimic a tolerance for 
sunli@t and the ability to change its maas 

The mimic is a killer, a large creature. It 
masquerades as a small I-foot solid gold 
statue of a good deity. It lies at the base of 
the altar, noticeable to anyone who moves 
up to the altar to take a look. It is situated 
so that it lwks as though it was recently 
revealed by a chunk of stone having fallen. 
The mimic waits until it is picked up 

by 90% 

Foggy Situation 
Are.: This occurs near the edge of a 
swamp. It is dawn. The thick fog of the 
night is just beginnjng to lift. 
Situation: The PCs are just arising. 
Describe the fetid reek of the swamp as the 
fog begins to lift Today it even smells of 
old blood. One round later, the vampiric 
mist attacks. It goes after someone who is 
still lying on the ground, just waking up. 

Because of the fok that remains the 
other PCs can only see the mist if they are 
within 5 feet of the victim. Once the victim 
is attacked, it still takes a full round to 
locate the victim in the fog. 

If the miat is hit for more than half its 
hit points, it reheats. 

A vampiric mist gains hit points by 

Rags to Riches 
Are.: An abandoned tomb is the setting. 
Situation: The PCs have discovered a 
ruined temple. The upper floors have been 
stripped. The lower level is untouched. 
Entrance to the lower level is via a trap 
door. Time has caused it to shift a bit. Elves 
and half-elves spot it on a S i n 4  chance, 
others on a 3-in4 chance. 

The trapdoor reveals a rusty ladder 
leading to an underground tomb. In the 
tomb are two m m s .  The enhy mom has 
some ruined tapestries, no longer valuable. 
They depict the heroics of a great dwarven 
fighter and his clan. The entryway has a 
door with an ornate design of a battle axe 
in front of the sun. An inscription in 
ancient dwarven can be translated. It reads 

before altering to its normal sue  and 
attacking. To make matters worse, the vic- 
tim’s hand is now pinned under a 300 
pound mimic. It is also stuck to it with the 
mimic’s glue. 

If the rest of the altar stones are moved, 
the party can locate another gold statue of 
thesamegooddeity.Thisoneisgenuine.It 
is worth 100 if melted down, but could 

would also be appreciated at the temple of 
the deity. It could be exchanged for healing 
or other spell@. 
Quick Stab: Killer Mimic: MV 3; AC 7; 
HD 9; hp 46; THACO 11; XAtt 1; Dmg 3-12 
(smash); MR Nil; Special attack 

bring as muc P as 1,ooO from a colktor. It 
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draining blood. This one is statving. It 
begins with only 8 hit points. By attacking a 
pmne victim, it may envelop the victim 
with a successful hit. An enveloped victim 
is hit eadr’round until the victim dies or the 
mist is slain. Any damage to the mist is split 
behveen the mist and an enveloped victim. 

If the mist reaches maximum hit points 
(24), it is sated. It becomes substantial. It is 
AC 8, has a movement of 6, and may be 
affected by normal weapons. 
Quick S t a h  VampLlc Miit; MV 12; AC 4; 
HD 3; hp 8 (gains 1 for every 2 points 
drained, to a max of 24): THACO 17 (tar- 
gets are AC IO, plus Dexterity and magical 
bonuses; XAtt 1; Dmg 1-8; MR Nil; Special 
attacks and defenees 
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“Here lies the Company of the Hilt, who 
died defending Huargin.“ 

The door opens on a normal roll. Inside 
are five coffins. If a coffin is touched, the 
mummies attack. The Company of the Hilt 
was an evil one. It was wiped out by a 
noble paladin. 

The tomb has a special hex. The mum 
mies can’t be tumed while inside. If any pur- 
sue the PCI outside the tomb, they can be 

are bulky. If the gold and emeralds arecare 
fully removed, I7.W gp worth is moverable. 
Quick Stab: Mummies (5): MV 6; AC 3; 
HD 6+3; hp 32; THACO 13; XAtt 1; Dmg 1- 
12; Special attacks and defenses 

.~ 

turnd. The lids are worth 8a) gp each, but 





Grazing 
Area Any outdoor location will do. The 
time is about midnight. The air is chilly, 
with a feeling of dread things happming. 
Sihmtion; The Pcs are being watched by 
an evil fighter on his steed. He is high 
enough in the air to be out of range of 
infravision. Anyone specincally watching 
the sky has a chance to notice a burning 
speck high in the sky. 

The fighter is using his lens of infmvision 
(new item, grants infravision to a range of 
120 feet). When h l l r  stormtongue spots 
someone he thinks is a fighter or paladin, 
he sueauu out a challenge. He attempts to 
get them to agree to meet him in single 
mmbat. If they agree. he and his steed 
swoop to attack. 

Belir will fight from his steed unless he 
is unhorsed. If he survives a fall, he fights 
on the ground to the death. 

If Balir is slain, the nightmare fights 
until reduced to 10 hit points or less, then 
flies away. This is not her battle. She may 
return later to harass the PCs, provided 
she was not badly hurt in the first combat. 
Quick Stab! Bdtr Stormtongue: MV 12; 
AC 4; E; hp 34; UAtt 3/2; THACO 15; h n g  
1-8+3 (scimitar + I )  MR Nil 
Nightnure: MV 15, Fl36; AC 4; HD 6+6; 
hp So; THACO 17; #Att 3; Dmg 4-10/4- 
10/2-8; MR Nil; Special attacks 

Jelly Sandwich 
Area: This takes place in an underground 
mmdor in the ntins of a castle. The K s  
find a locked metal door. Opening the 
dmr reveals a pile of treasure, including 
gold, swords, anuws, and wands. 
Slhutlon: The dwr  is locked and the lock Is 
rusted shut. Any shprp blow such as a 
kick or ramming with the shoulder knocks 
Wlock out of the door. When the door is 
opened, a prmanmt illusion is revealed. It 
gives the appearance of a rotted wooden 
b, gold pieces, and jewels lying on 
the floor, thejewe hilt of a sword show- 
ing through some rotted wood. The illusion 
originally mvered a pit that lay before the 
VCRt door to the real treasure mom. Unless 
the DM decides otherwise, the real treasure 

loom was cleuwd out long ago. 
ThepitbZOfeetdPep,andhasspikesat 

the bottom. Anyone approaching the Ins -  
sure simply disappears through the floor. 
The victim suffers M6 points of damage 
from the fall, and is impled on 0-3 (d4-1) 
spikes doing Id6 per spike. 

The following round, the ochre jelly on 
the czilrng drops onto P c o  who are trying 
to help thar comrade. If no one is in range, 
it d r o p  on the PC in the pit. 
Quick St.h: Ochre Jelly: MV 3; AC 8; HD 
6; hp 38; #Att 1; Dmg 3-12; THACO 15; MR 
Nil; Special attacks and defenses 

That% Shup 
Arro The encounter take8 place in a cave. 
It neema to have ten the lair of an animal. 
Old bones lie undisturkd. The remains of 
a s I q i n g  area lie at the rear of the cave. 
Sihtation: The PCs have c h w n  a bad spot 
to camp. The cave abounds with stalac- 
tites. Most of the stalagmltea are broken 
and in rubble. The piercpn are spread 
throughout the cave. T h q  wait until the 
party settln down before they move. If the 
party states that they are studylng the ota- 
lactitea, they are allowed a swpriee roll 
(but the pi~cers  have a 4 bonus to sur- 
prise). If they strike a stalactite, there are 
three tima as many redl stalactites as there 
M piercm. There is a 3-in4 chance that 

The piercers wait until the party has 
settled in and stopped moving about, then 
they gradually move into attack position. 
This takm several hours. When all are In 
proper position, they all drop at once. This 
means that there is M real combat. The 
party is subject to one round of attacks. 
Any survivors may easily dispatch the 
p i e m .  Hidden in the rubble of the b m  
ken stalagmites Is the remains of previous 
victims. This includes a stiletto +2, short 
m d  +1/+3 us reptiles, 150 sp, 205 gp, and 
three small gems worth 10 gp each. 
Quick Stab! Picmn (21); MV 1; AC 3; HD 
3; hp 15; THACO 17; YAtt 1; Dmg 3-18: MR 
Nil; Special attack 



Attribute: Wisdom 
Encounter Type: Monster 
Add'l Info: MM 

Terrain: Urban . 
Attribute: Charisma 
Encounter Type: Monster, NPC 
Add'l Info: MM 

Climate: Temperate 

Add'l Info: MM 



Swamp Fever 
Are.; A tropical swamp, filled with 
cypress trees and quicksand, will do. 
Sltuation: While traveling through the 
swamp, each Pc must roll a saving throw 
vs. pison once per day (three times total). 
Failure that they have contracted 
swamp fever, a form of malaria. The game 
efkctr are a -1 to Con per day of the dis- 
ease. The victim is delirious and unable to 
move. A cure disease spell a m $  the disease 
for a day. The Pc is weak but able to move. 

If someone contracts the disease, a 
druid offers to help. The party notices a 
tret moving toward them. As it gets close, 
it polymorphs into a human wearing a 
leafy garland. 

If the Pcs welcome the druid (a rak- 

Wonder of Nature 
Area This occurs in a cosstal town. The 
town has ample docks which do a brisk 
business. The encounter takes place in a 
red and white striped carnival tent. 
Situation: The Pcs hear about a new 
menagerie in town, one that features many 
exdtic animals. There are even a few mon- 
sters the Pcs have never seen before. The 
charge is outrageous for such a show, 2 sp. 
A few of the townspdople grumble and 
turn away, but most stay. 

The menagerie features various wild 
animals, a unicorn, an owlbear, a mer- 
maid, and a sea lion. 

PC spellcasters have no trouble (t4 to 
disbelieve roll) seeing through the illusions 
on mwt of the "monsters." The unicorn is 

Spectre of Defeat 
Area The Pcs are traveling through some 
of the most desolate country they have 
ever seen. Scrub bushes and buffalo grass 
grow here, but sparsely. They have seen no 
other signa of life for the past few days. On 
the horizon is a single stone monument 
standing bleak and alone. 
Situation; Lo ago this was a fertile farm- 
ing country. %en war came, and with it 
devastation. Now no one lives here. The 
monument was once the marker between 
two lands. The mint of the last defeated 
king resides here'st the last remnant of his 
departed kingdom. 

The monument is about 10 feet high. It 
is made of white marble which has been 
discolored by time and the elements. It 

shasa in disguise), he asks that they bring 
the afflicted members to his grove. He 
takes the sick Pcs to his grove and is gone 
for hours. 
He returns and says that he is sorry, the 

K s  have died. He had to bum the bodies. 
The Pcs have noticed no smoke. 

If confronted, he turns invisible. His 
tracks can be spotted through the muck 
with a successful tracking roll. Following 
the tracks leads them to his copse, where 
the afflicted Pcs are still alive. If the party 
reaches his lair, the rakshasa attacks. 
Quick Stab: R . k ~ h a ~ . :  MV 15; AC -4; HD 
7; hp 35; #AH 3; Dmg 1-3/1-3/2-5; MR Nil; 
Special attacks and defenses 
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merely a horse with a horn affixed to its 
forehead. The owlbear is pure illusion. It is 
controlled by a young mage with a wand of 
illusions. 

The m-aid is a young girl in cw- 
tume, wing uwter-breathinz. 

The three lions, two tigers, the cave bear, 
and the sealion are all real.Thesea lion is in 
a tank too small for it to stretch out. Its 
scales have lmt their luster. As the Pcs are 
watching, the barker prods the e a  lion with 
a pointed stick until it lets out e pathetic 
mar. In the tent, this still sounds impressive. 
Anyone familiar with animals knows that 
the creature will die in a few weeks. 
Quick Stab: Sea Lion; MV Sw 18; AC 5/3; 
HD 6; hp 30 (IO currently); THACO 15; XAtt 
3; Dmg 1.6/1-6/2-1& MR Nil 

- 
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apparently bore some writing which is too 
faded to be read. 

At the base of the monument lies a 
skeleton that has obviously been here for 
years. The skeleton still weam a dirty 
cloak. This should not have survived the 
years. If checked, it is magical. It is a clmk 
of the bat. Due to age and wear its magic is 
fading. It can be used three more times 
before it crumbles into dust. 

If the skeleton is dishubed, the spirit of 
the king is called forth. It hisses at the PCs. 
"You have destroyed my kingdom. Death 
to you all." It attacks. 
Quick Stab: Speebe: MV 15, FL 30; AC 2; 
HD 7+3; hp SO; XAtt 1; Dmg 1-8; MR Nil; 
Special attacks and defenses; 





Old Man Oak 
Am.: This occuls deep in a heavy forest. 
The trees are oak, ash, and maple, with a 
sprinkling of pines. 
Situatlom The PCs are approached by Old 
Man Oak, a treant of advanced age. The 
encounter begins with the Ks camped for 
the night. Before they have finished eating, 
the watch may make surprise rolls. 

Successful PCs should be told that it 
feels like the trees are watching them. 
After a few minutes, one of the trees near 
the camp begins to move its limbs. A pair 
of eyes appear. Someone in the party, 
preferably someone with an axe, is 
grabad by a pair of branches and picked 
up. The old oak looks at the character for 
several n ?en slowly aaks, "Are 

Lion Stampede 
Are.: A fertile area of plains is the sene. 
No organized farming goes on in this area; 
it is still considered wilderness. A few brave 
trappers and shepherds may be found here 
masionally. The area is the home of a tribe 

Situation The witch doctor at a local tribe 
thought he had brewed an elixir that 
would give him p a t  yisdom. Instead he 
succeeded in brewing an elixir of madness. 
He now has paranoid delusions. The first 
one was that everyone in the tribe was 
after him. He responded with his best 
magical item, a wand of fear. The tribe is 
now fleeing at top sped. The K s  are right 
in their path. 

The first indication the party has is a 

of y€mia. 

you then, an orc?" Let the Pcs respond, 
but note that the tremt can detect lie. 

The beant wants their help. He recent- 
ly (last year) slaughtered m e  evil, vile, 
(go on for a while here) om. One of them 
had the most foul magical item he'd ever 
seen. His backpack, with the item. snagged 
on the side of the cliff. The heant is too 
heavy to climb down and get it. He's afraid 
that someday it could again be used 
against the forest. 

This involves climbing 50 feet down a 
IW-fmt cliff. The stone is mumbling. Climb 
wall chances m d u d  by 40%. The item 
is a defofbtimi wand. If given to the beant, he 
breaks it. If not, heattacks the party. 
Quick S t a h  Reant: MV 12; AC 0; HD 12; 
hp W; #Att 2; THACO 9; Dmg 4-24; MR Nil; 
S-1 d e b  
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faint rumbling sound. It gets louder, then 
the Pcs see a full 50 wemics charging 
toward them. Allow PCs a surprise roll. 
Successful,Pcs realize that this is not an 
attack. There are young cubs in the pack, 
and few of the wemica are carrying weap 
ons. Any horses the Pcs have spook imme- 
diately and attempt to flee. If they are on 
foot, the Pcs must make a Dexterity check 
each round for three rounds or take 3dl8 
points of damage. 

If the witch doctor can be subdued and 
cured, the tribe rewards the party with his 
wand of fear, now down to 8 charges. 
Quick S t a h  Wemic Witch doctor; MV 12; 
AC 6; HD 5+8; hp 29; #Att 2; THACO 15; 
Dmg 1-4/14; MR Nil; Spells (P4/W4) 

~~ ~~ ~~~~ ~ ~~~ 

Ddia Sweetsong 
Are.: This occurs while the party travels 
through came fairly remote wild-. 
Situalion: The K s  are moving through 
the wilderness. They see a lone woman 
walking in the same general direion they 
are going. 

The wolfwere has spotted the party 
and is about to put on its act. It plporphed 
into a beautiful woman and intends to do 
in the male Ks. 

The party is greeted by Dalia. To all 
appeannces, she is a female swashbuckler. 
She immedi.tely bgim to M e n d  the PCs. 
She is glad to see them since it is lonely and 
baing out here. She claims to be traveling 
to the nearest large town in search of some 
adventure. She responds to comments 

about being alone in the wild- min a 
display of swordsmanship that is at least 
adequate. Fightera in the rty should be 
told that she seems to be ot%ut 5th level. 

When the party camps, she offers to 
play her harp. Her lullabies are almost 
hypnotic. Anyone listening must make a 
saving throw w. spell or be overcome with 
lethargy. This has the same effects as a slow 
spell. The wolfwere then changes into half- 
wolf form and attacks with bite and rapier. 
Quick Stat% Wolhvem MV 15; AC 3; HD 
5+1; #Att 2; Dmg 2-12/1-6+3; THACO 
15/13; MR 10%; Special attacks and 
defenses 





Barrel of Red Herrings 
A n :  This encounter happens in an inn 
located in a large riverside city. 
Situation The PCs are settled into an inn 
for a few days to recover from a successful 
adventure‘s inevitable drawback. minor 
injuries. They are recuperating well but get 
restless and look for something to do. 
When they return, lots of their treasure is 
misaing. The only clue Is a fish scale found 
on a windowsill. 

The innkeeper knows nothing of the 
theft and won’t help the PCs at all-his 
angry refusal itself may be suspicious. 

Meanwhile, they learn there are several 
fishmongers nearby. Any one of them can 
identify the scale as that of a giant gar, 
which only one fishmonger sells. This old 

Give Peace a Chance 
Area: The PCs are in a completely new 
town which appears to be in an uproar- 
few businesses are open and people are 
mwding the streets. 
Situation As the PCs-rrive. they notice 
the unusual tension in the air-then see a 
hoap of the ruling duke’s men marching 
up the street In their direction. The PCs are 
not being sought by the hoopera, though; 
their object is a square where a young man 
shouts to the mwds. 

The K s  notice that this young man is 
getting positive reactlons fmm the audi- 
ence. He urges them to oppose the duke’s 
latest war and not sell fwd or supplies to 
the duke or serve in the duke’s army. This 
is not popular with the duke. 

Bmny Series #k 
Lost Heir, Apparently 

h a :  This encounter can happen in any 
urban setling. 
Situation While awaiting a hesh adven. 
ture, the Pcs discover a man is seeking 
them out. He proves to be a weaselly gent 
who greets one of the Pcs as the lost heir 01 
Castle Ashohr. The Heir need only take 
y s i o n  of the castle in person in order 
to legally claim it. 

This man, named Srnirknon, has a map 
and deed to the pmperty. He hands them 
over quickly to the heir PC and asks him to 
sign the pa so that “all thew trifling 
matters can E p u t  in order:’ once signed, 
he says he has been searching for the heir 
for almwt three months-and incurred 

man has a young assistant, who bolts 
when the Pcs appear! 

A chase through the streets ensues. The 
fleeing criminal proves highly agile 
(Dexterity 16) and difficult to catch. If 
caught, the burglar‘s hood is pulled back 
to reveal a dazzlingly beautiful young 
woman. Can the PCs turn her in to the less- 
than-gentle attentions of the Town Guard? 

She has two daggers, but won’t use 
them unless attacked first. If the PCs sub- 
due her, she may lead them to their 
belongings. If she is turned over to the 
authorities, they may never see their pos- 
sessions again. 
Quick Stat% Thief: MV 15; AC 6; T9; hp 
34; THACO 16; #Att 1; Dmg by weapon 
(dagger); MR Nil 
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The m w d s  try to prevent the young 
priest from being captured, but he exhorts 
his followers not to use violence on his 
behalf; he will not let them be hurt on his 
account. 

The PCs might try to intervene with the 
guards or help in a defense of the young 
priest at a trial. Another e i b i l i t y  is that 
the PCs create a distraction, allowing the 
young priest to escape to safety. 

This may only be a temporary stop 
gap, as the young priest will return to 
presch his pacifist ways o n ,  running the 
risk of caphwe again. 
Quick Stat% Pildfiit Priest; MV 12; AC 10; 
P7; hp 2.3; THACO 16; WAtt 1; Dmg n/a; MR 
Nil; Spells 

~~~ - 

2,500 gp in expensea to do so. So, ahem, if 
the heir wouldn’t mind covering these 
expenaes . . . 

The heir can do m a r c h  into Castle 
Ashohr but learns only that the castle is not 
in a bad territory-yet some vaguely sinis- 
ter reputation clings to the place. The exact 
reamn for this castle’s reputation cannot 
be learned from local sages or boob. 
though Iqend lore or other powerful magic 
might indicate that the castle is haunted 
(though the DM should be careful not to 
give too much away). 
Quick S t a h  Smirkson MV 12; AC 10; TI; 
hp 4; THACO 20; YAtt 1; Dmg 1-2; MR Nil 



Obnoxious Peddlers #3 
Coppers for Conjures 

Attribute: Wisdom 

Ben Franklin 

dragon 

Attribute: Charisma 
Encounter Type: Monster 
Add’l Info: MM 
XP Value: 2,000 for fast-talking J r  I \It 



Blood Warm: 
Business Rivals 

h a :  This encounter occurs in exactly the 
same location as the previous card, only a 
bit later that same night. 
sihutim T k  tanar'ri are not gone 10 min- 
utea before the PCs are apprcachd by 
another would-be employer. Thie individ- 
ual heard the pcs are seeking employment. 

The PCs should be suspidous of this 
second offer coming 80 quickly, though 
this offer is just to serve as backup muscle. 
This offer sounds more honorable than the 
fint. However, paladins sense evil from 

n as well. 
t h i s C k m  3.m gp, alm in otheryor~dly 
coinage. He also vows no harm will befall 
them afterward if they attend and help. in 

case the Pcs are getting nervous. 
The "man" is a pit fiend, d i sgu id  by 

magic to appear human. His aim is to 
recruit enough muscle to kill the tanar'ri in 
yet another Blood War skirmish and will 
uphold his word (though he may look for 
loopholes if there isn't enough violence to 

50%; Special attacb and deknsea 

Joke's on them: One of the old man's mag- 
ical items is real. 

He has bwts ofelwnkind, crystal ball, hat 
of dissuisc, dceanter of mdlrsJ wln, dust of 
disapparrnnce, girdle of fmst giant strength, 
minor of mental prams,  philosophn's stone, 
wings offlying, and three magical swords 
(+2, +3, and mrpl blade). 

The old man names absurdly low 
pr im for his wares. All are clever fakes 
except for the decanter of endless mtn. 
Once the heroes pass, though, his shop 
vanishes. TM old man and his shop vanish 
if anyone threatens or steals from him. 

Obnoxiour Peddlers #3 
Coppers for Conjures 

Area This encounter occun at a bridge in 
the wilderness, near a forest. 
Situation: During a purney, the Pcs are 
riding along a dusty path and find them- 
selves at a bridge, nexb to which is a small 
wooden enclosure with a countertop 
arrangement in front. A nearby sign says 
"Coppers for Conjures." 

A surly old man waits inside. He snap 
that he haa magic for ale, but only one item 
per customer. He glance o v a  the PCs and 
makes snide remark about how they pmb. 
ably an ' t  afford anything anyway. 

His merchandise looks like cheap, 
gaudy junk-everything is gilt-covered, 
Nm-carved or dusty with silver glitter. 
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Ben Franklin 
Never Met a Dragon 

Area This encounter takes piace in a large 
field during a heavy thundentorm. There 

' is a huge desert not many leagues away. 
Situation: Some friends are almoat too 
much houbie. One such is Heinrai the 
Tinkerer, whose new gadget pub lightning 
from the clouds. So, the PCs are standing in 
a large open field during a thundentorm. 
Hdnral suggests that metal armor be d i r  

At the height of the storm, the metal 
box glow with a fitful blue haze and is 
shuck b a bolt of lightning! The blue ener- 

then blastr skyward once more. On the 
way up, it shikes a soaring shape amid one 

carded, but t w s  up to the PCS. 

gy crac E ea and sparks around the box, 

of the clouds! 
This shape wheels about and corn- 

down to earth. It is a young blue dragon, 
angry at being shot at while flying to its 
desert home. 

The PCs must talk fast to avoid com- 
bat--plpeciaUy if they've been convinced 
to discard their armor. The dragon is inter- 
ested in the device and breathes electricity 
on it, marveling when the bolt is reflected 
back. Heinral and the dragon disc- the 
nature of electricity as the storm dies 
down, leaving the Pcs scratching their 
heads. 
Quick S t a k  Blue h w o n  MV 9, FI30 (C); 
AC 0; HD 14; hp So; THACO 8; lAtt 3; Dmg 
1-8/1-8/3-24; MR Nik Special a W k  and 
defensm 



r 'A 
Wisdom k.lc Bncounter Tvw: Monster 



Elemental Risks W. 
Nowhere to Run 

.tuea The Pcs are in a sandy wsstelandaraa 
not far from a wizard's tower and a quarry; 
there am m k y  hills in the distance. 
Situation: The Pcs are busy packing their 
things after a night spent camping. They 
hear a huge rumbling sound, followed by 
the ground trembling under their feet. The 
shuddering subsides not long after, and 
the PCs can get underway with nothing 
more than a little puzzlement. 

Less than an hour later, the rearmost 
PC notices that the ground is rippling 
behind them like the wake of a ship on the 
high seas. Right then, the ground erupts, 
disgorging a huge, earthen shape that is 
vaguely humanoid. It shambles toward the 

Shadow Series #3 
Flat Out Evil 

An: This encounter occurs in the same 
border castle as Shadow Serial m: Not 
Quite Bunny Rabbits. 
Situation The PCs manage to get through 
breakfast that next morning before the 
tMd strange event involving their shad- 
ows. The PCs feel a bizarre sense of did* 
cation and notice that they are looking at 
the world from the noorl Suddenly, the 
world is spinning madly as their shadows 
run wild in the streets. 

Merchant stalls are overturned, live- 
stock are panicky, people are terrorized, 
and proPerry is vandalized by the rene- 
Bade shadows, who have the PCs helpless- 
ly attached at the feet. The PCs remain 

PCs with its hands upraised. 
"Help, , . me," it rumbles. 
The earth elemental approaches and 

explains it is loat. It is like a small child, 
confused and seeking help. It has beetr 
summoned by a device, now lost in the 
nearby quarry. To reach the stow, the K s  
must descend into a crumbling 70-foot- 
deep mine shaft. At the bottom is the wu- 
a d s  body and the stone. With it, the e le  
mental can be sent home. 
Quick Stak  Earth Elementab MV 6; AC 2; 
HD 12; hp 57; THACO 9; YAtt I; Dmg 432; 
MR Nil; Speaal attach and defenses 

powerless silhouettes (though they are full 
color, while their shadows are three- 
dimensional darkness) for an hour, when 
the effects wear off. This time, the guards 
have more than harsh warnings. They are 
to be imprisoned until a wizard can be 
summoned. The Ks must ea~ape before 
the troop of 20 guards can take them into 
custody. The guards are all &level fighters 
in chain mail, armed with broadswords 
and halberds; they move at 6 as a group. 
There are three guards at the gate. 
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Dinoaaur Marathon 
h a :  This OCCUIS on a hot plain, with trees 
and shnrbbery dotting the landscape. 
SltuaHOn: The PCs drop by a magic shop 
to exchange some items when a mishap 
occure-and they appear in the middle of a 
hot, barren plain, 

The PCs only have their normal street 
attire (which could include armor and a 
weapon or two for fighters) but no camp- 
i% gear. Worse, an ominous rumbling 
comes from over a hill less than fifty yards 
away. 

cram over the hill charges a pack of 
dinosaunl They are fleeing some threat 
behind them and run down the K s  unless 
they move quickly. The K s  must run fast 
to outdistance the pack. (The dinosaurs 

move at MV 15.) Far to the rear is a tyran- 
n088urus1 

The PCs must keep ahead of the pack 
for seven rounds, when the tyrannosaurus 
wears out. (It's already been chasing the 
pack for three or four minutes.) 

After this, the Ks are faced with the 
problem of getting home. 

If need be, the magic shop proprietor 
can retrieve them, offering profuse apolo- 
gies for the inconvenience. 
I)uickS1.b:MnouurP.ck(each):MV 15; 
AC 8; HD 2-2; hp 12 (average); THACO 19; 
lAt t  1; Dmg 2-8 (charge); MR Kil 
Quick Stab: Tpnnouurua: MV 15; AC 5: 
HD 18: hp 96; THACO 5; lAtt 3; Dmg I-  
6/1-6/5-40; MR Nil 





The World’s Ugliest Critter 
Am.: This encounter occurs in a tropical 
swamp exhemely far from civilization. 
Magical transportation might be rfquired 
to get there. 
Situation: The Naturalist Society of Port 
Slnclare Is holding the First Annual 
World‘s Ugliest Critter Conteat. Anyone 
can enter a “contestant” if they go out and 
catch it themselves. J u d e  will award the 
grand prize (%,Ow gp) In two months’ 
time. 

If a sage is consuited, they aI‘e told that 
the world’s ugllest creature is the c a b  
blepas. If the PCa agree that the cabablepas 
is their target bast, a little mearch reveals 
that one or two of them have been caught m 
a notorious swamp far fmm civilization. 

They can reach the site and reham in two 
months, with some magical help. The K s  
soon find a wizard with the necessary 
ma c d they don’t have it themselves; 
un&iately, this uses up most dtheprise 
money (%@I 

It isn‘t ha& find a catoblepas in this 
swampthe  trouble is avoiding theml 
There are be plenty of the matures around 
(ld8+1). How the PCs capture and trans- 
port the creature is up to them. (If they 
reham, they win-few things are as ugly as 
a catoblepas.) 
Quick Staw Catoblrpal: MV 6; AC 7; HD 
6+2; hp 32; THACO 15; #Att 1; Dmg 1-6; 
MR NU; Spffial attack ‘ 

for Ks and gear). 
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But Who Are You Really? 
h.: This encounter occuls in a small 
farming village that is fairly secluded. One 
or two of the K s  begin the encounter 
injured (from a previous fight). 
Sltuatiw: The PCs are recovering from a 
baU misadventure In a small village. They 
are sitting outside when a troop of nine 
men ride into town. Their leader is a 
harsh-looking man In plate mail. He 
shouts that the village’s poor taxes are not 
enough; they must provide livestock, 
money, and valuables Immediately to 
mke up the difference. 

They take up residence in the local tav- 
ern, kicking out the innkeeper, and helping 
themselves to his wares as the ”new tax’ is 
assembled by the terrified townspeople. 

Humongous Fungus Amongus 
h a :  This encounter can take place in any 
dungeon setting. The walls are warred by 
energy discharges and blasts (typical of a 
beholder). 
Situation: The K s  find themselves in a 
dungeon as d d M  above. There is plen- 
ty of evidence that a beholder has been 
active in this vianity; hearsay places an 
eye tyrant in this vicinity as well. That‘s 
part of the reason they’re there; they hope 
to retrieve beholder eyes to collect an 
alchemisrs bounty on the things. 

Carefully scouting ahead, the Ks  dls- 
cover a sphere with several stems branch- 
ing off it. It a pears, from all they can tell, 

noticed them. 
to be a beho P der1 It doesn’t Seem to have 

- 

That night, a farmboy gives the ITS a 
tattered, bloody scrap of doth he eap is 
from a dead body that loob just like the 
lord! 

These men are dopplegangers, who 
slew the real lord and his retinue and now 
plunder the countryside. If unmasked and 
the odds are against them, they will flee on 
horseback. Otherwise, they try to kill the 
K s  and continue their charade. 
Quick Stat#: Dopplsgangen (9); MV 9; AC 
5 (leader 3): HD 4; hp 26 each; THACO 17; 
YAtt 1; Dmg 1-12 or by weapon; MR Nil 
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It is a gas spore. The only indication the 
PCs have, other than close inspection, is a 
rotted body in one comer of the room; it 
appears to be covered with a thick and 
unnatural-looking fun 8 it is also bloat- 
ed with two humps tct’are nascent gas 
spores. K s  have a chance to notice this 
when they see the room. 

The gas spre does not move or attack. 
The K s  can do this to themselves. 
Quick Stab: Gas Spore MV 3; AC 9; 1 hp; 
Other statistics irrelevant; Special attack 





Two Heads Are 
Better than One 

Area: This encounter wcun in a mild 
woodland, and works best when there are 
only a couple of Pcs to face the ettin. 
Siluation: The Pcs have ben enjoying a 
picnic when there is a crashing in the 
shrubbery 40 feet away. The greenery 
b& anide to reveal a rampaging ettinl 

Having little except picnic implements 
to work with, the Pcs must use their wits 
to avert the ettin. They can hail the aea- 
hue, which is surprised enough to respond 
to their greeting. He is looking for a tricky 
halfling thief, and he’ll smash everyone he 
meets until he finds the haUUng. 

Perhap the easiest (and oldest) way to 
trick the ettin is to get his heads to die’ 

Stone Cold 
Ares The encounter occurs in a lost pyra- 
mid in a desert. 
SiOitiM: Just as night is fallink the Pcs 
see a pyramid ahead that might provide 
shelter against the cold desert night. 

The pyramid sports three statues dus- 
tered at its entrance (which is open). 
However, should the PCs to enter, they 

statues). The @ern is not quick and gets a 
little slower as the night gets cold. The Pcs 
can,either fight or evade the golem; once 
inside, the golem lets them be. 
’ Insuibed in hieroglyphics is a com- 
mand word; anyone wilh Ancient History 
or Languages as a proficiency has a chance 
of mognizing the command for what it is, 

are prevented by a stcpre go “k, (one of the 

agree. They have distinct personalities; one 
is gender and more introspective than the 
other (though in an ettin, there’s little way 
to tell). 

Another question: if he plans to smash 
everyone until he finds the halfling, does 
that mean he won’t smash the haltling too7 
Askin questions baffles the ettin; if the 
Pcs r& under their Charisma on ld20 (+4 
for bards), It is confwd and wanders 
away long enough for the Pcs to gather 
their equipment. 
Quick Stab EWn: MV 12; AC 3; HD 10; hp 
61; THACO 11; YAtt 2; Dmg 1-10/2-12 
+weapon; MR Nil; Special defense 
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since the glyph8 clearly depict the three 
stone golems clustered around the pyra- 
mid‘s entrance. 

The pyramid is largely empty, having 
teen raided many times over the centuries, 

ssgeways deep inside the pyramid, as well 
as guardians yet u n e n c o u n e  by bandits. 

Once out of the pyramid, the stone 
golems follow the Pcs for a hundred 
yards. They are waiting for a command 
from the PCs (assuming the are their mar 
ters); if no command is Lrthcoming, it 
attacks. 
Quick Statu: Stone Golem: MV 6; AC 5; 
HD 14; hp 60; THACO 7; YAtt 1; h g  3-24; 
MR Nil; Speaal attacks and defenses 

but there could easily be unexplored p 

The Ladies‘ Tea and 
Hospitality Society 

An: The encounter only orrm8 if the Pcs 
want to explore hwh sod in their own 
home city. A party hosted the Ladies’ 

cious and lunviou9 mansion in the rich 
d o n  of town, is open to the Pcs and is 
the 8etling for this encounter. Several ordi- 
nary suits of armor and weapons adorn the 
walls, available “in case.” 
Slluation; The soda1 season is in full swing 
as the Ladies’ Tea and Hospitality society 
holds ita gala function. The Pcs are in 
attendance as “resident heroes of the city,” 
and manage to meet and greet half of the 
city‘s most respectable citizens. However, 
there is something wmng with some of the 

Tea and Hospitality society, % Id at a spa- 

hostesses. Characters over 6th level have a 
5% chance per level (+lo% for clerics and 
paladins) of noticing that a handful of the 
hostesses are not exactly human. In fact, 
there m s  to be something serpentine 
about them. 

They are actually lamia nobles. If the 
Pcs realize this, then they also realize that 
they are without a m  and armor. This 
makes combat an extraordinarily danger- 
ous situation. Can they make polite ex- 
es and recuver their weaponry in time? 
Qulck S t a k  h i .  Nobles (5): MV 9; AC 
3; HD IO+]; hp 54, 49, 43, 36, 34; WAC0 
11; YAtt 1; Dmg 1-6, MR 30%; Spedal 
attacks 
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Biaer than a Bnadbox 
Area This encounter occurs in a deep 
swamp during a thunderstorm. 
Situation: While waiting out a thunder- 
storm, the PCs hear a sound like thunder 
but impossibly loud, followed by an explc- 
sion in the swamp a league away. The 
storm abates, giving the PCs the opportu- 
nity to investigate this sikxation. 

The PCs discover trees are shattered 
and broken, as if some immense object was 
thrown at them. The y t h  of the object is 
easy to follow, as the roken trees form a 
clear line into the swamp. 

About half a mile in, the PCs locate a 
broken, half-sunken vehicle. Any PC with 
spelIjpmrdng experience notes the strong 
resemblance to a neogi deathspider. 

Something huge has broken thro h one 
of the bulkheads and dragged itselxrther 
into the swamp. Whatever it was, it's huge. 

The storm rises again while the PCs 
press on. Through driving rain, the PCs 
discover a gi antic, bloated sluglike aea- 
ture wedged L e e n  two trees. It appears 
to be confused and hardly even notices the 
PCs, showing no interest in attacking 
them. It is a Great Old Master nmgi and 
seems ready to burst with offspring. 

It has no treasure, though the small 
spellp.mmer ship could be sslvaged and 
refurbished. 
Quick Stat.: Gmat Old Master: MV 3; AC 
5; HD 20; hp 97; THACO Nil; #Att Nil; Dmg 
Nil; MR 10% 

their chances of surprise. 
lurk near the test walkway 

between e stalagmites and attack when 
the party is halfway past. They gain sur- 
prise on 1-8 out of Id12 and strike at the 
weakest-looking party members first. 

The ropers have 2,500 gp value In gems 
between them. (One has three prize dia- 
monds, while another has an assortment of 
lessergems.) 
Quick Statu: Ropen (8): MV 3; AC 0; HD 
10; hp 73,70,65,59,57,54,48,41; THACO 
11; #Att 1; Dmg 5-20; MR 80%; Speaal 
attack and defenses 

The mr Stalagmites 
h a :  This encounter takes place in a 
dungeon pawdge near the subterranean 
lair of a wizard; the corridor is an unfin- 
ished cavern with several stalagmites and 
stalactites, so that the actual nature of the 
ropers hidden here is hard to detect until 
the last minute. 
Situation: On a quest deep Inside a 
dungeon, the PCs find themselves in a 
mugh c a m  that coIKeQ18 eight ropers. 

Before they are encountered, the PCs 
are swarmed by bats dislodged by one 
roper "waking up." The bats do not attack, 
but fly in the PCs' fa- and distract them 
from the danger of the ropers. If a PC 
decides to strike the bats and rob a critical 
succeca, he hits one of the ropers, ruining 

Odds and Ends 
Area This encounter can happen wherev- 
er the DM has located some evil treasure of 
great importance, and the PCs are hunting 
for it to capture or dmtmy it. 
Siluatim: The PCs are seeking the Lml 
Bmk of Perdition. This book is an infernal 
work, a spell book containing many spells 
fmm the Necromantic and Evocation col- 
leges. It was supposedly penned by Hlun 
the Warp-Master, a singularly evil mage 
who summoned a greater yugoloth to pm- 
k t  the book. 

HIun died three centuries ago. Since 
then, the yugoloth has been going quietly 
mod waiting for someone to show up and 
try to steal the book. 

Because of this, the yugoloth will 
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attempt to prolong the encounter as much 
as possible, suggesting puzzle contests, 
riddle games, Mals of strength, or even 
"mck-pper-scissors" games before set- 
tling down to combat. By the end, the 
yugoloth will be genuinely sorry to slay 
the KS, though it will do so with no mercy 
and a maximum of pain. Of came, if the 
PCs kill it, then its servitude is over. Either 
way, the yugoloth "wins." 
Quick 9 t h  Greater YugolouI: MV 9, R 9 
(D); AC -1; HD 10; hp 75; THACO 11; lAtt 
3; D m g  1-10/1-12/1-12; MR 25%; Special 
attacks and defenses 
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Force of One 
Area: This encounter takes place on the 
road between two major cities. 
Sltuatlon; Traveling along the road to their 
next destination, the party hears the dis- 
tinctive sound of metal clanking from 
hornback. Looking behind them, the char- 
acters see a knight riding to catch up. The 
warrior is clad in ornate plate armor, 
though his helmet is conspicuously tied to 
the saddle instead of placed on his head. 

The cavalier introduces himself as 
Mangnon, Protector of the Living. He has 
arrived to escort the party to safety. No 
matter what protests are offered, the 
group cannot dissuade Mangnon from 
traveling with them, for he is truly con- 
vinced they would never survive the trip 

2 m  RiWlSIlOllicr 
205:NMhriten WarBnnd 
2 M  Chvst Town 
235 Cry in the Dark 
NK: Arnphimoul Warfare 
207: Lurking 
2Ql: ThrStrange Voyage 
209: Lmk Before You Attack 
2 lQTown Wllhavt Men 
211: %wuntyHunbraAll 
212: KtvpYo~rGuard Up 
213 Slavrrs 
2ll:Caughl in the Act 
215: Poison and Stone 
216 B d i n p ,  Farm 

01% RR. Inc. All Rlghb Rnerved 

without his magnificent aid. 
Throughout the journey, Mangnon's 

ego shines full. It quickly bffomes evident 
that he considers himself superior to all 
other warriors. However, if challenged by 
another character, he will politely refuse 
out of concern for the safety of the lesser 
fighter. With time, the characters learn 
why Mangnon does not wear his helmet, 
as they continually catch him admiring his 
visage in a small silver mirror that is 
always with him. 

Should the party actually become 
threatened, Mangnon will prove to be a 
competent, though egotistical, cavalier. 
Quick St.0: c.V.lier: MV 12; AC 0; F4; hp 
32; THACO 17; XAtt 1; Lhng by weapon; 
MR Nil 



Terrain: Urban 
Attribute: Charisma, Strength 
Encounter Type: NPC 



Picking Fences 
Aria This encounter is set in the busy 
streeta of a large city. 
Situation: Investigating the wonders at the 
city bazaar, one of the characters is 
brushed by a citizen, obviously a pick- 
pocket. The petty thief bolts, weaving 
through the marketplace as the party gives 
chase. Fortunately, the clumsy thief is eas- 
ily caught. Unfortunately, the stolen item, 
a hwhly prized poasesaion, has already 
been discarded. For his freedom, the thief 
agrees to reveal the permn to whom he 
t d  the item. 

Having learned that the item was given 
to the rug dealer, the party lphlrm to the 
bazaar only to find out that the thief’s 
assistant has left for the day, not to return 

Public Enemy 
Are= This encounter is set in a small com- 
munity. 
Situation: The party is hired by the gover- 
nor to locate a dangerous assassin. Having 
failed his latest assignment, the assassin is 
rumored to be hiding in a small run-down 
village in the outskirts of the region. The 
characters are sent to tbe village to capture 
the rogue and return him to justice. 
However, warm the governor, the man is 
very persuasive and may have fooled 
locals into aiding him. 

In actuality, it is the party who is being 
fooled. The quany is nothing more than a 
dissident priest who was spotted denounc- 
ing the current regime as totalitarian. In 
town, the party members will receive icy 

Over the Barrel 
Area: This encounter takes place in a large 
city with a crime roblem. 
Situation: Shortry after the party has 
entered town, they are approached by a 
city official who informs them that they 
have just broken a mapr city ordinance. 
The charge is obviously trumped up, 
something along the lines of wearing a 
rival city‘s colors, walking directly on top 
of a mapr historical landmark, or singing 
aloud on whatever day it happens to be. 

The official explains that the charge typ  
ically incurs a heavy fine, but he is willing 
to dismiss both the charge and the crime 
providing the party is willing to rform a 
“community service” for him. Sculd  the 
party ask, the fine is exorbitant, deter- 

until tomorrow. 
The next day, the rug dealer is there as 

expected and, with the appropriate 
amount of intimidation, names his fence, 
who purchased the item yesterday. On the 
other hand, the fence, having plenty of 
bodyguards, is not so easily scared, espe- 
cially since he is already displeased that 
the party knows of his shop. He is willing, 
however, to sell the item back to the char- 
acter for the right price. With some fast 
talking, he might even charge only 180% of 
the item’s true value, instead of his usual 
200% markup. 
Quick Stat% Fence: MV 12; AC 9; T1; hp 5; 
THACO 20; #Att 1; Dmg by weapon; MR 
Nil 
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treatment from the villagers, all of whom 
know why the charactem are there. 

If the group begins to ask the right ques- 
tions, such as why the townsfolk would 
bother to conceal a known criminal, they 
might begin to p i e  the truth together. If 
the heroes can convince the public that 
they are no longer interested in capturing 
the “assassin,” they will be taken to his 
hideout. Once there, the characters may 
elect to side with him or renege on their 
promise and bring him in. 
Quick Stat% Peasant PrieiO MV 12; AC 8; 
C4; hp 10; THACO 18; #Att 1; Dmg 1 (fists); 
MR Nil; Spells 

- 

mined specifically to encourage the party 
to accept the arrangement. To pacify the 
official, the party must monitor the activi- 
ties of a local thieves’ guild, reporting to 
him with complete details of the guild 
members‘ illicit exploits at the end of two 
weeks. The official has no knowledge of 
how to find the guild, but claims the two 
weeks do not begin until after the party 
has located their hideout. 

The guild in question is newly formed, 
and the novice abilities of the dozen or en 
members make spying on them quite easy. 
Quick Stat% Thieves (4Oh MV 12; AC 8; 
T1; hp 4; THACO 20; #Att 1; Dmg by 
weapon (daggers, short swords); MR Nil 
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Climate: Temperate 
Terrain: Plains 
Attribute: Charisma 
Encounter Typ:  NIT 
Add’l Info: None 



No Honor Among Thieves 
Are.; W encounter is set within any 
walled community. 
Situation While in town, the party mem- 
bers overhear gossip concerning the theft 
of the ruling official's daughter's most 
prized necklace, a gift fmm her father. The 
longer the party remains in town, the more 
stories they will hear about the failing 
investigation. It seems no one can find the 
bauble. 

Nothing other than rumors will get to the 
party about the necklace as long as they are 
in town. However, as won M the group 
attempts to leave, they will be stopped by 
the gate guards. The guards usher the party 
into a large rwm filled with other people, 
all waiting to leave the city. 

Observer 
Are.; This encounter happens near a large 

Situation While traveling to or horn a 
community on the fringes of another 
nation, the party sees someone waving to it 
fmm a distance. As the K s  near the figure, 
it becomes clear that she is unarmed. She 
approaches the group and says, in a rather 
broken form of the party's native tongue, 
thaf she is traveling alone and would pre- 
fer the safety of numbers if the party is 
willing to let her pin. 

She Is extremely mftteous and helpful 
whenever possible, but often changes the 
sub* when questions about her origin 
are raised. She is never rude, nor does she 
address her unwillingness to talk about 

bardm city. 

Friend or Foe 
Area: This encounter can be 8et in any 
town or city. 
Situation The party, wandering through 
town, is nearly missed by a young man as 
he bursts from the alley at a fast clip. As 
the man darts t h u g h  the m w d ,  another 
man, this one obviously older, darts out in 
pursuit, shouting for the first to stop. 
Finally out of breath, the elderly man begs 
for the party to continue the chase for him. 

The thief gives a tiring run, leading the 
characten through twisted alleyways and 
a maze of booths in the merchants' quarter. 
If the party does manage to comer the CUI- 
prit, he will have already dumped the 
goods. He will protest his innocence, sug- 
gesting that, perhaps, the party has me 

One by one, the party members are 
brought into a small cell, where three 
guards stand to search the characters. 
Should any of the party members com- 
plain, the watch will make sure all three 
guards present for the search are of the 
same gender as the character. 

After all of the party members have 
been searched, they are permitted to leave. 
If they wish to register complaints, they 
may do so in town, requiring yet another 
search when they wish to leave again. 
Quick Stat.: Gatekeepen (1.9): MV 6; AC 
4; F2 hp 6; THACO 19; %Att 1; Dmg by 
weapon; MR Nil 
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her home; sne simply finds a new topic. 
The woman comes from a nearby nation 

acmss the border. She a88umes there are 
hoetilitiea between her country and the 
party'rwhich may be true, which is why 
she is hesitant to speak about it. At night, 
the party might notice her writing entries 
into a type of pumal. If the Pcs take the 
bwk from her-something she will try to 
prevent-and can translate it, they find 
that she is recording observations about 
their culture, in addition to confectures 
about local custom. Her interests, howev- 
er, are purely pemnal. 
Quick Stat.: Foreign Woman: MV 12; AC 
10; 0-level; hp 4; THACO 20; #Att 1; Dmg 
by weapon (dagger); MR Nil 

taken him for another individual with 
obviously lower m p l e s .  

If the party elects to let the young go 
free, he will thank them, wink, and m m -  
per away. However, he will continue to 
watch the party throughout their stay in 
town and offer covert assistance to them 
whenever needed. 

Should the party memben choose to 
return the thief to the merchant, he will 
have the young man promptly arrested 
and placed in jail. As a reward fa the+ 
asaistance, the party will be given a 50% 
discount on every one of his warn. 
Quick Stat.: Young Thief: MV 12; AC 8; 
TI; hp 6; THACO 20; #Att 1; Dmg by 
weapon; MR Nil 





The Value of Gold 
Arm This encounter is set along any poor- 
iy traveled road. 
Sihulion: Having teen hired as caravan 
guards, the party members are on the road 
between cities. Rumors abound of rampag- 
ing orc tribes, and the party members have 
teen alerted to the possibility of an attack, 
especially since the cargo they are protect- 
ing is fwd and weapons. 

Several days pass with Little in the way 
of excitement. However, on the fifth day, 
just as the caravan passes some thick 
brush, several flaming arrows are loosed 
into the sides of the wagons. Immediately 
afterward, 16 o m  drop their bows, draw 
their swords and battle axes, then charge 
toward the caravan. 

It is possible the party will be surprised 
by this form of attack, since the caravan 
master stressed that the ora would pe 
equally interested in keeping the cargo 
secure. However, times have changed, and 
the o m  have learned that the value of gold 
far outweighs the worth of the supplies. 
Moreover, they know better than to let 
ambush victims flee. 

The OKS have little of value on them. 
Their uipment is of surprisingly high 
quality% om, but not particularly supe- 
rior to the party‘s. 
Quick Statl: Om (16): MV 9; AC 6; HD 1; 
hp 6; THACO 19; #Att 1; Dmg by weapon; 
MR Nil 
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The Little Trolls 
Amu This encounter is set in the wet 
marshlands. 
Situation While traveling through a 
murky swamp, the party encounters a pa r  
ticulsrly deep area of the water. 
Conveniently, a crude bridge has been 
consbucted there, making it possible to 
continue through the swamp. 

The bridge was built by a band of gob 
lins specifically to encourage travelers to 
pass through the swamp directly by their 
lair. As the party approaches the bridge, 
the goblins make their way to the under 
brush, six to the sides of the brid e and six 
to a support beam below.  he &ins wait 
until all of the party k3 on the bridge, per- 
haps even permitting those in front to pass 

Lost Cause 
Am.: This encounter takes place in a 
ruined village. 
Situation: Venturing into the cool night 
air, the party spies possible shelter in the 
form of a distant cabin. Nearing the con- 
struct, the characters notice that the cabin 
seems omrpied. Suddenly, the front win- 
dow’s shutters crash open as a man’s body 
flies thmgh them. 

The cabin has been overrun by a dozen 
gnolls who are currently ranaacking the 
interior. AB soon as the characters enter to 
investi ate the gnolls will set upon them. 

if t te  iide turns against the evil 
humanoids, two of them will break off 
combat and run for the bedroom. where 
they have beaten the two other residents of 

completely, before making their presence 
known. At that point, the six above shout 
in broken Common that the party must 
surrender 10 gp per member to be allowed 
to continue on. 

If the party pays, they may pass. 
Otherwise, the six goblins next to the 
bridge attack with their bows. If they do 
not seem to be winning the battle, the six 
goblins below pull the support beam free, 
sending the party members on the bridge 
into the watery depths. 
Quick Statl: Goblins (11): MV 6; AC 6; HD 
1% hp 4; THACO 20; YAtt 1; hng by 
weapon; MR Nil 

the cabin-mother and son-into uncon- 
sciousness. The gnolls will drag the bodies 
into the party’s view and threaten to slay 
the captives if the gnolls are not permitted 
to rehaat. 

Sadly, the gnolls are not to be husted. If 
the ruse fails. thw will attemDt to MI the 

- 

woman and child on the spoi. Otherwise. 
they will flee into the hills, where a pursu- 
ing party will discover the mother and son 
still unconscious on the path once the 
gnolls have had time to gain a measurable 
lead. 
Quick Staw Gnollr (12): MY 9; AC 5; HD 
2; hp 9; THACO 19; YAtt 1; Dmg 2-8 (by 
weapon); MR Nil 



Terrain: Plains 
Attribute: Strength, Wisdom 
Encounter Type: Monster 
Add'l Info: MM 

Attribute: Wisdom 
Encounter Type: Monster 
Add'l Info: MM 



From Beneath the Sea 
Area: This encounter takes place in any 
cuastal waters near a port city. 
Situation: Visiting a dochide tavern while 
awaiting passage in the mornink the party 
is roused when several sailors burst into 
the building and call for the group. 
Bmthlesaly they explain that the ship is 
under attack from “creatures from beneath 
the waves.” 

Heading for the docks, the party can 
barely make out man-sized bipedal shapes 
in the torrhlight. Up close, however, the 
scaly sahuagin can be seen for what they 
a reha l f  humans, half fish. 

There are 16 sahuagin total, most of 
whom are engaged in battle with the out- 
numbered sailors. The remaining sahuagin 

will turn upon the prty, attacking first 
with their @velins. and then resorting to 
daggers and claws. 

Most of the sahuagin carry M t l P a 5 w  
on them. However, one of them wears a 
lvlm of romprchmding languagm and d i n g  
magic, thus enabling it to understand any 
advice the characters give each other dur- 
ing the battle and relay it to the other 
duagin. 

1; h g  1.2/1-2/1-4/1-4/1-4/1-4 or by 

Quick S h M  Sahuyin (16): MV 12, Sw 24; 
AC 5; HD 2+2; hp 11; THACO 19; #Att 5 or 

weapon; MR Nil 

duagin. 
Quick S h M  Sahuyin (16): MV 12, Sw 24; 
AC 5; HD 2+2; hp 11; THACO 19; #Att 5 or 
1; h g  1.2/1-~/1-4/1-4/1-4/1-4 or by 
weapon; MR Nil 

March of the Dead 
h a :  This encounter is set in wilderness 
plains near a small community. 
Situation Night having just fallen, it is 
time for the characters to set camp. After a 
pleasant meal, the party members begin a 
well-earned evening of slumber. 

Just as midnight comes, the characters 
on watch hear the distant sound of march- 
ing. Anyone who goes to investigate and is 
able to see will stumble upon an unusual 
sight-an entire army d the walking dead. 
Hundreds of zombies and skeletons pass 
by, obviously headed to some predeter- 
mined location. However, there are bo 
many of these creatures that they are 
spread all am088 the plains, and, as a 
watchful party will notice, the campite is 

Gntrapment 
Are.: This encounter is net in a human-, 
demihuman-, or humanoid-built dungeon, 
Sltuation: The party is deep in the heart of 
an undergmund complex when they h a p  
pen a c t w  several cages. Within one sleep 
two bugtears who awaken when the party 
nears. The creatum immediately leap up 
and clutch the bars anxiously. 
In very poor Common, the bugbears beg 

the party members to free them. If that 
fails, they taunt the charactem, calli 
group coward8 for fearing to release t em 

Finally, the bugbears explain that they 
have a deal to make. One of them has a 
ma ‘c wand that it twk off a victim’s 
b c f  He claims it is a wand of big bwm 
Clic re 11s). but that wen though he heard 

2 

in the pathway of several of the skeletons. 
The party may elect to break camp, hav- 

ing exactly 10 rounds from the point at 
which the army was first heard to do 80. 
Otherwise, they must turn and battle the 
22 Skeletons that march directly into their 
camping area. Most of the skeletons will 
pass right on through, stopping only if 
they are attacked by a character. However, 
any fragile items not moved out of the 
skeletons‘ way before they completely 
c m s  the camp must save vs. crushing 
blows or be destroyed. 
Quick ShW Skeletons (22): MV 12; AC 7; 
HD 1; hp 5; THACO 19; YAtt 1; L h g  by 
weapon; MR Special 
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the command word used by the wizard, he 
cannot make it work himself. 

If the party frees the bugbears, they 
either attack unanned 01 flee, depending 
on the party‘s apparent strength. If they 
flee, however, the one with the wand fiings 
it to the ground fist, hoping the charactera 
will stop at that rather than give chase. The 
wand is actually a wand ofpmlyution, but 
it must be identified to learn ita command 
word. 
Quick Statr; Bu8bcam (2): W 9; AC 5; 
HD 3+1; hp 16; THACO 17; #Att 1; h g  2- 
8 or by weapon; MR Nil 
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Attribute: Charisma 
Encounter Type: Mmster 
Add’l Info: MM 
Encounter Type: Mmster 
Add’l Info: MM 



Cannibals 
Area This encounta takes place in any 
subterranean corn lex 
Situation: Travelng' through dungeon 
tunnels, the party memkn  stumble upon 
a gruesome scene-hungry glant cen- 
tipedes laying into each other in depemte 
fib of cannibalism. Centipede c o v  litter 
the flwr as the victors feast upon the 
I-. 

However, once the party m e m h  are 
noticed by the remaining giant centipedes, 
aU 20 of than turn u p  the charactera. 
'Ihe centipedes fight independently of each 
other, attempting to poison a character and 
then feast upon his or her corpse. 
However, the centipedes' nature means 
that when a victim falls, all of the attackers 

fall upon each other to detennine who may 
feast, rather than intelligently switching to 
a new target. 

Unlike most giant centipedes, these are 
hungry enough to fight to the death, and 
therefore wlll not run away unless magical 
means are employed. Among the bodies of 
the 'ant centipedes' few victims is scat- 
t e J a  little bit of t reasw.  mere is a total 
of 29 cp and 74 sp, in addition to a potion of 
extra-haling, two-thirds of which has 
already been con~~med.  
Quick S tab  Giant Centipdm lzo): MV 
15; AC 9; HD !4; hp 2; THACO 20; #Att 1; 
Dmg Nil; MR Nil 

First Claim 
An: This encounter is set in any mineral- 
rich mountain range. 
Situation: Having received a tip that a 
large underground collection of caves is 
filled with treasurerich monsters, the 
party has finally found the caverns. The 
entrance is not easy to pass, since it has 
been blocked by several large boulders. 

Once inside, the party will find no mon- 
s-, but they will notice that equipment 
such as picks, carts, and lanterns Utter the 
chambers. After the characters have spent 
some time investigatin they will round a 
bend and m e  face to Ece with more than 
two-score dwarves, all armed with hand 
axes and aossbows aimed at the party. 

The dwarves curtly inform the party 

members that they have trespassed into a 
sacred dwarven mine, and that they would 
be well advised to quickly explain them- 
selvn. A rnlly g o d  story wlll earn free- 
dom for the party, though they will still be 
"encouraged" to depart hastily. If the char 
acters simply tell the truth, they must a180 
off- some token, most likely gold, to earn 
permission to depart. In addition, they 
must s t  through a leclure about following 
un4ubstantiated rumon. Of COUIX, the 
characters may fight their way out, if they 
really want to: - 
h i c k  Stah: Dwuvei 140): MV 6: AC 4: 
fl; hp 7; THACO 20; XAtt 1; &g-bi 
weapon; MR Nil 

Field of Death 
Am.: This encounter takes place in the 
wide open plains. 
Situation: While crossing through 
unknown territory, the party members 
find themaelves stepping on the location of 
an ancient battlefield, All about them are 
various corpaes of long since dead war  
riors, whose bones have been picked clean 
by the ravages of time and weather. 

As the party continues cautiously on, 
they are suddenly overcome by the stench 
of death, as If, perhaps, the battles had not 
ended as long ago as the characters first 

~~ 

thought. 
The odor, however, is not coming from 

the dead on the battlefield, but from the 
three ghasts who have taken up residence 

in the nearby moors. 
The ghasts approach slowly, waiting for 

their stench to affect some of the charactera 
before attacklng. Desperate for sustenance, 
the ghasts attack viciously and to the end. 

The corpse-littered field has no treasure, 
for all of the shiny objects have already 
been collected by the ghasts. If the party 
tracks down their lair, the characters will 
find 194 cp, 673 sp, and three pieces of pw- 
elry, each worth 50 gp. 
Quick S t a b  Chuts 13): MV 15; AC 4; HD 
4 hp 19: THACO It *Att 3; h g  141- 
4/1-6; MR Nil; Special attack 





gesturing peacefully. They are clad in 
loose skins and carry no weapons. Quickly 
they explain that they are lost and simply 
need a place to camp for the evening. The 
two apologize for the inconvenience and 
promise to be gone by morning. 

Regardless of the response, the two 
people, who are actually a mated pair of 
jackalweres, suddenly change into their 
natural form and attack the characters, 
hoping to silence the watch before the 
alarm can be sounded. 
Quick Stab: Jackalweres (2); MV 12; AC 4; 
HD 4; hp 21; WAC0 17; #Att 1; Dmg 2-8; 
MR Nil; Speaal attack and defense 

The Deceiver8 
h a  This encounter takes place in the 
open fields. 
SItuaHon: Crossing a wide expanse of 
plains, the party members are made aware 
of the jackals that seem to be trailing them, 
baying at the man .  Fortunately, a simple 
campfireseems tokeep themat bay, though 
someone must be on watch at all times to 
tend the fire. 

Perceptivesentries, however, notice two 
pairs of jackal eyes in the brush, eyes that 
are perhaps a little closer to the campfire 
than most wild animals would get. 

After a few nights of this, the watch is 
surprised to see a man and a woman 
strolling across the plains toward them. 
The two figures approach the camp while 
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Beauty and Death 
Area This encounter takes place near a 
pond in a woodland glade. 
Situation: Traveling through the woods, 
the party kgina to detect the faint sound 
of a woman singing. The woman’s voice is 
sweet and melodious, though the language 
in which she sings is unknown. 

Following the sound of her voice, the 
paw finally comes near enough to hear 
the sound of splashing water. Peering 
through the trees, the characters see a 
nymph dangling her fet into a pond. She 
seems unaware of the group, but this 
makea no difference to the party, for any 
who see her must save vs. spell or be for- 
ever bllnded. Thee who retain their vision 
will next see the nymph stand and disrobe 

Playing Hooky 
Area This occurs in a town whose mapr 
industry is producing gladiators for the 
games in a nearby city. At the edge of town 
is a l a g  gladiatorial achod. 

or just outside it, when thq are apprmched 
by the city guard. The city guard is loow 
for some escaped “trainee.” 

Soon after the guard leaves, the PCs find 
themselves facing sweral armed and well- 
trained gladiators who want to hide among 
them. 

If the gladiators feel the PCs might turn 
them in, they will fight. Should the players 
refuse to help them, the gladiators attempt 
to persuade, bribe, and finally force them 
to complv. and if n-rv kill them. In an 

sihutlon: Them areeither staying in town 

as she step into the cool, clear waters. 
Again, party members who witness the 
lovely aeahrre must make another save vs. 
spell, this time to avoid death1 

If any characters attract the nymph’s 
attention, especially if they approach vi- 
lent1 (perhaps seekin vengeance for the 
dead or blindness of t e i r  comrades), she 
will emit a startled gasp and quickly 
dimension door away, leaving behind her 
silk robe. The light blue garment was a gift 
fmm an admirer and is worth 50 gp. 
Quick Stab: Nymph: MV 12; AC 9; HD 3; 
hp 9; THACO 17; #Att Nil; Dmg Nil; MR 
50% 

01994 TSR IIY. All RIghb Ranvd. 

attempt to take their places. 
The K s  are put to the test when the city 

guard returns. Soon after the PCs’ 
enmnter the gladiators, six well-armed 
members of the city guard amve at the 
PCs’ camp. They have had a tip that the 
truant8 have ben here, and are more rude 
and inquisitive. They will be harder to get 
rid of this time, if the Ka side in favor of 
the runaway gladiators. 
Quick Stat% Ghdiatom (5); MV 12; AC 7; 
F4; hp 28; THACO 17; #Att 2; h n g  by 
weapon (trident and net); MR Nil 
Patrol (6); MV 9; AC 5; F4; h 38; THACO 
17; #Att 1; Dmg by weapon long sword); 
MR Nil 
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Old him in the Woods 
A n :  Any wwded area will do. 
SihmHon: The FCs hear horses ahead and 
noise that sounds like mumbling. As they 
approach they see several armed men 
lying on the ground, recently killed. 

Over the dead bodies stands an old man 
with long stringy white hair looking 
through the saddlebags of the horses 
standing around. His search is frantic, ab 
though in a hurry to find something. 
The old man finds what apparn to be a 

book and sits down, his arms wrapped 
mund the bok .  Oblivious to everything, 
he o ns it and begins to read. 

ancient is unaware of the PCs' 
presence. If they attack, he will defend 
himself. Should the PCs approach him 

Zealots 
A n :  A totally new and unfamiliar town is 
the w H i i  for this adventure. 
Situatlon: The K s  notice numerous 
priests of the same religion on the streets. 
They seem harmlem enwgh as they stand 
on the skeet comer yelling out the word of 
their p d  to all that can hear. Many of the 
townsfolk wear the same kind and color of 
dress, as ordered by the church. Still, there 
are others wearing normal clothes. 

The taverns aeem active but not teeming 
with activity. Questions about the reiigiws 
aceity are rewarded with a quick change 
of subject. The innkeepn says there is a 
religious revival going on since this church 
ended a drought a yeaiago. 

After dinner, the doors of the tavern 

slowly, they see that the old man appears 
to be wounded. 

As won as the sdrolar priest notices the 
Pcs, he questions them about who they 
are, where they are from, who their par- 
ents are, what kind of adventures they 
have had, and 80 on. 

He will travel with the party, continuing 
to badger the Pcs for information until 
they reach the next town and its library. 
Quick Stat# Scholar Me& h4V 10; AC 8; 
P6; hp 24; THACO 18; XAtt 1; Dmg by 
weapon (quarterstaff); MR Nil; Spells 

open and several priests enter. h e  stands 
in the doorway preaching as the remainder 
spread their word about the rwm. They 
surround those who vocally resist, intimi- 
dating them. 

Their preaching prevents anyone from 
leaving, even using magic (hold perm) to 
keep a captive audience. 

If the PCs resist, the city guard anives 
quickly to defend the priests. 
Quick Stat#: M.in Preacher. MV 12; AC 9; 
HD 9; hp 39; THACO 15; #Att 1; Dmg by 
weapon (quarterstaff); MR Nil; Spells 
Reachem (5): MV 12; AC 9; HD 6; hp 25; 
THACO 18; #Att 1; Dmg by weapon (quar- 
terstaff); MR Nil; Spells 

Hanging Tree 
An: A small town in the Pcs' home terri- 
tory is the setting. 
SihuHon The streets are deserted, howev- 
er, d e  of a crowd come from the center 
of town. 

As they appmach, the K s  see the popu- 
lation gathered there. The townsfolk form 
a circle around a large tree from which a 

"r e Pcs eee a man escorted by four 
armed guards leave a buildq near the 
tee. Only when the man has the rope 
m u n d  his neck and he looks dinctly at 
the party does one of the PCs realize this is 
an old friend. The prlaoner is readied for 
hangin& and charges against him are read. 

Prom the trarurript read to the crowd, 

n's rope dangles. 

01594 TSR Inc. All RlghD Renewed. 

the Pcs leam the man is u for theft from 

two hard choices: to interfere or not, and 
whether or not to we foorce. It should be 
noted that nearly the entire town's popula- 
tion is here, as well as a gwd percentage of 
the city guard. 

If the PCs state they will pay for the 
items stolen, pay a substantial fine and 
take charge of the @mer, the townsfolk 
may be convinced to let him go. 

Once they leave town the "old friend" 
reveals himself for what he truly is: a 
dopplegmger. It thanks the PCs for reacu- 
ing it and leaves. 
Quick Statl: Dopplegangm MV 9: AC 5; 
HD 4; hp 16; WAC0 17; #Att 1; hng 1-12; 
MR Nil 

a prominent local person. !h ey then have 





Bad Time in the Woods 
Am.: The PCs are in or near a deep woods 
clearing ringed by old oaks. 
Situation: The Pcs are encamped when 
one of the sentries sees a large owl fly low 
over the camp and land in the nearby 
clearing. A few moments later a large bear 
approaches the camp, stopping at the edge 
of camp and sitting quietly, watching the 
PCs. Should the FCs take any offensive 
action a druid appears immediately to 
defend the animals. If they take no action, 
the sentry is soon alerted to a man appear- 
ing from nowhere, ranting and raving at 
the K s .  

The old man, Gorth, is dressed in robes 
and his hard chiseled face makes him look 
ancient. He towers over the party, waving 

Breeding Grounds 
An: This encuunter occurs in a deep for- 
est In mid-autumn. 
Situation: The PCs are traveling up a 
wooded trail when they discover a badly 
decomposed corpse of a warrior. Purther 
on, they find two more warriors, h o w ,  
and four dead ankhegs forming a rough 
circle approximately 15 feet across. 

There are several large bags among the 
dead humanoids, containing YK) cp and 
3,060 ap. Getting closer than 30 feet to the 
circle provokes an attack from four female 
a n + @  in the center of the circle protect- 
ing their unborn young. 

The dead ankhegs are all male and have 
been killed by their f e y l e  companions to 
a d  as incubators for the egga. The female 

Deep Dark Caverns 
An: A high mountain paas is the setting. 
Situation: The K s  are traveling when 
they are caught in a freak storm an hour 
before dusk. The K s  are slowed, or per- 
haps even stopped in their tracks, and will 
probably want to seek shelter. The storm 
w o r n  the Longer they delay. One of the 
PCs notices a large cavern with a wide 
mouth at one side of the trail. 

The mouth of the cavern makes it look 
like the perfect place to camp for the night. 
As long as they don't probe too deeply into 
the complex, they are able to set up their 
camp in ce. Later, as the storm intmi- 
fies, the twatch sentry hears something 
approaching from deep within the cave, 
fordng the PCs into a choice: either go 

his staff in the air. Apparently, from the 
druid's ranting, they are cam* on the 
edge of a Druid's Circle. Should the Ks 
agree to move on immediately, leaving 
everything as they found it, the druid will 
leave them alone. If the K s  refuse to leave 
immediately M become Wligerent, there 
will be trouble. 
Quick Stah: Go& MV 12; AC 7; D10; hp 
44; THACO 14; #A# 1; Dmg by weapon 
(quarterstaff); MR Nil; Spells 
Brown Bean MV 12; AC 6; HD 5+5; hp 40; 
THACO 15; #Att 3; Dmg 1-6/1-6/14; MR 
Nil; spffial attack 
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ankhegs fight fanatically to defend their 
young (no morale checks). 

If the PCs bypass the circle, they may 
continue on their way unmolested. 
However, if they make camp within a mile 
of the circle, the female ankhegs attack that 
night, looking for food for themselves. 

Once their trap is spsung, the females 
erupt from underground to attack any liv- 
ing thing within their incubation circle. 
Quick Stat% Ankhego (4): MV 12, Br 6; AC 
2 (4 underside); HD 8; hp 64; THACO 13; 
#AN 1; Dmg 2-16 (crush) and 1-4 (acid); 
MR Nil; Spffial attacks and defenses 

- 
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back out into the storm, or confront what- 
ever is in the cave. 

If the PCs explore the cavern before set- 
ting up camp, they are ambushed by aev- 
era1 bugbears who lie in wait in a large 
chamber several hundred feet down the 
main corridor from the mouth of the cave. 
Hiding on an outcropping over the cham- 
ber entrance, three of the bugbears dmp a 
heavy net over the Ks, and leap onto their 
backs while more bugbears stream from 
hidden entrances on both sides of the 
chamber. 
Quick StaW Bu&ear# 18): MV 9; AC 5; 
HD 3+1; hp 19; THACO 17; #Att 1; Dmg by 
weapon (broad sword); MR Nil; Special 
attacks 
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Missing Children 
A m :  A small town the FCs have not visit- 
ed before ia the setting. 
Situation The FCs notice immediately 
that the town is gripped in fear. The K s  
are looked on with suspicion as they enter. 

The FCs learn that the town has been 
losing cattle, horses, and now children to a 
hideous monster who comes by night. This 
monster comes every three days, like 
clockwork 

Examining the sight of the last raid 
reveals the unmistakable s i p  of fire dam- 
age. The locals insist the creature is not a 
dragon. 

That night a chimera shows up to claim 
another victim. If the FCs choose not to 
intervene, the locals put a bounty on the 

Intruder 
A r r r  The FCs are in a medium-sized 
town. 
Sibation The party members finally feel 
they have a chance to relax. Give them 
some time to get used to the safe feeling. 

One night, when the PCs have split up 
to perform independent errands, one of the 
FCs (preferably a cleric) is approached by 
what appears to be another party member. 
Heasks the FC to come quickly, since there 
is trouble. The imposter then hurries off. 

The false party member leads the FC to 
a quiet alley where h e m  another pseudo 
comrade, apparently wounded on the 
ground. As the FC bends over to help his 
wounded companion, both imposters 
change into their true fom. 

creature's head. Should the FCs intervene, 
the chimera leaves the area after taking 
mare than 25% damage. The locals insist 
the K s  pursue the beast and finish it off, 
fearing its return after the party leaves. 

At daylight, either with magic or track- 
ing, it is easy enough to find the chimera 
lair a few miles outside of town. As m n  as 
the chimeras are aware of the PCs' pres. 
ence, they fly forth and defend their home. 
In their lair are 3,OX gp, all that remains of 
psevious adventum with grand inten- 
tions. 
Quick Stab Chimen (3); MV 9, Fl18; AC 
6/5/2; HD 9; hp 50; THACO 11; UAtt 6; 
hng 1-3/1-3/1~/1~/2-S/S12;  MR NU; 
spffial attack 

Lost Caravan 
Area Any trail leading from one town to 
another will do. 
Situation: The FCs have been asked to 
escort a large caravan of merchants from 
this town to the next. The money is good, 
there is little chance of encountering ban- 
dits, and the party was heading in that 
direction, anyway. 

The caravan consists of 10 large wagons, 
most of which contain normal trade 
goods-fwd, weapons and armor and 
manufactured goods. One of the wagons 
contains six statues and another carries a 
fountain f o ~  the next town. 
The trip is uneventful until they reach 

the midway mark, when it grows late and 
the caravan master orders setting up camp. 
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The dopplega em plan to ca ture the 
PC to sell him to% party's chief%emesis. 
They avoid killing, using a ring of spelt stor- 
ing with pavn wd, stun (two charges left) 
to take the PC alive and tie him up. The 
gang has just moved Into this area and is 
settling in for a profitable stay. 

If the FC is captured, one of the dopple 
gangers impermnatea him the following 
day, in an attempt to lure one more of the 
PCs into their trap. 
Quick Stab: Dopplegangem (10): MV 9; 
AC 5; HD 4; hp 24; WAC0 17; UAtt 1; Dmg 
1-12; MR Nil; Special attack 

All is quiet until just after midnight. 
At that time, the six statues climb out of 

the back of the wagon, revealing them- 
selves for what they are: gargoyles. They 
move quickly, attacking the sleeping 
people nearby. This catches the sentries 
completely off guard, who are ready for 
any possible external threat, rather than 
one in their midst. 
Quick Stat% Gyloy la  (12): MV 9. FI 15; 
AC 5; HD 4 4 ;  hp 28; THACO 15; XAtt 4; 
Dmg 14/1-3/1-6/1-4; MR Nil; Special 
defense 
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wu Party 
Am.: This takes place in the hills sur- 
rounding a small city. 
Situation: The town is gripped with fear of 
marauding raiders. The head of the local 
merchants' guild and the lord mayor of the 
tmvn approach the ICs, shnking their egos 
before giving them a propition. 

The town and the merchants have been 
hard-pressed due to a raidin war party. 
The citizens are upaet. afradeven to go 
into the fields to work. The traveling mer- 
chants are h i d  to come here due to raids 
along the trail. The merchants' shelves are 
getting rather low on supplies. 

The merchants know the raiders have 

killed. Now the town leaders are desperate 
for a solution. 

If the Pcs accept this assignment they 
are urged to proceed into the hills. The 
gnolls are waiting for them, their position 
giving them an excellent view of anyone 
coming from the town. They attempt to 
ambush the FCs as they enter the hills. 
Quick Stah: Gnoll Leedm MV 9; AC 5; 
HD 3: hD 18: THACO 19: #Att 1: D m n  bv 
wea&nitw&handed sword); MR Nil- ' 
Cnolb (25): MV 9 AC 5; HD 2; hp 11; 
THACO 19; *Ai3 1; Dmg by weapon (4 with 
shortbows, 5 with batdeaxes, 16 with 
polearms); MR Nil 

set up camp in the nearby hills. The troops 
originally sent out were ambushed and 
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Never Trust Your Eyes 
h a :  The Pcs are deep in a swamp. 
Situntion: The Pcs are mrrhing for a 
witch who lives in the swamp, who can 
give them the next clue to locating the trea- 
sure they seek. 

The Pcs have traveled some time when 
they encounter a w d o w n  shack on a 
small island. As they approach the Pcs see 
a beautitul elvish woman come out the 
front door to greet them. She is unarmed 
and her p t u r e  and attitude are non- 
threateninn. 

their designated representative return to 
the hut in one hour. 

The returning Pc is ushered d 1 d e  by 
the disguised hag. There he finds the 
house is not the one they seek, but the 
house of a hag. The hag reveals herself and 
triea to kill the Pc. 

If he manages to get rId of her, the Pc 
finds a chest containing 2,wO gp in the 
house the hag was protecting. 
Quick Stat% Annii Hag: MV 15; AC 0; HD 
7+7; hp 42; WAC0 13; YAtt 3; Dmg 9-1619- 
16/3-9; MR 20%; Special attacks and 
defenses 

She tells-thews that thewitch they seek 
is inside, and only allo&s one of the party 
to enter and question her because of her ill 
health. She insbucts them to goto a nearby 
island and szzt up camp, and requests that 

__- 

This Old House 
k. In the mountains moving through a 
high pass. 
Situation: A large manor type house made 
of stone sits in the midst of a mountain 
8s. The exterior of the house appears to 
in disrepair, and the fields around it 

have not been plankd. 
There seems to be M one around at first, 

until a figure of a man appears in the dwr- 
way.Heisdressedasawaniorbuthedoes 
not appear to be armed. He invites the Pcs 
into his home, insisting they accept his 
humble hospitality and stay for the night. 

If the PCs accept, they see that the inside 
is dusty, and does not look very lived in. 
Only a boorish pereon, however, would 
mention this to the host. The man shows 

E. . . 

the Pcs upstairs to the bedrooms. There 
are two beds to a room, but everything 
looks as though it has not been used in 
some time. The host only sap he docs not 
get many visitors. 

That night, the rooms' dwrs are forced 
open simultaneously. The host has 
brought some friends, all of them look 
quite undead. The K s  must face 10 heucu- 
vas at a decided disadvantage, especially if 
they have removed their armor and weap 
ons before beddim down for the niuht. ~ ~~~~ 

h i c k  St& Hm&a (10): MV 9:% 3; 
HD 2; hp 12; THACO 19; XAtt 1; Dmg 1-6; 
MR Special; Special attlch and defenaea 





Lurking 
Area: A small underground complex is the 
setting. 
Siluation: The FCs have obtained a trea- 
sure map which leads them to a'small 
building in the back of the local inn. It is 
abandoned and falling down, but under- 
neath the debris there is a trapdoor in the 
floor. Thm ba oor opens onto a ladder, 
which d&into a chamber detailed on 
the map. 

The map a h  show an exit on the north 
end of the mom, which is a wooden door. 
The treasure mom should be on the other 
side of the door. 
The mom is a cube, 20 feetper side, with 

no apparent exit other than the entrance 
the Pcs are using. Therr is a v u r e  

Slavers 
Area The FCs cut in the desert bordered 
by high mountains. 
Situatime "his scenario takes a personal 
turn for any PC dwarves. Word has spread 
through town of a raid on a nearby dwar 
ven stronghold within the last few days. 
Several dozen dwarves w m  caplured and 
enslaved, and there is fear of additional 
raids on other nearby towns. One of the 
captured dwarves is cousin to the FC 
dwarf. 
.The town's leadership as well as the 

dwarven leadership will pay the Ks a 
high bounty for taking on this mission. The 
former to end the threat of hrther raids 
and the latter to recover those loat. 

The dwarves have yet to discover the 

plateactivated pit trap in the center of the 
mom, at the bottom of which is a m e t  
door, concealing the treasure. 

The map is surprisingly armrate. When 
the FCs e& off the trap, which requirea a 
waght load of at least 50 Ibs., the floor 
opens and reveals the pit. However, as 
soon as a FC enters the pit, a lurker hiding 
on the ceiling, drops on the unsuspeaing 
victim and anyone else in the mom. 

It is the DM's decision to determine if 
the treasure is really there or not 
Quick Stab Lurker: MV 1, Fl9; AC 6; HD 
IO: hp 60; THACO 11; #Att 1; hng 16; MR 
Nil; Special attacks 

, 

location of their lost ones, as they have 
been taken into the desert. The Pcs find 
the trail cold but not totally untrackable. It 
takes a week of searching tluuugh the 
trackless wastes of the desert to find the 
mound which form the entrance to the 
manacorpions underground lair. 

The PCs determine the lair is relatively 
new and is not yet fully occupied. It looks 
as though the mound Is being prepared to 
be moved, but the main colony has yet to 
arrive. However, there is shll a significant 
force to contend with. 
Quick Stak Mancarpions (8): MV 12; 
AC 5; HD 8; hp 60; THACO 13; #Att 3; Ding 
2-5/2-5/1-4; MR 20%; Special attack. 

What You Can't See 
Area This takes place in town, whenever 
the Pcs do a bit too much thieving. 
Situation: Kelnit is a very rich and well- 
known m h a n t  here. He NM the town's 
dry goods store and is the most succeeaful 
merchant and profiteer in town. He knows 
the next town is too far and the roads too 
dangerous for most folk to travel for 
goods, and he profits from this. 

On this oxasion, the party hears Kelnit 
has left town for several days on a buying 
trip, leaving his shop ripe for the plunder. 

If the FCs don't take this bait, they are 
a p p c h e d  by several townsfolk out for a 
little revenge on the merchant. They offer 
the FCs half the take, providing they can 
get away with it. 

THe entrance and all the windows of 
Kelnit's shop are locked, but yield easily to 
a few simple lockpicks. Inside, there are no 
locked boxes and no money. Upstairs, 
Kelnit's mom contains a simple, metal- 
bound wood chest with a large padlock on 
it. There are no traps, and it is simple 
enough to pick the lock opening the chest. 
Once opened, a conlingmy spell goes off. 
The chest has 5,wO gp in it. 

The person opening the chest is attacked 
by an inwwiblr stalker, just created by the 
contingency spell. 
Quick S t a k  Invisible Stalker: MV 12, FI 
12; AC 3; HD 8; hp 56; THACO 13; #Att 1: 
Dmg 4-16; MR 30%; Special attacks 
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Twan S m  Po at the Bridge 
A m :  This occurs at a bridge along a road 
in a sparsely populated area. 
Siluation: The PCs are traveling when they 
come to a bridge. The bridge is blocked by a 
man in very ornate armor. The amor 
resembles full plate. It has paintings of 
dragons and fish all over it. The man d e s  
a pair of curved swords, one longer than the 
other. He watches the PCs approach. He 
makes no move to draw his weapons. 

When the Pcs reach the bridge, the 
samurai challenges them. ‘’I am Twan San 
Po. No one may a m s  this bridge without 
winning past this humble being. Turn 
back, or I shall must smite you. Without 
my permission, no one may pass.” 

The obvious answer here is also the 

Shoe Tax 
Area This takes place on the outskiirts of 
anv lame citv. 
SiIh& A‘gmup of thugs has decided to 
extort money from passersby. They know 
enough to let the locals alone, but the party 
Imks like foreigners. They should be easy 
pickings. 

The encounter starts as the Pcs are 
about to enter a large city. A group of 
humans and half-om is lounging on the 
porch of a rundown house. As the party 
approaches, they see most of this group get 
up ‘and m v e  toward the road. They are 
not threatenin& just very confident. 

When the party moyes within hearing 
distance, one of the thugs spesks. “We‘re 
with the city guard. We’s the tax mllectols. 

Tomb Robbers 
Are.: Thii OCCUN in an old tomb where the 
party has just m v e r e d  some treagure. 
The tomb should be located at the base of a 
hill, but this is not absolutely necessary. 
Sihutim A hi of barbiviw d d e n  the 
tomb to be holy ground. They will attempt to 
daughter the tomb roweR (the Pe). 

The leader is Grimok %lam, a priest 
with the ability to incite berserker rage in 
his warriors. 

The round the F€s emerge, Grimok is 
chanting. This cannot be diwupted, since it 
is a granted ability. The following mund 
the beraerkm charge down the hill. While 
bemerk, they are immune to hold and 
c b n n  effects. Death magic has no effect 
until after the berserk state has worn off. 

best one. The pts can lust ask for permis- 
sion to pass. If they do, he looh puzzled 
for a minute and then comes out with a 
tentative “Yea.” He stands to one side, 
looking proud for having again upheid 
his vow. 

If the Pcs fasten on the “winning past” 
part of his statement, they probably have 
someone challenge him to combat. He 
insists on honorable combat, using the 
Nies for subdual damage. (Only onequar- 
ter of the damage is real.) If defeated, he 
allows the party to cross. 
Quick Stab; TWM San Po: MV 12; AC 2; 
F9; hp 80; THACO 8; Dmg 1-8+4/14+2; 
MR Nil; Ki shout raises Strength to 18(00) 
for one turn. 
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You gots to fork over a shoe tax. 
Everybody that got6 shoes Bots to pay 1 
gold piece per shoe.” 

If the party pays, fine. If not, the thugs 
fail on the party, attempting to whale the 
tar out of them. They do not use weapons, 
but they all have three slots in punching. 
Use the chart on page 59 of the DMC. The 
thugs can raise or lower the roll by two. 
Also, they get four blows per round. They 
do not use weapons even if the Pcs do. 
They prefer rough-housing. 

If the party gets beat, the thugs take all 
of their gold and their shoes. If the party 
wins, each thug carries 23 gp. 
Quick Stah n\ws (10): MV 12; AC 8; T5; 
hp 25; THACO 15; hng 1-2+3; #Att 4; MR 
Nil 

They also receive extra hit points and dam- 
age. These are already in the quick stats. 

Grimok remains on the hill, just in 
range for hold p”s0” spells. He tries them 
the firat two rounds, then unleashes his Mg 
spell, flame sfri)P. If his warriors are losing, 
Grimok surrenders to the berserk state 
himself. He charges the PCs with his mace 
+I in both hands. 
Quick Stab; Benerkm (20): MV 12; AC 7; 
F4; hp 35; #An 3/2; THACO 15; Dmg 1-6 
+4; MR Nil 
Grimoh MV 12; AC 6; F9; hp 50 (55): #An 
1; THACO 13; Dmg 14+$ MR.Nil; Spells 





Prisoner, Part 3 of 3 
Ana: The encounter takes place on the 
road between a small village and a large 
city. The mad leads through a mountain 
pass. The pass is guarded by dwarves. The 
dwarves expea a stiff toll. 
SituaHon: The party is hired to escort a 
murderer to @stice. They are told that his 
crime was a heinous one. He alkgedly 
murdered the mayor and his wife in their 
sleep. They are each offered w )  gp to 
bring this msn to the capitol for trial and 
execution. 

statement to the PCs is; “1 didn‘t do it. 
Honest, I didn‘t.” This is repated often 
over the course of the pumey. Wendir‘s 
sniveling8 and whinings will become 
monotonous and irritating. 

As the trip continues Wendir gets more 
and more desperate. He offers to subFt 
himself to magical testing, torture, whatev- 
er. He’U do anything to prove he’s inno- 
m t .  If he once gets into the city he won’t 
last past the next dawn. 

Any form of magical testing proves 
that Wendir is indeed innocent. He has no 
idea who is the real killer. It is UD to the 

The prisoner, Wendir Saltar, is a wiz- 
ened little man who will never see 60 
again. He is not particularly likable. His 
main emotion is fear. Nil 

The trip takes five days. Wendifs first 

party if they let him go or not. 
Quick Statu: Wmdir: MV 9; AC 10; T5; hp 
14; XAtt 1; THACO 18; Dmg 1-2; AL N; MR 
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A Lovely Sea Voyage 
Ana: A port city or town is required. The 
Pcs are heading for an inn or are on their 
way to transact some business. This seedy 
area of town is fairly close to the docks. 
Situation: Captain Criling needs fresh 
sailors to man the oars in his Viking-style 
longship. He has sent a crew out with 
orders to get more mowers, no matter how. 
The crew has had t m  much to drink. They 
mistakenly decide that the PCs want to go 
ona voyage. 

The gang’s first attempt is to drink the 
party into submission. Several of them 
approach the Pcs, &ring to buy the 
drinks. They clalm it is payday. They want 
to party. A PC must make a Constitution 
roll for each drink, reaching four states; 

Foreign Turf 
Area: This m r s  in a seedy part of a city. 
The PCs may be here trying to locate a 
thieves‘ guild, hying to find cheap lodg- 
ings, or to meet an underhanded character 
for some sort of deal. 
Situation: The area of town is controlled 
by the Boxers, a gang of young toughs. 
Select any PC who is fond of wearing a cer- 
tain (any) color of clothes These are the 
wrong colors, belonging to the Clubs, a 
rival gang. 

When the PCs are first spotted, several 
youths run off. Others begin to follow the 
party. Eventually about 20 gang members 
are following. 

After several minutes, the street is sud- 
denly empty of townsfolk, except for the 

mild, medium, heavy intoxication, and a 
stupor. Each failed check moves the PC to 
the next state of intoxication. The sailors 
have Constitutions of 15 and have a h d y  
had four drinks. Three of the sailors drink 
with the party, but they spill half of their 
drinks each time, 

PCs who refuse to drink are followed 
by the other seven sailors. The sailors wait 
until they get to a deserted street. n\ey 
attack with sap and belaying pins. They 
do not attack to kill, but they are not too 
careful. Treat this as subdual damage, but 
half of it is real. 
Quick Stat.% W l o n  (10): MV 9; AC 5; F6; 
h 50 XAtt 1; THACO 14; Dmg by weapon; dR Nil 

FCs and the toughs following them. 
The Pcs then 8ee a large young lad car- 

rying a battle axe swagger out to challenge 
the FCs. He demands that they pay toll for 
wearing the wrong colors. He a s h  for all 
the gold they have, It doesn’t matter if the 
pcs pay or not. The gang eventually ana& 
the PCs in an attempt to wipe them out. 
Quick Stat% Leader: MV 12; AC 6; F7; hp 
44; #Att 3/2; THACO 13; Dmg by weapon 
+2; MR Nil 

oh. l%lb MV 12: AC 8: F3: hD 20 #Att Tour- ____ . . 
1; THACO 18; Dmg by weapon; !hR Nil 
Gang M a p  (2): MV 12; AC 5; W5; hp 12; 
aAtt I:THACO19Dmg14:MRNd:sp~~. 

. .- 



Encounter Typq: Monster 
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Encounter Type: Monster 
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Mad Scientist, Part 2 of 2 
Area: Use the tower of Togreif, who kid- 
napped one of the K s  in Part 1. 
Situation: If the DM has a classic wizard's 
tower prepared, this is a perfect place to 
use it. Otherwise, use these suggestions: 

Door: Locked, barred, with a f i le trap 
that caum ld4+13 points of damage (save 
for halo. 

Entryway: Guarded by thRe ogre zom- 
bies that attack anyone not with Togreif. 

Stairs up: The head of the stairs is 
guarded by four ogre zombies, all missing 
various body parts. 

Laboratory: This is where the K is 
stored, in a deep (chemically induced) 
sleep. If the party enters without making 
too much noise, they see Togreif. He is 

about to lower a helmet with many wires 
attached onto the pc's head. Togreif fights 
for only a few rounds before teleprting to 

If the tower is searched, 130 sp, 200 gp, 
a CrYJfal ball, and 2-5 scrolls with 2-5 spells 
each (no illusion or enchantment/chann 
spells) may be found. A set of spell books 
with all necromancy spells of levels 1-6 are 
also present. If slain, Togreif has the sap 
and bracers ofdcfenn AC 4. 
Quick Stab: Ogre Zombies (7h MV 9; AC 
6; HD 6; hp 40, UAtt 1; WAC0 15; Dmg 4- 
16; MR Nil 
T-if: MV 12; AC 0; W13; hp 28; #Att 1; 
Dmg by weapon (sap); THACO 16; MR Nil; 

eafety. 

Spells 

Deflated Ego 
Are.; This takes place in an underpund 
tunnel. The tunnel is dark and damp, with 
a ConsIant dripping horn the di. 
Situntion. A pionic mind flayer has dis- 
covered the party, and is trailing them. It 
attempts to deflate the K s  contidence 

Paiaaic atatistiw. Level 10: Dis 4, Sci 5, 
Dev 15; Attack W, 11; Defeme All; Power 
score 18; PSPS 279 
PaychoklnulcDevotions: control body, 
levitation. Sciences: telekinesis, molecular 
rearrangement. 
P~ychomet.bolilm-~ience~ body equi- 
librium. ~ ~ ~~ ~ 

with its ego whip devotion, and then dom- 
inate the strongest member of the party. 

The illithid atkmpts to stay back out of 
the light if at all passible. It UBPJ its pionic 
payers until the entire party has been sub. 
dued. If damaged for more than half of its 
hit points, it pionically telepats to a safe 
location. It may try a iun later. 
Quick Stah: Mind &en MV 12; AC 5; 
HD 8+4; hp 41; THACO 11; XAtt 4; Dmg 2; 
MR 90%; bionics; Spcial attacks 

Psychoportation-Sciences: probability 
travel, teieport. Devotions: astral propc- 
tion. 
Telepathy-Scimcn: domination, mind- 
link. Devotions: awe, contact, ESP, ego whip, 
id insinuation. pt-hypnotic suggestion. 
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of the mold. The wood is easily spotted. 
Wr alp allowed a normal sumrise roll Old and Moldy . __ _. - -.. . ._ 

Arec This encounter occurs in the beforesteppingontothearea. 
dungeon of a ruined castle. To complicate matters, the mold is 
Situation: A large colony of yellow mold is pionic. It suggcats that a FC should h q  
growing here. The old castle draws a across the mom to the stairs. If the victim 
steady trickle of adventurers. This steady does not save against the suggestion, an 
food has allowed the colony to flourish. It Intelligence check is required. Failure 
covers the entire floor of one mom, almost means the victim loses a point of 
4W square feet, Intelligence, permanently. The mold is 

When the Ks enter the castle, they can able to p m w  its spores up to 60 feet. 
see little but rubble, Everything in the Afkded FCs must save vs. p o h  or die. 
upper levels has been picked clean. If the mold is killed, the remainn of its 
Toward the back of the castle the K s  can victims are revealed. This includes 34 cp, 
swt  some descending stairs. When they 29 sp, 123 gp, and a rusty but usable short 
&ma the mom they encounter an old trap. 
One of the stones is made of thin wood. 
K s  stepping on it must make a Dexterity 
check or fall through to land in the middle 

sword. 
Quick Stah: Yellow Mold MV 0; AC 9; 
HD Nil; WAC0 Nil; Dmg Nil; UAtt 1 
(spores); Special attacks and defenses 





Spider Sandwich 
Area The Rock of Bral, an asteroid in the 
SPELLJAMMBRa setting, is the scene. This 
ocNrs in the Rock’s park. 
Situation The PCs are approached by a 
neogi who offers a deal It wants their help 
in robbing an illithid. It expect8 the party 
to be honored to help it. If they turn it 
dorm cold, it res nds with “So meat will 
let brain of fernarmeat eaten be. Another 
of your kind by the illithid held is!” 

The neogi offers to let the party have 
the meat (a kidnapped young lass) if they 
aid it. It raises the offer to include any trea- 
sure the mind fkyer may have. If seriously 
pressed, it reveals the real reason. The 
mind flayer controls both of the neogi’s 
umber hulks. Without them, the neogi can- 

~~ 

Baby Monster 
Area This occurs in a lake town. The town 
doesn‘t have extensive docks, just enough 
for the fishing boats. The K s  are on the 
dock8 when they hear a cvmmotion from 
the dock. 
SihuHon: The FCs notice the mmmotion. 
A lot of Milors are very excited about 
something. If they investigate, the sailors 
are shouting about catchin a baby mon- 
ster. The PCs are tdlowe.! on the ship. 
Everyone on the dock is crowding on for a 
look. It is a baby memw, lying amidst the 
pileof fish. It was just discovered, since the 
catch is of fish almost as large as the m m  
row. The baby mellow is extremely young, 
only about 3 feet tall. One of the sailors 
identifies it. 

Big Stink 
Area: The trash dump outside of town is 
the scone. The air IO heavy with the smell of 
decay. Rlm of garbage buzz with flim as 
far as the eye can see. 
Situation: The party has been asked to 
come to the dump to help recover a jewel 
that was thrown out b mistake The 
w a r d  should be moud to in&t the 
PCs. particularly since they are only there 
to y a r d  against giant centipdn and car  
rim cmwlm. The noble who hired them 
has m a n 8  to do the actual work. 

This would be an easy job if it wasn’t 
for the smell. Suddenly there is a cry from 
behind a garbage pile. The K s  are ordered 
toinvmti te 

B e d t h e  pile is another smaller pile. 

not return to its conclave. It. would be 
ridiculed and demoted. It‘ll handle the 
umber hulks, but the K s  get to take on the 
mind flayer. 

If the PCs go along with this, they are 
led to the dwelling of the mind flayer. The 
neogi first tries to get control of his umber 
hulks, but this fails. He is torn to shreds in 
one round. The mind flayer and umber 
hulks then turn on the PCs. 
Quick S t a h  Mind Fhycr: MV 12; AC 5; 
HD M, hp 41; THACO 11; #Att 4; Dmg 2; 
MR 90%; Special attacks 
Umber H u h  (2); MV 6, Br 6; AC 2; HD 
8+8; hp 42; #Att 3; THACO 11; D m g  3-W3- 
l2/1-10; Special attacks 
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The sailors divide into two camps. m e  
side favors slaying it immediately. The 
other side, led by a priest of mercy, favors 
finding a good underwater monster to 
raise it. It could become a force for good. 
One man wants to buy it and put it in a 
zoo. He offers the captain 2M) gp. 

The PCs may step In here. Strong 
speeches, well-reasoned ar ents, and 
some leadership are r e q u i n t h e y  favor 
the good approach. the priest teUa them 
where to locate a storm giant who lives in 
the lake. He casts enough water brmthing 
for them to make the trip. The PCs must 
then convince the giant. It should be diffi- 
cult, but not i m p i b l e .  
Quick Stab Mermw (Baby): MV 4, Sw 10; 
AC 4; HD 2; hp 6; THACO 19; Dmg 1 4 1 -  
4; #Att 1; MR Nil 
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The still kicking feet of the w a n t  pro- 
trude from the pile. When the PCs 
approach, tentacles snake out to grab and 
drag them in. 

This newtyugh has developed a new 
strategy it is qulte p u d  of. Once it grabs a 
vicHm, It uses him to hit other victim. This 
causes normal damage (2-12) to both the FC 
struck and the victim used for striking. The 
neootyugh can ala0 try to make M attacker 
to hit a held victim. Thia requlrea a success 
ful attack roll hy the newtpgh.  

The neo-otyugh attempts to flee if 
reduced to 20 hp or less. 
Quick S t a h  Neo-Otyu&% Mv 6: AC 0: 
HD 10; hp 60; #Att 3; MAC0 11; h g  2- 
12/2-12/1-3; MR Nil; Special attack and 
defense 
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Climate: Temperate . Terrain: Dunneon 

Add'l Info: MM 

Terrain: Urban 
Attribute: Intelligence 
Encounter Type: Monster, NPC 



Obliterated 
h a :  A sunny forest, the leaves glinting in 
the sun, will do, The party can be hunting 
or traveling home from a wilderness 
adventure. 
Situation: A patch of obliviax has sensed 
the PC spellcasters and attempts to ked. 
The cbliviax attack each spellcasting or 
psionic PC once per round until the victim 
fails a saving throw vs. poison. 

A victlm with his memories stolen Loses 
all spells as well a8 any m o r y  of what 
happened in the past 24 hours. Each spell- 
caster is subject to three attacks before they 
move out of range. A party suddenly 
shipped of all spells is pmbably in some 
trouble. The fighter and q u e  PCs retain 
their memories and can figure out what 

Roped In 
Area The PCs are in an underground grot- 
to. A bubbling stream passes through the 
center of this 150 foot by 40 foot cave. The 
cave has holes in the ceiling that allow sun- 
light to enter. It is awash with the glitter of 
precious stones. 
Situation: The PCs have found a beautiful 
cav:, as well as the source of many low- 
grade gems. Each turn of mining yields 14  
semi-precious stones, worth 1 gp each 
uncut. They are worth 10 g when cut and 
polished. While they are farvestink the 
owner of the cave returns. The roper 
changes color to resemble the rock floor. 
This gives the PCs a -2 penalty to their sur- 
prise rolls. If it gains surprise, it gets into 
position. It wants to be able to attack the 

Have I Got a Deal 
An.: This m r s  as the PCs are relaxing 
after an adventure. They are spread 
around their favorite hostel. They have just 
finished a fine meal of mast boar, washed 
down with a decent wine. 
Sitwtion: As the PCs are leaning back after 
the meal, they are approached by a young 
fighter. He Looh nervm. He seeks out the 
strongest appearing PC. The young man 
identifies himself as Nucum Donac, an 
adventurer on his way up. He wants to 
pmve his strength by arm wrestling the PC. 

While Nucum's words sound boastful, 
his manner is not. PCs observing him 
should be told that he seems to be putting 
on an act. He is entirely too nervous for his 
words. 

happened by askhg a few questions. Any 
mages in the party should be allowed an 
I n t e l l i e  roll to remember that they must 
eat the cbliviax to recover the memories 
and spells. This requires a saving throw VI. 
poison to keep the rancid stuff down. 

There is one obliviax for every spell- 
casting PC. If everyone in the party is a 
spellcaster, there is one less. The obliviax 
can use the stolen spells to defend them- 
selves. In an all-spellcaster party, they may 
be better off sacrificing the spells and 
memories and tryinn to get them back the - 
easy way, by stuhyiKg. 
Quick S t a k  Obliviu: MV 0; AC 10; HD 1- 
2 hp; THACO 20; WAtt Nil Dmg Nil; MR 
Nil; Special attack 
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entire party. 
Each round it shoots one strand, each 

time at a different PC. It attempts to drain 
Strength on everyone. It knows that this 
makes the party easier prey. 

A strand causes the victim to save vs. 
poison or lose half of his Strength. Strength 
losa OCCUR Id3 rounds after a hit. It is 
cumulative with other hits, and lasts 2d4 
turns. It requires a successful open doors 
roll 01 6 points of cutting damage to break a 
strand. Each round the strand is unbroken, 
the victim is puued 10 k t  daer. 
Quick Stab; Roper; MV 3; AC 0; HD 11; 
hp 66; YAtt 1; Dmg 5-20; WAC0 11; MR 
NU; Special attacks and defenses 
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If the FC agrees, Nucum wants to bet. 
He says he needs 1W gp. He offers to put 
up a goid circlet he recovered on his last 
adventure. The circlet is worth about 120 
gp, and it radiates magic if checked. 

Nucum quickly loses and pays off with 
the circlet. He leaves, going out the back 
door. Three minutes after he leaves, the 
door bursts open and a skeletal warrior 
throws young Nucum's body on the floor. 
Ita pinpoint red eyes search out the PC 
with the circlet. It moves in for the attack. 
If given the circlet, it touches the circlet to 
its forehead. then both crumble to dust. 





Baboon Fiends 
Area: This encounter takes place in a thick 
jungle. The surrounding area is lush with 
greenery, fronds as bi as the PCs abound. 
The sounds of the bi& fUls their ears. 
Siluation: The PCs are traveling thmugh 
the jungle, actually enpying the signs of 
life around them. The in- are not bad, 
and they haven’t been bothered by snakes. 
Suddenly the jungle gets very quiet. The 
birds take wing in a flurry that breaks the 
silence, but then the silence returns. 

A peck of bar-lgura has gotten loose on 
this plane and are raising aU of the havoc 
they can. They have sensed the PCs’ non- 
evil alignments and see the FCa as enemies. 

The barlyra take places on opposite 
sides of the Pcs, hidden by their inokibility. 

I‘m So Confused 
Area: A subterranean cavern is the site 01 
this encounter. The cavern is small, only 10 
feet by 10 feet. There are two exits, one 6 
feet high, the other exit is only 3 feet 
around. 
Situation: The PCs are traveling thmugh 
an underground complex. This can even 
occur in a dwarven or gnomish city. As 
they climb through the small hole, a pair of 
umber hulks burrow through the wall and 
attack. 

The keys to this encounter are the 
cramped quarters and the lack of space. 
The u m k  hulks almost fill the room. 
Thee is mom for no one but the last two 
PCs. There is not enough mom in the small 
tunnel for size M creatuys to Nrn around. 

They begin by propding illusions of sav- 
age headhuntera attacking the party with 
spears. The savages disappear into the jun- 
gle if someone doses with them. 

Damage is real unless someone disk- 
lieves. The party is then subjected to an 
cnbnglr spell of large enough a m  to aff& 
everyone. The following round, the bar- 
l y r a  leap 40 feet to the attack. The fiends 
flee when two am slain. 
Qulck Stah: Bu-LGi (4): M V  9, Climb 
15; HD 6-6; hp 32 THACO 15: *Att 3; Dmg 
1-6/1-6/2-12: MR 30%; S W a l  attacks and 
defenses 

They must hck into the small room to 
assist their comrades. The umber hulks 
spend one round clawing the stone above 
their heads, getting mom to move. This 
brings lar e chunks of rock down on them 
and the A. The PCs in the mom take 2d6 
points of damage. The umber h u b  take 
only a d6, most of the rock is being tossed 
away from them. 

This should be a frustrating cramped 
encounter. Every three rounds the FCs in 
the mom can shift enough to let another 
FC out of the tunnel. 
Quick StaM Umber Hulks (2): MV 6, Br 6; 
AC 2; HD 8+8; hp 51; #Att 3; Dmg 3-1213- 
12/1-10; MR Nil; Special attack 

Barrow Mound 
Area: The PCs discover an old burial 
mound. It is built into the side of the hill. A 
ruined door is exposed to view. It is the 
only sign of what lies below. 
Siluation: The PCs must work their way 
into the mound to mver any treasure that 
is stored there. If they have m e o n e  who 
can detect evil, there is a strong smw of evil 
emitting from the mound. The PCs must 
work for some hours to clear the door and 
the cave-in immedistely beyond it. While 
they work it gecp dark. They may continue, 
they may wait until morning, or they may 
ignore the tomb entirely. It doesn’t matter, 
the pc‘s life fore attracts the wights. 

During the night, the wights stream 
into camp. They are smart enough to go for 

sleeping FCs. If the party has a fire going, 
the Pcs have a normal chance of surprise. 
Infravision can also d e e t  the wights. If 
neither are used, surprise rolls are at a 4 

The wighm will m a t ,  but not until 
they are almost dead. When the barrow is 
searched it contains about 100 gp worth of 
gold stahmy, a tarnished silver drinking 
cup worth 2CQ gp, and a rapier + I .  
Quick Statm Lcuer Wwta (0: MV 12; AC 
5; HD2; hp IO; #Att 1; Dmg 1-4; THACO 17; 
MR Nil; S-1 attacks and defenses 
Wight MV 12; AC 5; HD 4+3; hp 30; #Att 
1; Dmg 1-4; WAC0 15; SA same as above. 

penalty. 





Matters of Honor 
An: This occurs in a meadow, with small 
copses nearby. 
Sihition: The PCs are riding through a 
pleasant countryside when they spy a man 
standing on their path. He wean armor 
llke nothing the PCs have ever seen, with 
elaborate 'plates and adornments. When 
the PCs reach him, he identifies himself as 
Him Takagashi, a samurai who has trav- 
eled far to restore his lost honor. 

His quest centers amund the Rtrieval of 
a famlly h e i r h .  Him must flnd thisobject 
(a small jsde idol) or be forwer diegrad. 

He asks the ITS for information. Thev 

By asking at the next village, the PCs 
learn that a merchant came through recent- 
ly. He had a jnde idol he hoped to sell to 
the local baron. As they arrive at the 
baron's manor, they find baron and mer- 
chant haggling over a price. 

The PCs and Hiro can intervene at this 
point, explaining to the baron that the mer- 
chant is d e a l i i  in stolen merchandise. If 
they make a gwd Reaction check with the 
baron, he throws out the merchant and 
reetores the idol to Hiro. 
Quick S t a k  H i m  MV 12; AC 4; F7; hp 43; 
THACO 12; #Att3/2; D m g  by weapon +3; 
MR Nil 

may not hrve any information to offer, b i t  
they could volunteer to help him further 
his quest. 
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E x w e  Me, But 
You're a What? 

An: A amall town surrounded by plains 
is the setting. 
SitluHmr Down on their luck, the PCs are 
hired by a young women who needs 
guardians. She claims to work for a 
wealthy m e r c h t  in a distant dty, and 
must relay a package to him swiftly. She'll 
pay 2,CCKl gp to each adventurer. If asked 
about danger, she says there should be 
Httle risk to thia trip. 

In reality, she's a spy for a powerful 
mercantile house and has valuable infor 
mation concoming her employer's rivals; 
they could be destroy& when this data is 
used. The PCs jwt got embroiled in her 
exploits. 

If the PCs ride out with the young 
woman, they notice a batch of riders in 
pursuit. The riders work for the enemy 
merchants and won't rest until the spy is 
safely dead. She owns a l a g  sword +3. ring 
ofpmtection +3, shield +I, and potion ofinvis- 
ibility, as well as a hone and 365 gp. The 
information is in a package wrapped in 
waterproofed canvas and weighs 2 Ibs. 
Quick SUfl: Spy: MV 12; AC 6; T6; hp 36; 
THACO 17; #Att 1; Dmg by weapon (see 
above): MR Nil 

, 

Ridm (ah MV 12; AC 5; F3; hp 22; THACO 
IS; XAtt 1; Dmg 1-8; MR Nil 

The Scmll of Nine Dragons 
Area: This encounter taka  place in a 
murky swampland studded with the stone 
ruins of a primordial temple. 
Situation: The PCs are scouting land for a 
new fief and find themselves in a bcg. 
They hear the -hhg cry of large r e p  
tiles deep in the swamp, as well an some- 
one splashing around mmewhere ahead. 

They s t a slight, older man in damp 
brown roG, ap m t l y  digging up a 
&one cairn with magic. He looks up 
and sees the FCs. "Go 'way! T w  danger 
ow!" he ahouts, then resumes digging, 
ignoring the bellowing In the dbtana. 

The man is a w jen, an Oriental wiz- 
ard, and is seeklng an artifact. To cover his 
advities, he has cast audible glamour to 

ware off curious passersby. He is a p r  
liar; the FCs should realize that his non- 
chalant attitude belies his warning of dan- 
ger. If confronted, the wu jen admits he 
seeks an object known as the scroll of Nine 
Dragons. The Ks can either help the w 
jen or seek to claim the moll for them- 
selves. If they aeire the scroll, it containa 
spells for conbolling dragons. 

Thew jen won't let the scroll go with- 
out a fight. 
Quick SUtl: Wu J m  MV 9; AC 7 (horn 
& of protection +3): W16; hp 44; THACO 
15; (IAtt 3/2; Dmg 1-4 (dagger); MR Nil; 
Spells 
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Night of the Drakes 
Danger: High 
Climak: Temperate 
Terrain: Urban 
Attribute: Strength 
Encounter: Monater 
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Night of the Drakes 
Are.: This occurs in a castle on the border. 
lands of a kingdom, near mountainous 
wilderness. 
Situation: Tamsion the Dragonlord has 
been captured at last! Taken unawares by 
the heroic FCs, he has been brought to 
Castle Ost for trial by the local baron. 

But Tamsion has Mends. A pair of 
young adult red dragons are heading to 
the castle to m e  the Dragonlord. 

Due to the fear dragons generate, the 
baron's guardsmen cuwer in their barracks 
and won't fight the dragons. Only the 
baron (an Bu\-level flghter with a c3 bas- 
tard sword and +2 date mail) stands with 
the PC9 in defendkg the castle. 

One dragon engages reawtanm head-m, 

while the other swoop around to the rear 
of the castle and smashes its way inside, to 
literate Tamsion. The Dragonlord, being 
bound and gagged to prevmt spell-use, 
cannot summon them with m a g .  

Tamawn ia a 14th-level wizard who 
spffialires in dragon-related magic (lesser 
school of Summoning). If he gets free, he 
flies to safety on dragonback shortly there- 
after. 
Quick Stat% Young Adult Red Ihgons 
(2): MV 9, Fl30 (C); AC -4; HD 15; hp 81, 
74;THACO7;#Att3;hng 1-10/1-10/3-30; 
MR 30%; Speaal attacks and defenses 

Death Giggles 
Area This occurs in a large town, during 
market day; the streets are fuil of people, 
including children and tradesfolk. 
Situation; On a pleasant market day, the 
PCs are preparing for yet another journey 
when suddenly there are shouts and 
screams from somewhere up the sheet! 

The FCs see a nun flying on the back of 
a griffon. He wears a colorful robe and a 
metal mask. Cackling madly, he unleashes 
magic blasts on the helpless townsfolk! 

"'Feel my rage, you antsl" he shrieks. "I 
am Emirikol, Master of Chaos-and 
master of death!" 

Emirlkol is a 15th-l&el neutral wizard. 
A failed experiment has driven him 
insan-ll he seeks to do now is kill. 

Lookin' for Trouble 
h a :  This encuunter can omu nearly any. 
where, from a deep dungeon to a remote 
 in. It won't happen in a city or other 
h m n a n t m l l e d  area. 
Slhutlon: while leaving a dungeon, laden 
withbeasurr, the PCshw a roaring bellow 
far ahead of them in the tunnel. When they 
search ahead, they find a beholder is blast- 
ing apart things with its d i s i n t e p o n  ray 
The beholder is apprently in a llnd r a p  

The PCs can try to evade the eye tyrant. 
Attempting thio feat means sneaking past 
the area acupied by the beholder. Thieves 
should have little problem, since the 
beholder is distracted by its own rap; 
0 t h  might not have things so easy. 

If the beholder senses the FCs, it attacks 

Emirikoi has the following magic lek 
magic missile, shocking grasp, blindness, 
pyrotechnics, summon swrm, blink, lightninx 
bolt, fiteball, mmpiric touch, contagion. ice 
storm, polymorph other, shadow monsters, 
chaos, cloudkill, telekinesis, chain lightning, 
mss suggestion, and limited wish. He also 
has a uwnd offinballs with six charges left. 
Quick S t a h  Hmirikol: MV 9; AC 6 (armor 
spell in effect); hp 29; THACO 16; #Att 1; 
Dmg 1-6; MR Nil; Spells 
Griffon: MV 12, Fl30 (C); AC 3; HD 7; hp 
33; THACO 13; #Att 3; Cmg 1-4/1-4/2-16; 
MR Nil 

in a h k  manner, first s a n g  at any 
Hghters in late m o r .  The FCs hear from 
its raving L a  t its lair was just 8acked and 
its offspring killed by humans. it wasn't 
necessarily the FCs that did this, but the 
kholder doesn't care; it wants revenge. 
The beholder gains a +2 a ainst all 
attempts to hold or charm it, j ue  to its 
volatile emotions. 
Quick Stan: Beholden MV Fl 3 (8); AC 
0/2/7; h 50 THACO 9; #Att 1; Dmg 2-8; 
MR ~ i l ;  &A a1 attacks 

, 





Everything Was White check against their Dexterity ,(roll under 
Dexterity on ld20) or tumble down a 20- 
fwt incline, doing Zd6 points of damage to Area: The “ing is a hilly, icy tundra in 

the middle of a blizzard. Foonng is treach- 
erous and visibility is nearly zero. The tem- 
perature is well below zero. 
The PCs begin near a rock-faced hill 
sheathed in ice. The dragon’s lair IS a large 
cavern (Bo ket  by 110 ket) filled with ice 
and deep snow, which hides its t~easure. 
Sltuatlon: The situation is critical; the PCs 
must find shelter or death is certain. 
Various proficiencie, can help, but 
Survival ui kst.  A succashrl roll guides 
the K s  toward a shadowy recess on the 
rock wall; otherwise, each PC can roll 
under their Intelligence on ld2O to KP if 
they detect it. Once inside, the cavern 
abruptly drops of6 all charactera must 

What% You Looking At? 
Ares This enmte r  can happen in any 
settled area. 
Sibation: While traveling, one of the PCs 
spots something twinkling on the m d - a  
small silver necklace. The necklace’s medal- 
lion has a face with a wide-eyed, - 
mouthmi expression. There is swnethmg 
magical about the m e d a l l i o n  idmtib 
s Us won‘t meal its properties, but it 
&n*t seem to caw harm when worn. 

The Pcs arrive in a small village just as 
night is falling. There are no unusual 
occurrences-until the K s  enter the inn’s 
mntmon room. Conversation stop and 
the villagers stare at the PCs oddly, e s p  
dally at the one with the medallion (if it is 
being worn). Several gel up and leave, not 

any who fail. 
Inside the cavern is a white dragon. The 

d n m n  woke UP at the PCs‘ arrival and 
now hides a m k g  the snow drifts in the 
dark cavern. It attacks once the hemes 
enter its lair. If the dragon is defeated, the 
lair can be heated enough to let the PCs 
survive the storm. The dragon’s treasure 
consists of 5250 gp, 3,100 sp, 470 pp, and a 
suwrd +&post brand. 
Quick Stab: Adult White Dragon: MV 12, 
R 40 (C); AC -2; HD 11; hp 58; THACO 9; 
#Att 3; Dmg 1-6/1-6/2-16; MR 15%; 
Special attacks and defenses 
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taking their eyes from the PCs. 
The vT, are clearly Mared of the 

Pcs; even e innkeeper keeps his dis- 
tance, and the tavern maid won’t serve 
their table. 

Removing the medallion at this point 
won‘t undo the fearproducing effects. To 
accomplish that, the afflicted PC must get a 
mar curse cast on the medallion by a 
cleric of 17th or higher level. Once 
uncursed, the medallion’s power is gone. 

Anyone encountered afterward must 
save vs. spell or be deathly afraid of the 
Pcs. CIhe effect is mta@ous among the 
PCS.) 

Nefarious Rex1 
A n :  This take place in an isolated abbey 
on a desolate mwr. 
Situation: The K s  are staying at an abbey 
during one of their voyages when a group 
of three ugly beasts smash their way 
insidel They are red abishai, and they 
demand the release of their master, 
Nefarious Rex, or the abbey will be 
destroyed. 

The PCs have never heard of this 
“master baatezu” before, but may possibly 
be able to bargain with the red abishai for 
a little time to search for him. The abishai 
can be forced to promise to depart the 
Prime Matetial Plane once Nefarious is 

Nefarious Rex, even though the abbey‘s 
been here nearly 20 years, since it was 
founded by an arch abiarch after a battle 
against baatezu on tLs site. Several clerics 
admit the place is not very comfortable 07 
frlendly. Any attempt to defect evil meals 
evil in the very stonee-and that Nefarious 
Rex is the abbey! The archpatriarch bound 
the baatezu into the abbey‘s stones. 
Knowing this, a PC cleric can exorcise the 
creature from the a b k y  and banish it. 

Although angry, Nefarious abides by 
the agreement of his “lessers” and departs 
once released. 
Quick Stak Red Ablshai (3): MV 9, F112; 
AC 1; HD 6+3; hp 44, 38, 29; WAC0 13; 
#Att 3; D m n  1-4/1-4/2-5; MR Nil; Special 

returned to them. attacks and&fenws 
The cloistered clerics never heard of 
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Encounter Type: Monster 
Add'l Info: MM 



I Think It Like8 You 
*rru Thh encounter can ormr in any 
dungeon. 
SituatIox The PCs are passing through a 
corridor which is 10 feet acm88,7 feet hqh 
and over 100 feet long. One of the FCa 
(chosen randomly) suddenly feels a slight 
headache. When he moves closer to the 
left-hand wall, the headache fades-then 
returns. That PC miuht notice that the floor 
under his feet is Lbming  blinltpied, as 
though something is moving just under 
the surface. 

If the FCs dig down, they find a brain 
mole following them, feeding off the 
headachestricken PC (a latent pionic). 
They can try to leave the c r e a m  behind, 
but it follows te~dous ly .  

The pc's headache bRatrpl wore and 
ulere geemg little choice but to kill the brain 
mole or "adopt" it and find some way to 
take it back to civilization. 

Adult brain moles sell for x) gp; young 
ones sell for more. 

Catching the mok is a little tricky since 
it doesn't like being caged much, but per- 
sistence is rewarded. The mole proves to 
be very friendly, especially to the pc it is 
feeding from, and can be taught a few 
MCb. 
Quick Stab; Brain Mole: MV 1, Br 3; AC 9; 
1 hp.; THACO Nil: #Att Nil; Dmg Nil; MR 
Nil 

At the Shrine of Quaaatlezu 
h a :  This encounter occurs in a tropical 
jungle, atop an ancient Mayan-style 
pyramid. 
SihlltlOn: The FCs have followed legends 
of ancient treasure to this forsaken jungle. 
Having fought off prowling monsters, dis- 
ease, and the loss of supplies to a flood, 
they are now grimly determined to get into 
this pyramid and find what lies inside. 

Climbing the pymmid is timesonsum- 
ing but not especially difficult; all pcs 
should be able to make it to the top, where 
a Qrk rectangle appears to be the sole 
entrance to the structure. When the PCS 
approach it, howwer, they are intercepted 
by a darting, ~ ~ k e l i h  form that hangs 
belore them on multihued wings. It d m  

- 

Are These YOUR Tunnels? 
Area: Thia meeting t a b  place in a partic- 
ularly deep set of caverns, with walls coat- 
ed in luminous fungi; there is an under- 
ground grotto there also. 
Situation: The PCs have somehow lost 
their way underground and are in tunnels 
completely foreign to them. While wander- 
in& they discover an alcove lit by a strange 
blue fungus; in this Mom is a stand with a 
small gold statue (roughly 50 gp weight). 
There are no t r ap  or magic found in this 
Mom, letting the PCs take the statue with- 
out difficulty. 

Soon after, they encounter a batch of 
dmw (all 7th-level fighters, led by a 9th- 
level cleric/wizard) who have been pursu- 
ing them, The statue is a holy objea and 

not speak, but forbids them entrance. 
The couatl is trying to protect the FCs 

from the bad air inside the pyramid. (It 
requires a save w. poison to avoid being 
overcome by the fumes after going 60 feet 
into the pyramid's depths.) 

If the FCs understand that the m a t 1  is 
a @aligned crenture, the m a t l  guides 
them to shelter and explains there is no 
treasure to be had in this jungle. Then it 
points out a safe route back to civilization. 
Quick StaW Colutl: MV 6, m I8 (A); AC 5; 
HD 9; hp 40; WAC0 11: #Att 2; 1-3/24 
(poison); MR Nil; Special attacks and 
defenses 

outsiders who desenate it must die! 
Turning over the statue dwsn't win 

them over. The drow intend to kill the FCs. 
If the PCs win, they have enough time to 
reach their "home" tunnels--but the drow 
will continue to pursue the ITS, intent on 
retrieving the statue. This could lead to 
future encounters with this particular 
group of drow. 
Quick Stat% Dmw (7): MV 12; AC 4 
(leader 1): F7, W9/C9; hp 45 (x6) (leader 
40); THACO 14 (leader 16); Att 1; Dmg by 
weapon (long swords); MR 64% (leader 
68%); Spells 





Family Reunion 
Aren: This encounter happem in a cemetery. 
Situation: The party is paying their 
respects one dusk when they are 
approached by a man. He seems pale and 
unhealthy, but asks if they would do him a 
favor. Would they convey an invitation to 
someone in another cemetery? She would 
be there about this time of the evening. 

This "man" is a ghost, something the 
PCs might realize. He does not seem as 
strongly evil as hosts are supposed to be, 
however. The "kdy" they are to invite is 
also a ghost. In fact, she is his wik. She 
Mes to accompany them, but cnnnot cm(u 
the edge of the cemetery. 

If the PCs don't think of it, she swests 
that perhaps her coffin could be moved 

Mob Scream 
Are.: This encounter works best in a 
dungeon when the heroes believe they've 
conquered everything and are ready to let 
down their guard. 
Situation: The PCs are taking a rest break 
when the PC on watch hears something 
scrabbling out in the darkness. Giggling, 
muttning sounds can be heard and a mass 
of miggling, squirming shapes Hlls one 
hallway leading into where the Pcs are 
resting. 

They are gibberlings, demented crea- 
tures that live only to kill. Their only 
known weakness is a fear of bright light, 
which can deflect theL course or hold 
them at bay. Other than that, they fearless- 
ly attack anything in a frenzied swarm. 

and reburied, so that she can be reunited 
with her true love. 

The Pcs are able to carry out this task, 
though the DM may chwse to have watch- 
men appear (with some very hard-to- 
answer questions) if the PCs are having too 
easy a time. 

Once they reach the first cemetery. the 
PCs are told that these two ghosts clung to 
life because they could not bear being 
buriei separately-and no one else would 
heed their pleas. They depart, after telling 
the Pcs the location of a treasure trove 
including Loo0 gp and a ring of@ action. 
Quick ShW Ghosta (2): MV 9; AC 0; HD 
10; hp 6 6 2 ;  THACO 11; WAtt 1; Dmg Age 
1040 years; MR Nil; Special attacks and 
defenses 
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The PCs have little time to prepare before 
they are attacked by gibberlings. A total of 
2W such creatures face them. 

In this setting, an area effect attack 
would be most effective, but if the fighters 
arealready in close Combat, that approach 
has drawbacks. 

Alternately, the herom can fall back, 
using firchrlls or other massdestruction 
spells to hold back the gibberlings until the 
PCs can flee sumessfully. 

The gibberlings press their attack, 
killing and consuming the Pcs if they fal- 
ter. They have no trsasure. 
Quick S tab  Gibberling. (loo): MV 9; AC 
10; HD 1; hp 5 (average); THACO 19; XAtt 
1; Dmg 1-8; MR Nil 
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The Sad Child 
Area: This encounter happens in an isolat- 
ed old manor h o w  deep in a hilly wwd- 
land. The house is ancient and badly dete- 
riorated, to the point of being unsak to 
enter. What might have been a garden is 
overgrown with weeds and refuse. There 
is no sign of any occupants. 
Situation: Just passing through a bad area, 
the PCs find a suitable campground 
among some gnarled and bent old trees. 

After dinner, one Pc notices a child's 
toy under a shrub. The doll stands up and 
maxhes into the night if the Pcs approach. 
It pauses if they don't follow, returning if 
they ignore it. Eventually, if the PCs ignore 
the doll, it tug at the pant leg or robe of 
the nearest Pc. 

__ 

It leads the Pcs to an empty, desolate 
house, guiding the PCs up the stairs to the 
second floor and into a bedroom. 

Inside is a huge bed, soaked through 
and rotten, with all manner of ineects flut- 
tering about or crawling on the floor. 

A small zombie lies in the ruined bed. It 
retains some vestige of its personality, gnz- 
ing blankly at the PCs and grating out, 
"Mommy?" 

The zombie (the creation of an evil cler- 
ic in the area) must be laid to rest, after 
which the doli golem goes inert. Six bottles 
of fine wine can be found downstairs. 
Quick Stat% Doll Golem: MV 15; AC 4; 
HD10; hp40;THACOll;#Att1;Dmg3-18; 
MR Nil; S e a l  attacks and defenses 

015% TSR, Inc. All Rlghb Rrwrvrd 





TOO Good to be True 
A n ;  This occurs in a docbide tavern fre- 
uented by spelljamming crews, pwibly 
l e  =me ae in  ne Mean hd:' 
situation: The FCs are offered employment 
aboard a mind flayer hammership. They 
meet with four mind flayers, who offer 
gocd wages and an unparalleled opportu- 
nity for advenhm in distant spheres. 

If the FCs accept, the mind flayers ask 
them to be at the s Iljamming dock at 
nightfall so that the s g p  can be underway. 

The PCs catch word from a couple of 
tavern patrons that they've never geen 
those f w r  in the bar before "Some of them 
feel free to skip town after a mime," one 
says over a mug. 

In fact, the offer is too good to be true. 

Good Thing We Didn't 
Swallow Any 

Are.: This encounter occurs in a marshy 
area lying tetween a huge woodland and a 
lake. There are ducks and other wlldlife on 
the waters, plus reeds and other marsh- 
fauna. 
Situation; While enpying a beautiful after- 
noon during one of their travels, the FCs 
are lunching near a sky-blue lake with a bit 
of marsh to one side. 

The PCs might notice that, one by one, 
the ducks are disappearing off the surface 
of the lake. They aren't flying off, either. 

p t  some point, a picnic basket falls into 
the water. It dissolves, eaten before the K s  
can retrieve it; unwary Ksmight thinkit's 
simply sunk right to the murky bottom. 

The mind flayers intend to kill the PCS, 
devour their brains, dump their bodies in 
the water and then ship ouf before the 
authorities catch them. 

The mind flayers are betrayed by their 
shadows on a wall-they are obviously 
lurking around a comer, waiting for their 
chance to attack. If the FCs kill the mind 
flayers, matters are smoothed over as long 
as the Pcs leave town soan (Le., on the 
next ship). 
Quick Stat.: Mind Players (B: MV 12; AC 
5; HD 8+4; hp 57, 52, 40, 33; THACO 11; 
YAtt 4; Dmg 2; MR 90%; Speb Special 
attacks 
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A brown pudding is lurking beneath 
the lake's waters. It attacks any K s  who 
decide to go swimming, emerging onto the 
land if they somehow manage to evade it 
in the water. 

The brown pudding may come up on 
land (40% chance if the N s  have all avoid- 
ed it so far), but retreats if it is succesPfully 
attacked and loses up to one-third of Its hit 
points. 
Quick Stab: Brown Pudding: MV 6; AC 5; 
HD 11; hp ,XI; THACO 9; #Att 1; Dmg 5-20: 
MR Nil; Special attack and defenses 

Brand-New Girlfriend 
h a :  This encounter takes place between 
adventures, in a comfortable socirl setting. 
Situation: The Pcs are seeing to their muh- 
dane affairs when one of them (a fighkr or 
rogue. chosen randomly) meets a beautiful 
girl and falls in love, 

Days pas before the PCs nee their com- 
panion. He is completely smitkn with this 
woman. Paladins can sense her evii aura, 
a9 can any clerica or mags who cast detect 
coil in her presence. However, the 
enthralled PC take6 this as an affront to his 
girlfriend and leaves, furious at his friends. 

The "&id" is a marilith tanar'ri who is 
using the PC to get close to his friends. 
They've been a thorn in the side of evil 
powers long eMuph. She waits. attacking 

only at times of maximum advantage, gat- 
ing in as many tanar'ri as she can. 

The Pc won't believe his girlMend is 
from the Abyss unless shown undeniable 
p m f - b u t  then he'll be immune to her 
influence from then on. The marilith has a 
dl &mn prison) on her; she used a sim- 
ilar one to dominate the Pc. 

If the PCs manage to overcome this 
attempt, the tanar'ri will go "back to the 
drawing board" and try again 8om other 
time. 
Qulek Stab: Muilith MV 15; AC -9; HD 
12; hp 45; THACO 9; #An 7; Dmg 4-24 and 
by weapon type; MR 70% 







Terrains: Plains, Scrub, Swamp, 
Hills, Mountains 

The Spirit Is Willing 

Encounter Type: NIT 
Addl Info: PHBR4 (Priest) 



Deck of Encounters, Icons 
Terrains: Forests, Rough, Aquatic, Desert. 

Dungeon, Urban 
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Genuine Draft 
Area: This encounter takes place in or near 
any large community. 
SitueHon: While traveling to or from a 
large city, the party is acmted by a score 
of people dressed in military garb. One of 
them steps forward and identifies herself 
as a sergeant of the local army. She informs 
the party that military service for a mini. 
mum of one month is mandatory for all 
residents found within the a m .  

If the characters explain that they do not 
reaide within the community, the sergeant 
dismisses such claims with a patronizing 
"of course you don't." If the party 
demands to aee prooI.of her position, she 
simply points to her uniform, dismiasing 
any protests of ignorance as a case of bad 

acting. 
II, after all arpments, the party still 

does not wish to cooperate, the sergeant 
mentions that it is possible to pay a fee to 
have others stand in their places. Of 
course, this option comes at quite an 
expen+200 gp per character. If the party 
does not agree to pin the army or pay the 
tax, the sergeant orders her troop to cap 
ture the group. 

If the party IS able to defeat all 20 mem- 
bers of the army, they will find Mx) gp that 
the sergeant picked up from others who 
have paid the tax. 
Quick Statl; Soldiers (20): MV 6; AC 4; FI; 
hp 6; WAC0 20; XAtt 1; h n g  by weapon 
(short swords, clubs); MR Nil 
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options, depending on what they believe is 
the problem or how they think their aod- 
ety treats death. If the party taka the 
woman to nearby villages for identiIica- 
tion, no one will recognize the body. 
of course, if the group elect8 to perform 

mme type of ritual of passing, such as bur  
ial or burning, the woman could be in seri- 
ous trouble. In such a case, it would be 
reasonable to assume she is forced to trav- 
el the plane as a spirit, perhaps even 
haunting the characters. 
Quick S t a h  MpHc: MV 12; AC IO; W4; 
hp 12; THACO 19; XAtt 1; Cmg 1 (Iists); MR 
Nil; %ells 

The Spirit Is Willing 
Area: This encounter takes place in any 
hillside area. 
Sihunon: Journeying through the hills, 
the characters stumble a c m  an elderly 
woman who apparently has collapsed on a 
large rock. Her breathing is quite shallow 
and death looks imminent. Nothing the 
characters do a?em to help, including vari- 
ous healing spells. Another clue is the 
prraence of rations in her gear, indicating 
her death might be agerelated as oppOaea 
to starvation. 

The woman is acluallv a mvstic who has 
just recently transform'd hkr conscious- 
ness into spirit form. If left alone, she will 
simply awaken in 22 hours. However, the 
characters have a tremendous number of 





Tourists 
Area This encounter occurs in any large 
city full of well-publiked events. 
Situation Deep in the heart of one of the 
region's largest cities. the party is hastily 
endeavoring to complete a mission of great 
import. As they depart from an impres- 
sive-looking building they are stopped by 
a group of five men and women dresaed In 
attire typically worn by those from more 
rural areas. 

The five travelers are excephonally 
friendly, apOlo@ii profusely for the d i s  
hu'bing the party and keeping them from 
what is obviously an errand of consider- 
able impact upon the entire region. 
However, t h q  intone, it would be ever so 
kind if the party could direct them to the 

sports arena. Then t request directions 
to the nearest temple% marketplace, and 
the main street. 

Regardl- of how rushed the characters 
are, or how helpful, or whether they even 
know any or all of the answers, the five 
keep asking until the answm are found 
for them or they are convinced that the 
answen should be wught elsewhere. 
Finally, when the encounter seems to have 
ended, the travelers bid farewell and god 
luck to the party, again spending precious 
time apologiring for any delays caused by 
their inquiries. 
Quick S t a h  Towlib (5): MV 9; AC 10; 0- 
level; hp 4; THACO 20; *Att 1; Dmg 1 (fists) 
or by weapon (dagger); MR Nil 

License to Fill 
Art.; The encounter is set in a large pp 
lation center. 
Situation Having been asked by a local 
merchant to watch a site in the bazaar 
where she plans to open a new booth, the 
party is approached by the town constable, 
who wants to know why an armed party is 
lying in wait for the merchant who has just 
purchased a new plot. The hiring merchant 
is nowhere to be found, and when the 
party explains its state of employ, the con- 
stable inquires whether the Pcs have com- 
pleted the necprsary paperwork required 
to work as freelance laborers. Until the 
papers are signed, none of the party may 
remain to watch the. merchant's area. 
However, the constable is willing to assign 

A Most Dangerous Game 
Area: This encounter occur8 close to a 
small village or town. 
Situation: Moving along the rough terrain 
of a m k y  path, the party is approached 
hom behind by a hardy-looking woman 
clad in banded armor and sporting a bas- 
tard sword. She excuses herself and quiet- 

However, if stopped, she will explain to 
the charactera that she is tracking a ruth- 
leas gnoll brigand who is known to terror 
ize the region. If pressed, she will admit 
that her motivation is permnal, for she loat 
her brother to this very gnoll a few weeks 
ago. She is not interested in traveling com- 
panions, though she meets any offers with 
sincere thanks. 

ly P- & party- 

some of the watch to the task until the 
party can take over. 

The party is given the run-amund when 
hying to track down and fill out the neces- 
sary forms. Once they are completed, the 
constable explains that they have the mcor- 
rect papers and must again face the riga- 
marole of attaining the roper forms. Once 
that is done, however, tEe party learns that 
the constable never left behind any help, 
and the angry merchant refuses to accept 
their excuses or pay any gold. 
Quick Stab  Conitable MV 9; AC 6; F2; 
hp 10; THACO 19; XAtt 1; hng by weapon 
(club); MR Nil 
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A few days later the party finds her 
mauled body partially stuffed into the 
h s h  alongside the road, A search of the 
area reveals nothing, However, a few 
hours later, the party is ambushed by a 
lone gnoll. His morningstar still hanging 
from his belt, he attacks with a bastard 
sword, one which the characters will rec- 
+e as the woman's if they spent any 
time speaking with her. 

The woman's surviving family will be 
grateful if her body is returned, though in 
their b e f  having nothing with which to 
rewad the party: 
Quick Stab  Cnoll: MV 9; AC 5; HD 2; hp 
15: THACO 19; #Att 1; Dmn 2-8 (bv 

- 

I 
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Little Slavers 
Are.: This encounter takes place along a 
well-traveled road. 
Situation; As the party makes its way from 
one town to the next, they suddenly find 
themselves surrounded by 25 goblins. The 
goblins stand with weapons in hand, but 
they appear more guarded than hostile. If 
the group does not attack, one of the gob- 
lins sheathes his weapon and steps fo r  
ward with his arms open, gesturing his 
peaceful intent. 
The goblin speaks in fluent Common, 

though not without his distinctive human- 
oid accent. He politely tells the party that 
he has some merchandise for sale which 
might interest them. Upon request, the 
goblins bring their wares to view. Very 

The Champions 
Are.: This encounter takes place near a 
small, peaceful community. 
Situation: In town, the party members are 
approached by several representatives of 
the town's ruling council. They speak with 
considerable respea, broaching the subpa 
of mercenary work very delicately. 

The council members tell the party that 
a nearby band of terrorist orcs have finally 
agreed upon a settlement to end an ages. 
old land dispute. As to be expected, this 
settlement involves violence-the o r a  
have proposed a duel, their beat warrior 
against the town's. Hoping to avoid 
bloody mass destruetion, the council 
agreed. Would one of the party members 
consider, they wonder, acting as their 

slowly, eight chained demihumanefour 
elves, a dwarf, two halflings, and a 
gnome-are led before the party. The gob- 
lins are asking 100 gp each for each slave. 

By now, the other goblins are less 
guarded, and the party is likely to surprise 
them if they attack. All of the slaves have 
family who are extremely grateful for the 
return of their kln. 

The party may instead chwse to pur- 
chase any of the demihumans. Freeing 
them will earn considerable gratitude, 
while keeping them as slaves will force the 
party to face reactions based on society's 
view of slavery in the campaign world. 
Quick Stab: Goblins (25): MV 6; AC 6; HD 
1-1; hp 4; THACO 20; XAtt 1; Dmg by 
weapon; MR Nil 
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champion? In exchange for this duty, the 
champion may keep the bounty earned 
from the duel plus an additional 500 gp. 

The battle takes place on neutral 
ground, just outside the boundaries of 
town. However, as the fight is to begin, 
nineteen more orcs charge from various 
hiding places. while the citizens flee in 
panic, it is up to the party to defeat the 
orcs. As remuneration, the payment is 
i n m a d  to 1W gp per party member (but 
no less than the original 500 gp). 

The ora have reneged on their promise 
of a onetc-one deal; the party members 
should have no qualms about using every 
means at their mmmand to defeat them, 
Qulck Stah: O m  (20): MV 9; AC 6; HD 1; 
hp 6; THACO 19; #Att 1; Dmg by weapon; 
MR Nil 
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makers are eimply looking for a good fight. 
If the party obliges, the rakes will only use 
force equivalent to the party's. unless the 

The Price of Valor 
Arm This encounter takes place near a 
tavern in any community. 
Situation; As the party begins to enter a 
well-populated tavern one afternoon, a 
group of six rakes emerge. One of them 
gently shoves another into one of the party 
members. Immediately, the pushed fellow 
steps back and glares at the character, 
indi antly claiming insult at the audacity 
of character to collide so carelessly 
with him. 

Quickly the other five chime in, each 
asking a different party member for an 
explanation of the "offendefs" actions. 
Soon the event turn into a shoving match, 
with the rakes continually spouting insults 
at the party. Effectively, the six trouble- 

tide t u k  severely against them. Even 
then, only small blades and blackjacks will 
be drawn. If the party draws weapons, 
however, they will find themselves facing 
six long sword and dagger combinations. 

It is possible for the party to avoid the 
fight by showing the appropriate defer- 
ence and courtesy from the OM of the 
encounter. However, too much flattery 
will only serve to anger the rakes further. 
Quick Stah: Rakm (6): MV 12; AC 7; F2; 
hp 9; WAC0 19; #Att 1; Dmg by weapon; 
MR Nil 
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Terror from the Ground 
Area This encounter takes place near a 
rural community of farmers. 
Situation Cmssing through farmland, the 
party has been rReiving excellent hospital- 
ity from the various farmers. Always fear 
ful of the dreaded bulene, the party is a 
welcome sight to the fanners, who hope 
the characters will assist if necessary. 

As the party passes yet another farm, 
the owner stops tending his fields long 
enough to give them a friendly wave. 
Suddenly, an ankheg shoots up through 
the ground behind him and clutches the 
farmer in its mandibles. The mature is 
quite willing to drop its prey if the party 
should rush up and attack it. However, 
this dces not mean it will break off and 

Sound of the Dying 
Area This encounter taken place deep in a 
natural cavern. 
Situation: Having found a large p u p  of 
caverns, the party is exploring a small 
chamber when they hear what sounds like 
the wailing of several tatured cats. The 
camphony can be traced to another cham- 
ber a few feet away. 

The door to the chamber is cracked 
open, and the s o w  of the noise is visible. 
Inside the mom are elght singing b u g  
bears, sprawled between a dozen open 
casks of wine and ale. The bugbears are 
quite drunk and their songs are quite 
slurred and bawdy to any who speak their 
language. If the partymters, the bugbears 
s m d  several moments W n g  to focus on 

flee. The ankheg will try to crush anyone it 
can grab, while spitting acid on any who 
are within range. Though hungry and non- 
intelligent, it is not suicidal, and wiil 
retrest if it takes more than half of its hit 
points. 

The grateful farmer and his family not 
only bandage any wounds and offer 
unlimited mom and board, but the farmer 
demands that the party members take his 
great grandmothei's lockt, a gold and 
diamond-inlay piece worth 300 gp. 
Quick Stat.: Ankhw. MV 12, Br 6; AC 
2/4; HD 6; hp 32; "HAC0 15; YAtt 1; Dmg 
3-18 + 14 (acid); MR Nil; Special attack 

. t  
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the party before realizing they pose a 
threat. Flnally, a few of them shout insults 
and shuggle to stand. 

The eight bugbears are easy to slay. 
However, three rounds after they begin 
their loud cursing, eight more bugbears 
burst into the rwm and attack. They are 
not drunk. The inebriated bugbean have 
nothing save their empty tankards, but the 
eight newcomers have a total of 77 sp and 

Quick Stat% Bugbears (16): MV 9; AC 5; 
HD 3t1; hp 16; THACO 17; XAtt 1; Dmg 2- 
5 (fists) or by weapon (clubs); MR Nil 

34 gP. 
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The Beauty of Nature 
Area This encounter is set deep within any 
heavily forested terrain. 
Sihntion: Wandering through unknown 
woodlands, the party is fo rd  to hack its 
way throu@ terribly dense underbrush to 
keep moving. As they move past a pamcu- 
lady overgrown area, they find themselves 
in a small, treeendosed clearing. 

Quite surprisingly, several gray elves 
step out from behind some of the trees. The 
elves are quite pleasant as they inform the 
party that the charactera have trespassed 
deep into elven territory. Fortunately, the 
elves are reasonable, accepting the party's 
excuse of becuming lost. The elves offer to 
guide the characters out of the forest, but 
only after they visit the tribe and listen to 

several stories about the lands into which 
they have passed. 

At the elves' home, the party members 
are well treated and well fed. However, 
during the meal they must endure lengthy 
lectures about the value of nature and how 
the humans are destroying it. No debate on 
this subject iS tolerated unless it Mmes 
from another elf or someone who displays 
tremendous intellect. After the discussion, 
the party is shown to their desired destina- 
tion. 
Quick Stab Gray Elvn IO: MV 12; AC 5; 
F1: hp 5; THACO 19; eAtt 1; Dmg by 
weapon (long swordsl; MR Special 



Terrain: Urban 
Attribute: Charisma, Strength 
Encounter Type: NFC 
Add’l Info: None 

Climate: Temperate 

Add’l Info: Mh4 

Terrain: Mountains 

Add’l Info: PHBRl (Fighter) 



Food Fight 
Area: This encounter occurs while the 
party is eating in a small-town tavern. 
Slhution: After a long day on the mad, the 
party has stopped to spend the evening in 
a crowded crossroads inn. The night seems 
uneventful as the food is served, but it is 
obvious, by the frazzled looks of the staff 
and the poor m i c e ,  that the tavern is far 
more full than expected. 

One of the other p a t m ~ ,  a gruff dwarf, 
takes a bite of her stew and then suddenly 
spits it out on a companion, complatning 
that her food is cold. The companion calm- 
ly wipea the mess from his face and then- 
just as calmly-throws his gruel at the 
dwarf's head. Fortunately for the dwarf, 
she ducks in time to avoid the mess, letting 

the gruel fly past her and into the lap of a 
burly half-ac. 

The next few moments are a blur of 
motion as the entire tavern ann8 itself 
with various projectiles: rolls, fruits, and 
ladles, etc., and then begins to pelt each 
other with them. The party may elect to 
avoid the food fight, though they will be 
targets for as long as they remain in the 
commons rwm. 

Although the fight should end with 
everyone laughing, note that Dexterity 
bonuses to hit and Shength bonuses to 
damage apply to thrown obpas, and if 
anyone is actually wounded for more than 
a few hit points, a real fight might enaue. 
Quick Shtw Food Fighters (12): MV 12; 
AC 10; HD 1-1; hp 4; THACO 20; #Att 1; 
Dmg 1-2; MR Nil 
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Tiny Threats 
Axe.: This encounter is set in the upper 
levels of any dungeon. 
Situation: Exploring a M k t i o n  of maze. 
like corridors, the party comes a m 8  a 
mom filled with debris. Just barely audible 
in the loom are the tiny squeaks of rats, 
who apparently scurry at the a p p c h  of 
the party members. 

The characters will learn as swn as they 
begin to poke through the garbage, how- 
eva, that the source of the squeaks are not 
rats, but the 20 jennlaine who are there 
searching for food and baubles. The insidi- 
ous little creatures waste little time in 
launching their assault. Several of them 
move to release the overhanging nets from 
the ceiling, while others hurl their needle- 
sharp javelins or charge with their minia- 

One Stands Alone 
Area: This occurs on a small wooden 
bridge over a vast gully between two 
mountains. 
Situation: The PCs may have heard tales of 
a wazy old warrior w h  stands guard over 
the bridge or they may aimply pass over the 
bridge to get to wherever they are going. 
They see an old but still mighty warrior 
standing guard at one end of the bridge. At 
the other end of the bridge are four trolls. 
The time for decision making is short, o 

the tmlls begin to the bridge single 
file and the noble warrior calls out for 
them to halt and go back from whence they 
came. He is old, but he will not back down 
from his sworn duty to defend the bridge, 
and the town below, from the trolls who 

ture The jinxkin are remarkably dif- 
ficult to IOUt, fleeing only after they have 
lost more than threequarters of their num- 
bers. 

If the party attempts to follow the flee- 
ing creatura, they must navigate through 
the pits and net that the jennlaine have laid 
out to cover their escape. If the party 
makes it, they may slay the remainder and 
investigate for treasure. The jermlaine's 
lair is quite clean, and the few trinke, 
small gems and such worth 75 gp, are eas- 
ily found in miniature coffers. 
Quick S tah  Jermlrine (20): MV 15; AC 7; 
HD H; hp 2; THACO 20; #Att 1; h g  1-2 or 
1-4; MR Special 
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come every day to raid. Despite his 
injuries, he fights until he or the tmlls are 
dead. 

It is obvious to any sort of trained 
observer that the single wamor has been 
severely hurt by previous days' combats, 
and he will probably not survivs this day 
without help. The FCs also know that 
destruction of the bridge is not an option, 
since this is the town's only link to the far 
side of the canyon. 
Quick Stat.: Noble Warrim MV 6; AC 0; 
P6; hp 22 (36): THACO 15; #Att 1; Gmg by 
weapon (bastard sword); MR NU 
TmL (4): MV 12; AC 4; HD 6+6; hp 36; 
THACO 13; #Att 3; Dmg %/58/512; MR 
Nil; Speaal attach and defenses 





Baying in the Night 
ArtEThisencwnterissetinademeforest. 
Situation: While traveling at night in a 
thick woodland area, the party hears the 
baying of wolves off in the distance. 
Regardless of whether the party continues 
on their way or stays put, the baying 
moves closer. 

Shortly, two nearly human shapes step 
out from the blacknew of night, momen- 
tarily blocking the moonlight. As the m a -  
tures visibly tense in anticipation of their 
attack, a third werewolf leaps upon the 
characters from behind. Then, just as sud- 
denly, the other two pin in. The three 
werewolves rend and tear their wav 

intelligent enough to cwrdinate attach 
against those characters with silver and 
magic who can harm them. 

Though their main intent is food, the 
werewolves are just as likely to create 
more of their kind as they are to devour 
one of their victims. If slain, the were 
wolves' tracks will lead to their lair-the 
cabin of a m t  victim. Inside a small, 
locked wooden coffer rests 3 gp and a scroll 
of protection against lycnnthropn. 
Quick Strtr: Wnvwolvn (3): MV 15; AC 
5; HD 4+3; hp 21; WAC0 15; #Att 1; Dmg 
2-8; MR Nil; Special attacks and defenses 

through the characters, barely conscious df 
their own mortality. However, they are 

The Guiudian Loosed 
An.: This encounter is set in a wizard's 
tower near any city or town. 
Situation: While spending a relaxing 
evening in a popular tavern, the party is 
approached by a robed individual. The 
man's clothing is covered in arcane sym- 
bols, indica- that his profession is one of 
enchantments and other magic. 

The mage aenns quite embarrassed as 
he speaks. He tells the party that, while 
attempting to program a guardian he 
recently created-a crawling claw-he 
mis-statal a command-and now the ani- 
mated paw is after him in his own abode. 
No mttcr whcrc hc lonkq. h r  cannot find 
the claw, but he knows it is lurking under 
foot just waiting for him to relax so that it 

may kapu n his throat and ,bangle him. 
He offm party either Ix)o gp or IO 
levels in spell m l b  if they will rid him of 
this p s t .  

If the party n v .  the mage leads them 
to his tower. a relatively small shllctum, 
and pmvidn them with an abbreviated 
tour. finally leaving them to their work. 

It takes some searching to find the claw, 
which 15 slowly making its way under the 
mage's bed. The mage m a h  good on his 
promise, but if the party requests the 
m l l ,  he will not t n d b e  any spells 
higher than fourth level. 
Quick Stah: Crawling Claw: MV 9; AC 7; 
HD A; hp 4; THACO 20; LAtt 1; Dmg 1-4 or 
1 4 :  HR Spwial 

man on the ground gets to his feet and tries 
to keep the K s  fmm attacking the bear, up 
to and including getting in the way of their 

To 'Our 
An.: A h e n  tundra area in the midst of _ _  - 
a snowstorm is the scene. 
Situation: The party is purneying through 
this fmzen wasteland in search of a man 
who has information necessary for them to 
complete their quest. A sudden blizzard 
slows the party and obscures visibility. 
As the PCs look for shelter from the 

storm. those with keen hearing detect the 
soundsof screamscomingfromjustahead. 

Investigation reveals a man in robes 
being mauled by a polar bear. If the Pcs do 
not intervene, the victim will surely die, 
since he does not even appear to be fight- 
ing back. Should the PCs rush to his aid, 
they face a very angry polar bear. 

If the PCs distract the polar bear, the 

attacks. 
If wounded, the polar bear withdraws. 

The priest will take the PCs in and aid 
them if necessary. 
Quick StaM Padfiat Pries0 MV 12; AC 10; 
P5; hp 20; THACO Nil; #Att Nil; Dmg Nil; 
MRNil;Spells 
Polu Bear: MV 12; AC 6; HD 8+8; hp 40; 
THACO 11; UAtt 3; Dmg 1-10/1-10/2-12; 
MRNi1;Specialattack 



Terrain: Urban 
Attribute: Wisdom 
Encounter Type: NPC 

Addl Info: None 

Encounter Type: Monster 
Add’l Info: MM 



Out Late One Night 
An: A small elven community is this 
encounter's seliing. 
SihuHon: The K s  have taken mom in a 
town that seem extremely friendly and 
open. They find the Elfh  Ale to be among 
the finest around and the entertainment 
the best they have m. 
Vny shortly, however, several members 

of the city militia enter and surround their 
table. They order the humans and any 
other PCs below the age of 1W to turn over 
their weapons and come with them. 

are being detained, 
the Ks are i n f o J t h e y  are under arrest 
for breaking curfew. This town has a cur- 
few of 10 o'clock for all people under 1W. 
While this law was intended to keq minor 

If asked why th 

elven children at home, it does not speclfy 
any race, thus the FCs am guihy. 

The KO will k taken to jail unlm the 
militia has some ~ r t  of surety that they 
will appear in court the next day. In any 
case, no matter how the situation is 
remlved thin evening, they mwt turn over 
their weapom. 
The next day the Ka discover they 

must pay a 100 gp fine for violahng cur- 
lew, and a 50 gp fee per weapon storage 
fee before their weapon9 can be returned to 
them. 
Quick S t a k  Blvm Guarda (20): MV 12; 
AC 6, FI/MI; hp 5; THACO 20; *Att 1; 
Dmg by weawn (maal; MR Nil: S p l b  

Party On! 
An; A local inn in any town will do. 
Situation: The K s  are in the pub, located 
inside the inn, when the d w r  slams open 
and several drunken men enter, all wear- 
ing the colon of the city guard. They are 
loud, boisterous, and very rude. The locals 
in the pub slowly filter out of the rwm. 

The guards continue drinking and b y n  
a game of darts. One of them makes IS 
way over to the pcs' table and challenges 
any male K to a game. 

Should the K s  refuse, all of the guards 
come over to taunt and insult the Ks. If 
thiy accept, they win easily against the 
drunken guards, but will be accused of 
cheating, and a fight b p k s  out. 

If there Is a female party memkr, one of 

New Taste 
h a !  This encuunter is set in a natural cav- 
ern not far fmm a large city. 
S i W m  The party members have been 
hired by a local eccmtric to find and c a p  
ture the body of a piercer for 50 pp each. 
The eccenbic has been working on a spe- 
cial wine sauce she believes will MI the 
bad aftertaste left by a sauteed piercer. 
The party has spent several weeks in 

and out of various caves while trying to 
locate one of the living stalactites. Finally, 
Inside a collection of caverns apparently 
devoid of all other life, the party members 
discover, or are discovered by, a Large 
piercer. In a rwm fllled with stalactites, the 
lone piercer waits for its prey, dropping to 
the ground the moment it senses one of the 

the guards makes several crude comments 
and some rather inappropriate advances. 
Snubbing or rejecting the guard only 
angers him, and he tries to forcibly remove 
her from the pub. Any interference is cauae 
for an all-out, knockdown, dragaut fight. 
The drunken guards seem to be spoiling 
for one, and brag they can take the KS 
without drawing their weapons. 

When the fight is over, another patrol 
amves to pick up the drunks and a p o b  

ze for their actions. In addition, they pay f or the damages. 
Quick Statl: City Guud (6): MV 9; AC 5; 
F5; hp 25; THACO 16; LAtt 2 or 1; Dmg 1-2 
(fists) or by weapon (long sword); MR Nil 

nembers below it. Once slain, how- 
e ie bfoot-long stonelike mature is 
o m c u t  to move, requiring considerable 
strength to get it outside, and several peck 
antmala to transport it to town. 
Back in the city, the RcenMc is quite 

despondent. The speamen brought by the 
party is perfect. Sadly, however, the city 
has forbidden her to dabble in such exper- 
iments without a license, so she is forced to 
abandon her h o p  of becoming a great 
dKf. Moreover, without the funds from 
her research, she cannot afford to pay the 
party. 
Quick Stat% P i a n  MV 1; AC 3; HD 4; hp 
22; W A C 0  17; #Att 1; Dmg 4-24: h4R Nil 
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Area: Any large city which has a sizeable 
zoo is the setting. 
Situation: The PCs have come to town to 
rest and recuperate from their last adven- 
hue. They find this city has everything the 
FCs could des- large marketplace, 
churches for meat of the major religions, 
and even a zoo. 

During a trip to the market, located next 
to the zoo, the PCs notice the massive walls 
surrounding the public menagerie. The 
entrance is several hundred yards away 
from the main market street. 

Suddenly they hear screams, and the 
sounds of massive rocks being smashed 
tcgether. A crowd of people run screaming 

the Pcs explodes outward. Boulders and 
splinters of rock shatter in all directions. 
Several pedestrians are hit with fragments. 

Framed within the massive hole in the 
wall is a huge, rocklike humanoid which 
steps through and heads directly in the 
PCsdirection. 

There isn't much time to react, much 
Law, plan a defense. The matare attacks 
anything, including the Pcs, that stands in 
the way of its escape. 
Quick Stab: Euth B1smmt.l: MV 6; AC 2; 
HD 12; hp 60; THACO 9; #A% 1; Dmg 432; 
MR Nil; Special defense 
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Search for Food 
Area This takes place in rough wildernew 
terrain. 
Situation: The Pcs have managed to find a 
fairly Slat, obstruction-free area in which to 
ret up camp for the night. 

During the night the hones serin some- 
what skittish, but the sentry cannot detect 
anything out of the ordinary. If the entry 
wakes the rest of the party, the horses 
settle down as the burrowing bulettes tun- 
nel away from the PCs' camp. 

However, if the sentry does nothing, the 
homes continue to prance, stamp, and tpJs 
th$lr heads. They snort, roll their eyes and 
may even neigh in fear, which may (10% 
chance) wake the o t b r  party members. 
Suddenly the ground bursts forth as a 

buIette breaks through the surface and 
attacks the horses. The other bulette 
explodes from the ground two rounds 
later, attacking the horses if the first bulette 
is busy with the Pcs. Otherwise, it will 
head directly for the Pcs. 

The bulettes are simply in search for 
food, and if the PCs wish to sacrifice two 
hones, the bulettes grab them and drag 
them away, vanishing into their tunnels. 
Quick Stab: Bulette8 (2): MV 14, Br 3; AC 
-2/4/6; HD 9; hp 75; THACO 12; #Att 3; 
Dmg 3-18/3-18/4-48; MR Nil; Special 
attacks 
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Death Has Many Eyes 
Ana The PCs are in mugh terrain with 
numerous large boulders and high grass. 
Situation: The Pcs have heard rumors of a 
beholder in the area and that the local liege 
lord has put a la e price on the destruc- 
tion of the b e a s t x e y  have been told it 
may be found along a trail which leads into 
mugh terrain in the foothills. 

Dead bodies and abandoned carts and 
wagons line this trail of death and destruc- 
tion the closer the Pcs get to the foothills. 

As the trail ascends into the hills, the 
ground h m e s  littered with loose stones 
and boulders, making it impossible for 
them to continue on horseback. Movement 
on foot is limited to three-fourths speed. 

Rounding some boulderx, the Pcs come 

across a recently ambushed wagon and 
more victims. While investigating the 
scene, the creature appears from behind a 
boulder, where it has been lying in wait, 
and attacks the party. It -ma to appear 
from nowhere, traveling like a snake on 
the ground, then rising up right in front of 
the lead PC. 

lnvestigating the outer perimeter first 
gives the PCs a chance to surprise the 
argos as it lies flat on the ground. 
Quick Stab: A g m  MV 9, Fl3; AC 0; HD 
10; hp 66; WAC0 11; #AH 3 per victim; 
Dmg 1-4; MR 25%; Special attacks and 
defenses 





hone, a cow in the paslure, a dog halted in 
mid-otride. Finally, they see the farmer. his 
wife, the children. and the sheriff, all petri- 

The Stone F u m  
An; This occurs at a small independent 
farm near a town. 
Situation: The PCs are resting in town. 
During dinner a local cumes running into 
the great mom shouting that Pekis, his 
family, and everything on his farm is now 
stone. Unfortunately, the bearer of the tale 
is greatly distraught and can give little in 
the way of details. 

If the PCs do not intervene at this time, 
the sheriff goes out to the farm and does 
not return. After a few hours with no 
word, the village leader comes to the Ks 
and asks them to investigate. When the 
PCs arrive at the farm, they first notice the 
deadly silence about the place. Then there 
are all the stone animals: the sheriff's 

Marching Off to War 
Area: This takes place at a pass in the 
mountains in the DARK SUN* setting. 
Situation: The PCs are in a town when 
they see a notice looking for warriors to 
come to the aid of a town under siege. The 
notice gives a local address to go to apply. 
There is no problem getting hired. In fact, 
once the PCs identify themselves, their 
egos are stroked by the recruiter, and a 
large sum of gold is waved under their 
n o m  as their final payment. 

They are told the town is under siege by 
an evil force, and that the relief battalion is 
to assemble in the mountain pass about 
one dav's march from the town. The 

fied. No animal has avoided h ing  hirned 
to stone. 

The PCs find nothing until they explore 
what passes for a barn on this farm. There 
they find a lone cockatrice, unwitting1 
chased in with chickens by one of the chll 
dren. If the PCs do not explore the barn, 
the silence is broken by a cock's crow, 
(achrally the cockatrice) coming from that 
direction. 

The grateful citizens give the PCs 2,ooO 
gp for their services. 
Quick Stat% Cockatrice: MV 6, Fl 18; AC 6; 
HD 5; hp 30; THACO 15; #Att 1; Dmg 1-3; 
MR Nil; Special attack 
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still encamped. 
When the PCs arrive at the campsite, 

they find the trwps there have already 
been slaughtered-and the victors are still 
in the area. The force, apparently to parlay, 
gets to about 20 feet from the party. The 
leader, without warning, psionically 
attacks the party while the rest of the giths 
sprlng into action. 

Should the PCs manage to defeat this 
force and show up around town, the 
remaining giths immediately retreat, 
astonished that anyone managed to get 
through the ambush force. 
Quick Slab: Githo (21): MV 10; AC 8; HD 
3; hp IS; THACO 17; XAtt 1; Dmg by 
weawn (spear); MR Nil; Swcial attack 

I~~~~~~ ~ 

~~~ ~~~~ 

recruikr suggests the PCs leave the next 
day, in order to catch up with the army 

Walk Along the h 
hi: This occurs at a wide beach near an 
imposing set of cliffs. 
Situation: Off the coast of a wide beach, 
the PCs see the remains of several sunken 
ships. The waves thunder and crash on the 
offshore reefs. Further along the beach is a 
sea cave. 

The first to detect something wrong are 
the party's animala (horses, dogs, etc.), 
who smell the stench coming from the 
cave. Soon the PCs catch a whiff. Bones of 
all khds of creatures are piled about near 
the entrance of the cave. 

If the PCs decide not investigate further, 
the harpies cume out after them 10 minutes 
later, flying behind the party and singing 
their charming song. Those PCs who avoid 

being charmed by the song are ~ t h l e ~ ~ l y  
attacked by the bird-women. 

If the PCs do decide to investigate the 
cave, they must leave all their animals out- 
side, including familiars, as none will 
enter. They catch the harpies unprepared 
for battle, and the creatures automatically 
lose the first round combat Initiative to the 
PCs. The harpies also cannot escape fmm 
the cave sa long as the K s  blod; it. 
Quick Stat.: Hupien (8): MV 6, PI 15; AC 
7; HD 7; hp 42; THACO 13; #Att 3; Dmg 1- 
3/1-3/weapn (spear): MR Nil; Spcial 
attack 





A Desolate Encounter 
Area: The Pcs find themselves in a deeo 
late, rocky desert. 
Situation: The Pcs are searching for an old 
hermit who is known to inhabit this area, 
He has some information about an item the 
Pcs are seeking. 

The Pcs arrive at his campsite only to 
find it apparently abandoned, with defi- 
nite signs of a struggle. As it is near dusk, 
the party must either remain here or some- 
place nearby. 

That night a dragonne, whose lair is 
only a mile away, returns to this area hunt- 
ing for food. It is still hungry, and does not 
hesitate to attack the Pcs’ sentry, as the old 
man was the first decent meal it has had in 
Weeks. 

Into the Unknown Lands 
Area: A previously unpopulated region is 
this enmntef s setting. 
Situation: A young baron approaches the 
Pcs about clearing some tenitory he was 
just granted. The baron is very busy build- 
ing his manor house so he is unable to go 
with them. 

Exploration of the region is routine, and 
the Pcs encounter no majar opposition to 
the baron taking over the area. On their 
way back to report, however, they see 
large winged creatures flying high in the 
sky over them. The creatures do not attack 
and don’t appear to behostile at this time. 

If the Pcs attack, a herd of hippcgriffs 
mtum to attack the party mercilessly. If the 
Pcs ignore them, more and more of these 

Not Quite a War Band 
Area A m l l  town under the control of a 
young baron is the setting. 
Situation: The baron seeks out the party, 
explaining he has heard disturbii rumors 
about an evil army gathering on the out- 
skirts of his borders. Sending his very 
small army to investigate would be con- 
strued as an invasion of his neighbor‘s ter- 
ritory. Therefore, he asks the Pcs to find 
out what is brewing. 

He offers them several inducements, 
including weapons, armor and money. If 
they still refuse, he puts the pressure on, 
even to the point of threatening them with 
jail. If they agree he asks them to leave the 
next day. 

Once on the plains outside of town, they 

The dngonm swoop in and lands on top 
of one of the sentries. Afte~ its first attack, it 
Iights on the ground, since it can defend 
itself better that way. Doing significant dam- 
age to the dragom force it to withdraw to 
its lair. It is m l y  hunting. lmking for easy 
prey. If the Pcp decide to kill the dragonne 
they must hunt down its lair. 

The characters find a treasure map in 
the dragonne’s small lair. 
Quick Stah: D q n n c :  Mv 15, FI 9; AC 6 
(flying), 2 (ground); HD 9; hp 54; WAC0 
11; #Att 3; Dmg 1-8/1-8/3-18; MR Nil; 
Special attack 

flyers appear in the sky. This continues 
until the entire herd is present. 

Once gathered, the hippogriffs swoop 
down and land in the Pcs’ path. They send 
forth a single representative who want6 to 
communicate but cannot unless the Pcs 
use magic. 

The hippogriffs will not allow trespass- 
ing on their territory, firmly protecting it 
fmm invasion. Part of the baron’s lands lie 
in the hippcgriffs’ territory. This may take 
some delicate negotiations between the 
Pcs and the hippogriffs and, depending 
upon the outcome of those negotiations, 
between the Pcs and the baron. 
Quick Stab: Hippcgdffo (16): MV 18, Fl 
36; AC 5; HD 3+3; hp 21; THACO 17; #Att 
3; Dmg 1-6/1-6/1-10; MR Nil 
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see evidence of tmop movements along the 
border but no troop. They find camp after 
camp, each newer than the next, yet no 

- ~~ 

actual tmops. 
Finally they find a kobold war party, 

which deploys immediately to fight, then 
sends out a sin@ kobold under a white 
flag. This kobold parlays, declaring this is 
a single band among hundreds who are 
ready to invade the baron’s country. They 
want a “large amount of gold” or else “the 
baron’s lands will be invaded.“ 

Actually, this group has been setting up 
the camps as a deception, and this war 
party is the only one. The kobolds are sim- 
ply trying to extort money. 
Quick Stab: Kobold (20): MV 6; AC 6; HD 
1/2; hp 3; THACO 20; #Att 1; Dmg by 
weapon (spear); MR Nil 

01594TSRI~.AllRlghhReoved. 





Beware of Flying Things 
Are= An appasently deserted castle is the 
setting here. 
Situation The PCs are traveling through 
the wilderness when they come upon-a 
castle in an advanced state of disrepair, 
without so much as a main gate standing. 
The center of the walled enclosure is dom- 
inated by a stone building three stories in 
height with a peaked roof. The PCs see and 
hear no one. Since it is near dark, they may 
decide to stay there. 

The Pcs may wish to explore their new 
surroundii ,  looking for possible owners 
or adversaries. The building is ransacked 
and empty, until they get to the third flwr. 

A door opens onto a large chamber. The 
chamber is bath wide and deep but also 

Look Before YOU Attack 
Area: The FCs are in the mountains. 
Situation: The weather is turning cold and 
the fallin snow begins accumulating. The 
PCs are fwking for the home of a great 
warrior to help them with their quest. 

They find the house in a blinding snow 
storm. Yet when they arrive, the dwr  is 
locked and no one answers their knocking. 

If the PCs pick the lock or force their 
way into the house, they see signs of a 
great struggle: tom clothing, ruined armor, 
damaged furniture, and even a dead body. 

From the back of the m m  comes a huge 
brown bear, which aasumes a defensive 
posture but takes no offensive action, 

Attempts at communication, perhaps 
through a speak with animals spell, are 

Poison and Stone 
k e y .  A small dungeon under an old castle 
is the setting. 
Situation: A wealthy merchant has h i d  
the Pcs to Hnd his daughter and two other 
young women who have disappeared in 
the last week. The merchant managed to 
trace the glrls to the old castle outside of 
town, but the last group of young men he 
sent in did not come out again. The PCs are 
offered a lot of money to complete the 6 
sion, providing the girls are retuned alive. 
If they accept they are led to a afflpt 
entrance to the dungeon where the mer- 
chant will await their return. 

The FCs find the dungeon empty for the 
most part, until they run into a series of 
dimly lit chambers. The first two contain 

very tall. It is apparently empty with sev- 
eral exits. 

Once in the chamber, a pack of grells 
attack the party members. The grells are 
hiding in the attic and enter via a small 
access hole in the roof directly above the 
dwr. 

The grells use their levitation ability to 
simply and silently flmt over the party and 
drop on them. 
Quick St.11: Gmlb (10): MV R 12; AC 5; 
HD 5; hp 15; THACO 15; aAtt 11; Dmg 1-4 
(-lOl/l-6; MR Kil  

dwr. 
The grells use their levitation ability to 

simply and silently flmt over the party and 
dnm on them. r ~~ ~~ ~~~~ 

~~ ~ 

Quick St.11: Gmlb (10): MV R 12; AC 5; 
HD 5; hp 15; THACO 15; aAtt 11; Dmg 1-4 
(-lOl/l-6; MR Kil  
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rewarded with conversation. In this man- 
ner the PCs learn this is the warrior they 
seek. He is cursed to remain in his were 
form until he fulfills a quest. He attempts 
to convince the party to help him with this 
quest in exchange for help with theirs. 
Quick Stat% Waebeu: MV 9; AC 2; HD 
7+3; hp 45; WAC0 13; #Att 3; D m g  1-3/1- 
3 / 2 4  MR Nil; Special attacks and defenses 
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several young women chained to % far 
wall. Nom of them are the woman they are 
looking for, but are other local girls who 
have been kidnapped. In the third cham- 
ber IS an identical set up, with three 
“women” chained against the far wall of 
the dimly lit chamber. When the PCs enter 
the mom, the women “unchain” them- 
selves and reveal their true nature as 
medusas. 

Once the medusas are killed, the mer  
chant‘s daughter may be found in the next 
ehmnber 

- 

.. . 
Quick St.11: Meduue 0): MV 9; AC 5; HD 
6; hp 36; THACO 15; XAtt 1; L h g  14; MR 
NiI;Spedal attack 

- 



Attribute: Charisma, Wisdom efi Attribute: Charisma, Wisdom efi 
Encounter Tnn: NFC 

Terrain: Porest 
Attribute: Charisma, Intelligence 
Encounter Type: NFC 
Add’l Info: None 



High Society 
Area The villa or mansion of a well-tdo 
local politician or merchant is the scene. 
The mansion is huge. It has a large dining 
mom that seats 100 and a ballroom for 
dancing. A band plays in the ballmom, 
people in expensive dresa are dancing. 
Situation: Jennyn Colini, an acquaintance 
of the FCs, invites them to a society party. 
He is well known as a fop. He wants the 
Pcs there to embarrass themselves with 
their ill manners. The PCs can use this 
opportunity to meet some of the important 
people in town, and make contacts which 
could benefit them later. Among those in 
attendance: 

Captain Graybill, leader of the city 
guard, has very little use for adventurers. 

Nina Malorivi, daughter of one of the 
richest merchants in town, pretends to be 
attracted to one of the male PCs. She is 
actually using the FC to make her beau 
palous. 

Hapton Gronigan 111 is Nina’s boyfriend. 
He cuts in on the PC dancing with Nina, 
He makes insulting remarks. If the Pc 
responds violently, Hapton has the FC 
thrown out. 

Caslow Dorin is a prominent gem trad- 
er. He gets a vicarious thrill by associating 
with adventurers. He picks out one of the 
better-looking female FCs. He‘ll dance and 
drink with her as long as she lets him. 
Quick Stats; Jermyn Colini: MV 12; AC 4; 
F1; hp 8; WAtt 1; Dmg 1-4; THACO 20; MR 
Nil 
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few rounds of clashing swords, the IT is 
disarmed. Horatio then asks that his o p p  
nent apologize and leave. If the FCs a@ 
to this plan, he is willing to pay in advance. 
Horatio is a trusting sort. 

If the Pc refuses, he tries other fighters, 
then he tries doubling his offer. He also has 
a sob story about Penelope, his heart- 
throb. She doesn’t know he’s alive. He will 
do anything to win her favor. Horatio is 
very convincing and a nice guy as well. If 
the PCs help him out here they have made 
a friend for life. 
Quick Stat% Horatio: AC 4 MV 12; F6; hp 
44; XAtt 3/2; THACO 14; Dmg by weapon 
(long sword); MR Nil 

Horatio Swordsinger 
Ares: Any city or village will do. The Pcs 
are heading out on their next miasion and 
are about to leave town. 
Situation; Horatio Swordsinger is a proud 
swashbuckler, but he has never had good 
luck. He is trying to impress his current 
heartthrob, a shopkeeper‘s daughter. He 
wks out a renowned fighter in the party 
(anyone 7th level or above), and offers to 
make a deal. He‘ll pay 100 gp to a fighter 
who is d i n g  to let him win a duel for the 
young lass. 

His plan is to have the FC go into the 
shop and make disparaging remarks about 
the wares, the shopkeeper, the daughter, 
anything. Then he will challenge them to 
protect the honor of his lady love. After a 
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supreme. He proudly h s t s  of the 34 deer 
he’s downed on this trip alone. Then he 
excuses himself, saying he’s got a lot of 
skinning to do. If the party demands that 
he stop this, he rudely tells them that there 
is no law against killing deer. The party 
should mind its own business. 

Billin must be forcefully convinced. An 
impressive display of magic would work, 
as would thrashing him werely. In either 
case, he would just move to another a m .  
Of coum, slaying him would put an end 
to his activities permanently. 
Quick S t a b  Billin: MV 12; AC 5; W; UAtt 
1; THACO 16; Dmg 1-4; MR Nil; S p i a l  
attack 

Balanced Ecology 
Area: Any temperate forest will do. 
Situation: This encounter is particularly 
efkcnve if a ranger or druid is in the party. 

The party comes upon a group of car- 
rion birds feasting on the corpse of a deer. 
This is not unusual. However, the deer has 
been skinned, the meat left to rot. In the 
M u m  of the next 200 yards, they come 
upon six more deer similarly treated. They 
can also find boot tracks and mule tracks. 

The tracks are not hard to follow. They 
lead to a meadow. There the FCs spot a 
man bringing down his fifth deer with a 
rrossbow. He is using poisoned crossbow 
bolts (Dmg 20/10, onset 2-5 rounds). 

If the Pcs confront the man, he intrc- 
duces himself as Billin Samdo, hunter 

QlW TSR. IIV. All Rlghll  R d .  





I11 Omens 
Area: A lush green forest is the setting. The 
encounter takes place in a clearing in the 
forest. The clearing is M feet aaoas, shad- 
ed by the tall trees around it. In the center 
of the clearing is a man in furs on his 
knees. He is chanting over a small fire. 
From time to time he throws herbs into the 
fire, which burn with a green flame. 
Situation The FCs have discovered a aav- 
age wizard. He is enchanting protective 
talismans for a battle tomorrow. The party 
has a decent chance to surprise him, if they 
try. He must roll above a 5 to avoid sur- 
prise. If the party tries to sneak around the 
clearing, the wizard receives another sur- 
prise roll, again at a -2. A F'C in metal 
a m r  negates this bonus. 

If the wizard spots them, he tells them 
that they have wimessed a sacmi rite. 
They should be slain immediately. He can 
sense their power, and hesitates. Such a 
battle might leave him unable to return to 
his tribe. He asks the party to pass a test to 
prove their worth. If they a p e ,  he presses 
an amulet into a PCs hand. He warn  that 
anyone who lies while touching the amulet 
will die a horrible death. 

Actually, it is a protection from evil 
amulet (good for one day). He then asks 
for an oath that they will tell no one what 
they say. If they do, the wizard parts 
peaceably. 
Quick Stat% Mok the Shmun; MV 12; AC 
7; W9; hp 34; #Att 1; THACO 18; Dmg 1-6; 
MR Nil; Spells 
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Guild War, Part 2 of 3 
An: Use the same city as was used in Part 
1 of this series. The FCs are called to the 
m a p '  guild. 
Situation: The mages' guild has discov- 
ered that the fighters' guild has robbed 
them. They do not blame the Pcs. Instead, 
they hope to address this insult by having 
someone steal the Sword of Mitnik, a pame- 
tongue long sword. The FCs are offered 300 
gp each. PC mages have their choice of a 
scroll with one spell of first or second level. 

The fighters' guild is a villa with bar- 
racks for the young fighters in training. A 
large manm houses the experienced fight- 
ers. The Sword of Mimik hangs over the 
mantel in the dining hall. 

Again, the guild d& not care how the 

City Guards, Part 1 of 3 
Area: The party is about to enter a large 
city with impressive city gates, currently 
standing open. Alert guards line the walls 
above the gates. A group of guards stands 
at the gate, interviewing entrants to the 
city. The gate fee is 1 sp per person, 5 sp 
per mount or pack animal, and 1 gp r 
wagon. (Few peasants make it through. p" A 
long line of wagons and people wait for 
admittance. 
Situation The FCs are entering a large, 
somewhat paranoid city. They are subpa- 
ed to a rigomus interview. The guard c a p  
tain wants to know thelr names, their busi- 
ness, who they are going to see, where they 
will be staying, how long they will be stay- 
ing, and their professions. 

FCs obtain the sword. Purchasing this item 
is not an option. They can pmvide molls 
with invisibility, knock, or spells of semnd 
level and lower. They want to know to what 
use theee mlk willbe put. Thisshould not 
be an opporhmity for the PCs to stock up on 
m l l s .  Anything that does not have a defi- 
nite purpose is denied. 

The party must get into the guild. They 
are left alone in the main dining hall, but 
only for a few minutes. This could allow 
them to conceal an invisible thief. When 
the interview is over, the room is empty for 
an hour. 
Quick Stats: Halcyon (Guild reprwenta- 
tive): MV 12; AC 2; Fl1; hp 90; XAtt 3/2; 
THACO 8; Dmg 1-8+5; MR Nil 

When the questioning is finished, the 
guard captain looks the PCs over carefully. 
"We don't need any of you fancydan 
adventurers in our town. There are laws 
against large magical fires or bloody bar- 
room brawls. Remember that." 

As the party leaves, two guards con- 
spicuously follow them. If the party has 
any underhanded business to conduct, it's 
going to be difficult. When the party reach- 
es its lodging, one of the guards remains 
on duty. The other reports back to the c a p  
tain. The entire time the party is in the city, 
it has an escort. 
Quick Stab. Guuds (1): MV 12; AC 4; F4; 
hp 32; #At 1; WAC0 17; Dmg 1-8+1; MR 
Nil 



Attribute: Charisma 
Bncounter Type: Monster 
Add'l Info: MM 

I Can See It! 
Danger: Medium I' - Climate: Temperate 



Lost My Gnolls 
An: This takes place in a lush forest. The 
forest has an elven population, but it is not 
strong in this area. The season is late fall. 
Sihution The PCs encounter a minotaur. 
Unlike most, it does not immediately 
attack. The beast looks quite formidable. It 
is a huge specimen of its kind. 

It Iwks at the PCs and says, “Humans. 
Not da on-. I not kill. You help?” The PCs 
may attack, or talk to it. If they ch- to 
talk, it says, “Me find gnolls. Kill some. 
Others run. Me lose trail. You help find. 
Me eat gnob ’stead you.” 

If asked about any treasure the gnolls 
may be carrying, the minotaur just wants 
to kill gnolls. It doesn‘t care about any- 
thing else. If the FCs have someone with 

I Can See It! 
Area: The PCs can meet the gypsy almost 
anywhere. She prefers towns and rural set- 
tings. 
Sihlitlme This should be porkayed as a 
trite, heavy-handed, plot device. The gypsy 
has aU the happings of her trade. She has a 
multicolorrd tent with beads, wall hang- 
ings, and a few small skulls of unidentifiable 
animals. At a table mvered with a dark 
cloth, she sib staring into a aystal ball. If 
M, the ball radiates mapic. It has a 
Nystul’s magic aum upon it. Matrica, the 

y, is fiftyish and attrsctive (Chr 17). She 
%to tell thel.fomured fora ridiculously 

hands and stares into the crystal ball, mum- 
b G  in various languages. She awars  to 

IOW ke, only I sp. she ws the s u w r s  

Olive Oil 
Arw A subbmmean humel, damp and 
dark is t h e m .  The winding tunnelopens 
into smaU 1001118 10-20 feet in diameter. 
Slhution: The p r t y  finds the remains of 
two adventurers. The bodies appear to 
have been dead for a while. A fetid odor 
surrounds them. If examined, they have 
green skin and tendrils. Their eyes are 
open and glazed. These are two olive slime 
creatures who have just completed the 
transformation from humans. The PCs’ 
presence awakens them and they attack. 
At the same time, the olive slimes on the 
ceiling dmp onto the PCs. A PC who is hit 
must make a saving throw vs. poison to 
notice the dime dropping on him. Olive 
slimes completely dominate their victims 

tracking, they can automatically find and 
follow the gnoll’s trail. Anyone with out- 
door skills can also do it with successful 
Intelligence rolls. 

The minotaur is named Ruk, and it is 
friendly if somewhat disgusting. The 
gnolls can be found after three hours of 
tracking. F’rux attacks as soon as it sea 
them. The FCs may pin in or not, as they 
wish. Once the gnolls are defeated, PNX 
grins and attacks the PCsl 

The gnolls have 10 gp each. The largest 
one has two gems worth 50 gp. 
Quick Stab: Prux the Minotaur: MV 12; 
AC 6; HD 6+3; hp 50; #Att 2; THACO 13; 
D m g  1-4 (bite)/2-16 t1 (axe); MR Nil 
Gnolli (15): MV 9; AC 5; HD 2; hp 15; 
THACO 19; Dmg 2-8; MR Nil 
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go into a mnce. She beguw to d & k  the 
future of the PCs. She reads for all of the 
m e m h  of the prty. even If only one sits 
down with her. In every case, the fommnes 
are the same. Doom and gloom. For one PC 
she f o m b  death at the spear point of a 
gelugon. For another she dexribee the with- 
erlng that a staffs touch inflicts. A third is 
told of bong fled down by werewolves. 
Another meets a man with fangs, and her 
tormmt lasb for centuries. There isn’t a 
word d huth to it. but d handled right the 
PCs should spend a lot of effort getting 
ready, jwt in case 
Quick S t a b  Mahlca MV 12; AC IO; W1; 
hp 8; *Att 1; Cmg 1-4; THACO 20; MR Nil 

after Zd4 houn. A curt dionrrr is necessary 
to kill the dime. The two slime creatures 
both carry u u r  hommns - I  at their belts. 
They we their tendrils to attack. They fight 
to the death. 
Quick S t a b  Slime Creature# (2): MV 6; 
AC 9; HD 5-2; hp 40; tAtt 1; W A C 0  15; 
Ding 2-8; MR Nil; Special attacks 
Olive Slime# (3): MV 0; AC 9; HD 2-2; 
THACO 19; #Att 0 (dropping); D m g  Nil; 
MR Nil; Special attacks 





into a cloud of smoke and Hre, a pair of red 
eyes Staring out of it. The nightmare 
attacks until slain. 

If the tower is reached and searched, 
every ma 'cal itwn is tin@ with evil and 
unu=ble$ good or neutral characters. A 
set of spell books with spells of level 1-7 
can be found, as well as many rare spell 
components. Whether the wizard =turns 
is up to the DM. If he does, he should be at 
least 14th level, to justify the spell books 
found. 
Quick Stab: Nihnarr:  MV 15, n 3; AC 
4; HD 6 6 ;  hp 40; #Att 3; Dmg &IO/& 
10/2-8; MR Nil; *a1 attacks 

Steed for a Wizard 
An.; The PCs are traveling through the 
mountains. Far up the mountain a tower 
stands on the side of a aag. The tower is 
home to a powerful, evll wizard. 
Situation; The wizard's apprentice is just 
as evil as he is. He decided to use a scroll of 
summoning he found to bring forth a aea- 
lure that could slay his master. He sue 
cefded in summoning a nightmare, but his 
own power was not able to control the 
creature. He paid for his lack of control 
with his life. The nightmare is now free to 
hunt. It Spots the PCS. In her habed of all 
material life, the nightmare swoop to 
attack the party immediate1 The night- 
mare is at first spotted as a gLw emerging 
from the tower. It gradually resolves itself 
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Since the FCs have passed this way 
Muddy Men before, they should not be exjwting 

~ m t :   he PCS are at a pool at the base of a trouble. Surprise rolls are at a -2 penslty. 
waterfall. The waterfall has a passage The mudmen form one round after the Pcs 
behind it. The pool must be waded. Testing enter the pool for the =nd time. They 
-ls that the pool IS muddy but only tegin by hurling mud at the The mud 
about 3 feet deep. hardens on im ct This slows a PC'S 
SibHon: The waterfall is beautiful. The movement rate i. When the mudmen 
passage could lead to an underground are within 10 fe~+ of the PCs, they hurl 
adventure or to a safe place to camp. themselves onto the FCs. This kills the 

The mudmen -t the inhusion of mudman, but it lowers the movement rate 
their pool. Thqr were f o d  by the magic by 4. if It misses it must spend the next 
that used to flow through the waterfall. The round reforming. Once the victim's move- 
enchananent has wan off. The mud- ment rate is brought to 0, he takes Id8 
are aginning to fade away, This makes points of damage per round. Suffocation 
them slow to resct. If the PCs cma the 30- o c m  in 5 rounds. 
foot-wide pool in four d s  or less, the Quick Stata Mudman (11): MV 3; AC 10; 
m& do not form. They do remain alert HD 2; hp 13; YAtt 1; THACO 19; Dmg 
until the Pcs return. Special; MR Nil 
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Wings of an b @ e  
&e.: A mountainous region, steep aags 
rising sharply to the east, is the setting. The 
PCs are traveling to a city on the other side 
of the mountains. They are high in the 
mountains, well above snow Une. 
Situation: Have the Pes roll a surprise roll. 
If they succeed, they notice a shadow of a 
man moving a m  the ground. If they 
look above, they see nothing but several 
eagles circling high above. 

The perybn wait until the party reach- 
es an area perfect for an avalanche. Tell the 
party about this feature. Quiet is to be 

As they are moving, the perytons 
aereech loudly and dive to attack. This sets 
off the avalanche. The PCs have two 

emphasized. 

rounds to act. Unless they flounder 
through the snow as fast as they can, they 
are buried. Buried victims take 2-12 pinta 
of damage. They must make a Wisdom roll 
or be lost under the MOW. It takes ld6 
rounds of digging to brosk free. A success- 
ful Wisdom roll must be generated to dig 
the right direction. Once they emerge, they 
are attacked by perytons. PCs who were 
not buried are subiect to two attacks from 

Q u i c  . -., . . ~ ~ ~  ,.. 
AC 7; HD 4; hp 21; LAtt 1; 6 g  4-16 
THACO 17; MR Nil; Special attack and 
defense 



Climate: Subtropical 

Attribute: Intelligence 
Encounter Type: Monster 
Add'l Info: MM 
XP Value: 1,950 (650 each) 



Just a Bug 
Ana: The party is in a desert. The hot dry 
wind blows across the sand, g*ng grit 
and dust into everything. The time is @st 
before noon. The day is a scorcher. 
Situation; Water is precious. It is already 
over 100 degrees in the shade. 

The party should try to find a place in 
the shade to rest through the worst of the 
day. They may have tents or other supplies 
that let them do this, or even magical items 
or spells that provide shelter. If they have 
none of this a tracking roll can locate a 
sandstone ridge. It was recently uncovered 
by a sandstorm. It won't last long, but for 
today it provides the party a place out of 
the sun. 

Whichever method they use, the PCs 

have camped very near a scorpion's nest. 
Tlte scorpions are just emerging. They like 
the heat of the day. 

After about an hour of rest, allow the 
Pcs a surprise roll. Those who succeed can 
hear a scrabbling sound from mmewhere. 
Two rounds 1st- three giant scorpions 
crest the nearest dune, about 100 feet 
away. The scorpions close and try to carry 
off one victim each. They are able to grasp 
with their pinchers, doing Id10 of damage 
each round. The victim gets one attempt to 
bend bars and break h. Held victims can 
be automatically struck with the tail. 
Quick State: Giant Scorpion8 (3): MV 15; 
AC 3; HD 5+5; hp 27; THACO 15; #Att 3; 
Dmg l-IO/l-10/1-4;MR Ni1;Special attack 
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Mom? 
h e  This occurs in a subtropical jungle. 
Kudzu mven everything. 
Sihaation: The PCs are traveling through a 
@n@e on their way to a shrine. A great 
holy woman is supposed to live there. She 
is said to be able to locate things that have 
been lost. The bek through the jungle is 
not easy, snakes and poisonous insects 
abound. 

Finally they reach the shrine. The old 
woman (in reality a rakshasa) is sitting 
nws-leggcd on the ground. The IT knows 
~ Y P  imaa88ible. but the woman is a sDittinn 

the PCs that her readings seem to attract 
the natural animals amund here. Most of 
them are snskes. She would like the other 
PCs to keep a sharp eye outside. 

Once she has the other PCs outside, she 
attempts to cham the chosen PC. She must 
drop her illusion to do m. If the PC saves 
he can warn the others. The rakshasa 
attacks until wounded for half hit points, 
or until she spies someone with a crossbow 
aimed at her. She casts a fly spell and 
attempts to flee. 
Quick Stab  R d ~ h & ~ r  MV 15; AC -4; HD 
7; hp 35; XAtt 3; h g  1-3/1-3/2-5; MR Nil; 
S d l  attacks and defenses ~ . ~ ~ ~ . ~ ~ . ~  ~~ 

image of his mom. Mom never wom'gyp~ 
clothes, but otherwise it's her. 

The old woman attemph to get the cho  
sen PC to come have a reading. She warn!, 

. 
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Wait for the Wraith 
h a  This encounter t a b  place in the 
tomb of a great evil wizard. The tomb is 
well hidden. It should take several days of 
searching to find it. It was completely 
buried by a landslide. Enough m b  have 
rolled aside to reveal the entrance. 

The tomb is a small one, originally a 
hollow in the side of a cliff. It was enlarged 
to its 15 feet by 15 feet by 8 feet dimen. 
sions. There is but one coffin in the tomb. It 
is lined with gold and studded with rubies. 
Situatim The Pcs have come looking for 
a new s ll. The dead wizard, Sarok, is 
said to E ve used it while alive. Sarok 
intended to become a lich, but he was slain 
before his preparations were complete. 
Instead he became a wraith. He defends 

his tomb with ferocity. 
Tlte coffin lid has 20 rubies worth 100 gp 

each. Buried with Samk are his possessions 
from life. No magic was buried with him, as 
his "friends" helped themselves. Instead 
they buried a copy of his spell books. Time 
and age has ruined most of the spell books. 
The fallowing spells survive: k k ,  defcct 
gad, mith,tvm, stonelfl-h. paun fumi blind, 
and incendlny cloud. 
Quick Stab  Wraith: MV 12 F3 24; HD 5+3; 
hp 35; #Att 1; WAC0 15; Dmg 1-6; Special 
attacks and defenses 



Encounter Type: Monster 
Add'l Info: MM 

Attribuk: Wisdom 

Prince of Thieves '. A m -  



Sluggish 
Asex A swampy arm near the sea will do. 
The PCs have not entered the swamp and 
are just cam mg here for the night. This 
occurs just a&r dawn. 
Situation: The party has attracted the 
attention of a giant slug. The slug moves 
slowly toward them. Have whoever is on 
last watch make normal surprise rolls. The 
slug starts out ZW yards from the party. 
Each round that surprise is failed, the slug 
get8 60 yards closer. 

The party may choose to deal with the 
slug or they may flee. They could easily 
outrun it. 

If the party flees, the slug continues to 
follow. It can go anywhere they can, except 
perhaps high in the trees. If they seek such 

Dewy Cheatam and Howe 
An: This encounter occurs in the inn 
where the Pcs are staying. It starts in the 
common loom and continues in the PCs' 
sleeping chambers. 
Situation: A small gnome approaches the 
K s  while they are at the inn. The gnome 
asks to s p k  to one of the Pcs. He is an 
overdressed fop with a nasal voice. He 
i n d u c e s  himself as MI. Howe. "I have 
here a contract signed by one IF€ name]. It 
states that by midnight tonight you will 
pay over the sum of 11,COI gp or be in for- 
feiture of the Idan." Of coune, the F'C will 
want to know what loan, since the F'C took 
out no such Imn. 

The gnome is happy to show the Pcs 
the mnbad. It is in legalese and goes on 

a refuge, it spits acid on the tree bunk, 
bringing the tree down in one round. 

The PCs have a geed chance if they 
split up and attack the slug from many 
sides. Its first acid attack has only a 10% 
chance of hitting. Thereafter;it has a 90% 
chance of hitting at 10 yards, with a -10% 
for each additional 10 yards. The slug takes 
no damage fmm blunt weapons. It is also 
immune to spells that cause crushing or 
impact damage, such as ice stom. 
Quick St.& C h t  Slug: MV 6; AC 8; HD 
12; hp %; IAtt 1; Dmg 1-12; THACO 9; MR 
Nil; Special attacks and defenses 
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for three pages. What it boils down to is 
that the PC borrowed 8,wO gp and agreed 
to repay 11,wO by midnight tonight. The 
signature perfectly matches the PCs. 

A seaion of the contract is in very fine 
print. It states that if the Pc is in arrears, 
two of his levels are forfeit for every day he 
is late. If the PC does not pay, he is visited 
by Miss D. Cheatam at midnight. 
Quick 9t.h Mr. Howe: MV 6; AC 8; 75; 
hp 21; XAtt 1; D m g  1-6+2; THACO 16; MR 
Nil 
MIM Cheatam, the Vampire! MV 12, FI 18; 
HD 8+3; hp 44; #Att 1; THACO 11; Dmg 5- 
10; MR Nil; Specipl attacks and deknsea 

Prince of Thieves 
Area This occurs in a constricted forest 
clearing: archers are at a great advantage 
over swordsmen. The underbrush is heavy 
(impossible to cross in less than five 
rounds) and the foliage makes the forest 
floor shadowy. 
Situation: While escorting a merchant 
through a wood, the Pcs are acccated by a 
bandit leader and his men. The first hint of 
danger comes when an arrow buries itself 
in a tree next to the foremost Pc. A horn 
sounds and the clearing is quickly filled 
with the noise of men scu ng fmm cover 
and taking place for an a z s h .  

The leader of the bandits leaas fmm 

cock finery; the PCs immediately notice his 
arrogance and melodramatic geshues. 

His boasting and preening betray his 
egomania. One option is challenging him 
to single combat. In front of his men, he 
can't very well refuse. Unfortunately, he 
happens M be a very capable fighter. 

The bandit has a mce +3, chain mil +2, 
and a potion of exm-healing hidden in his 
belt. In cash, he has 2,540 gp back in his 
cavern hideout. 

If the PCs defeat the bandit, they may 
either pin the brigands or disband them, 
according to their alignments. 
Qulck St.& Bandit: MV 12; AC 3; p12; hp 
77.; THACO 9; WAtt 3/2; Dmg by weapon; 
MR Nil ~ ~~ ~ ~.~~ ~~~ ~ ~.. 

concealment a5 w o n  a5 the PCs realize 15 
bowmen circle them. He IS a tmd in pea- 
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Bug Hunters 
Area This occurs as the PCs are just 
emerging from a desert. Tney are looking 
forward to gmn lands, cool breezes. and 
enough water to bathe in. 
S i h u h  The FCs have encroached upon 
territory controlled by a pack of thri-kreen. 
The mantis warriors move extremely 
quickly. Before the party knows it, they are 
surrounded. Let the FCs make a surprise 
roll. If surressh\l, they notice movement to 
their right and left. The following round. a 
dozen U u i - h  appw. 

One of thnn mom forward and clicks 
at than in ita native tongue. If the FCs can 
speak thri-kreen, or have aomeone with 
comprehend bnguagrs, they can understand 
it. The thri-kreen is stating that this is the 

Tchok'ti hunting grounds. The K s  must 
leave immediately or be considered food. 
The thri-kreen then wait e x p t h t l y .  

Speaking to the thri-kreen in Common 
does no good. None of the thri-krem under- 
stand it. If the p6 keep their hands away 
from their weapons and move on, the thri- 
kreen watch them closely, but let them paw. 
If the party simply stands there, the thri- 
kreen wait five rounds. Then they take the 
party's respse as a challenge and attack. 
Quick Staw TM-Kreen (12): MV IS; AC 
5; HD 6+3; hp 41; M A C 0  13; #Att 5 or 2; 
Dmg 1-4x4/2-5 or 1-6+U; MRNitSpodal 
attach and defenses 

The Voice of the Prophet 
Area This takes lace in a desert not far 
from the walls ora city in a prosperous 
sultanate. 
Slhubn: The PCs have been hired by the 
Sultan of Shanazzar to spy on a rabble- 
rousing priest. He is a prophet named 
Ouhm whose vision requires "the cleans- 
ing of outsiders" from the land. His fol- 
lowers take this to mean a holy war is in 
the offing. The FCs are not welcomed by 
the priest's followers, but the priest tries to 
attract their attention. Any attempt to meet 
the man directlv is Drevented bv his 

bur addrplsr, them as a group and only in 
the company of Akim, a lesser Mbk who 
is an enemy of the sultan's. Everything 
together makes the situation very suspi- 
cious. The K s  can try to reach the priest 
under mver of darkness. The prim is a 
captive of Alum's, f o r d  to peach intoler- 
ance ao that mob anger will topple the 9ui- 
tan. He kars for hb neck, and wish- to 
flee, but needs the Ks' help to do it. 
Quick S t a h  F2I-k MV 12; AC IO; P11; hp 
52; THACO 14; #An 3/2; Dmg 1-6 (stam; 
MR Nil; Spells 

"b+lyguarda" (l?i, AC'8, hp 6-11, U i t t  1. 
Dmg 14+2, number is equal to PCs + 3). 
Further, the FCs can find that the priest 
does not spak  with individual followers, 
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accept, a time and place are given for later 
that evening. Should the PCs try to see 
under the employers' hoods, even with 
magic, the deal is off and they depart. 

The coins are large and clearly made of 
gold, but they bear an evil, leering visage 
on one side. Research reveals thev are 

Blood War fl: 
Dangerous Offers 

Area: This encounter can happen in any 
civilized area, at night, 
Situation: The FCs a- looking for work 
when thev are aumwached bv two mvsteri- 
ous peopie in h&ed robes.'They clhm to tanafri coins. 
be hiring fighting men and wizards for an If the PCs decide not to attend the 
upcoming "skirmish" against some busi- meeting after accepting their gold, the 
ness rivals of theirs. Paladins can tell this coins melt, doing 3d6 fire damage. 
duo is UlomugNy evil and won't work for Incidentally, the balors who hired the Pcs 
them. won't leave witnesses once the ambush has 

These employers pay 2 3 X  gp per PC ken sprung. 
up front. This payment is to ensure that the Quick Stah  Bilon (2): MV 15. Fl 36 (B); 
K s  attend a "conference" and help AC -8; HD 13; hp 85,iZ; THACO 7; #An 1 
ambush them when they arrive. If the PCs or 2; Dmg 2-12 or weapon; MR 70%; 
refuse, the employers exchange dark looks Special attach and deknses 
and mutter under their breath. If they 
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only when Sir Peter is not with his men, 
and each body is mMng a different part. 
(His flmh golem is roughly half-finished.) 
Sir Peter fesla exposwe and @ils anyone 
he suspects knows his senrt. 

Sir Peter has a ring 0 protection +4 hup 

magic, a potion of rxtm-healing, 2Aoo gp 
value in gemstones, a light war horae, and 
campinggear. 
Quick Stab  Sir Peter To*, Militant 
Wfrud: MV 9; AC 4; W15; hp 59; THACO 
16; #Att 1; Dmg 2-12; MR Nil; Spells 

Waiting for M o o ~ i a e  
Am: This occurs in a very small hamiet 
(no more than six families) located at a 
remote massroads in a forest. 
Situation: The K s  are in the middle of a 

Tothkin, a famed and learned kniiht. 
The hunt turns up no evidence of a 

lycanthrope, which angers Sir Peter. He 
rails at the rty's inefficiency then snarls 
that he A n t i n u e  done. That night, a 
family is slain; the snrama are heard but 
the PCs don't arrive in time to save the 
family. 
Sir Peter is the murderer. A necm 

macer, he want8 to ather "raw maten- 
ais" to pursue his mor%id studies. 

The PCs notice that people are hurt 

werewolf hunt. They are led by Sir Peter handed sword +2, a 9cm f I of protection from 

Obnoxious Peddlers m: 
The Kid 

Ace.: This taka place in a small village far 
from civilization. 
Situation: After a quick errand slaying 
wild boars for a village, the K s  are lauded 
as hemes. They are immediately encoun- 
tered by a kid who begs for the honor of 
sharpening their swords. No matter how 
they refuse, politely or Ndeiy, the kid 
pesters them until they give in or leave 
town. 

However. he has M ides how to do the 

for his pmr work, he snivels and NM off. 
Villagers quickly appear to ask why 

they're being mean to the kid. Wasn't he 
only trying to help? Maybe they should 
collect their things and leave. 

If the PCs leave, the kid tries to follow 
them. He is angry about how they "mis- 
treated" him and want8 to steal something 
m -en the -7e .__ 
Quick Stm: Kid MV 9; AC 10; &level; hp 
3; THACO 20; RAtt 1; Dmg 1-2; MR Nil 

pb pmprly. Nonma@d swords are w i y  
ruined, while magrcal blades must mwke a 
save vb. death magic to avoid being dam- 
aged. The kid m o f f  totell the village hen 
MW "squire" to the hemes. If he is berated 

out the lost dragonlings in the swamp. Bri~k iA Watem Run D ~ P  They've beem taken by pmMona i  mon- 
An.; This happens at the swampside skr-catchers who a* working for another 
home of an old alchemist and in the alchemist. 
swamp itself. Tracking pmfidency is helpful, but the 
Situation: The parly is visiting an old hunters have not tried to cover their tracb; 
friend, an alchemist who lives near a vast the dragon is b o  impulsive and hotheaded 
swamp. Late at night, the evening is shat- to look for such clues. 
tered by a bellowing him, then the sound The monster-catchers are generally 
of something huge crashing to earth. The equivalent to the K s ,  except that they 
hut's walls are shredded by &ant daw- have three potions of Mack dragon control; 
dragon attacb! A large female black drag- they're using one to control the drag- 
on has arrived, screaming for the return of o n l i i .  Othnwiae, they've got 453 gp, 229 
her children! sp and 2,4133 gp in p ~ .  

She believes the alchemist hired the Quick S t a b  Black hyon:  MV 12, PI 30 
p6 to take her children, so that he could ( 0 ;  AC -1; HD 12; hp 58; THACO 9; #Att 3; 
usp them in his potions. If overmatched, Dmg 1-6/1-6/3-18; MR 15%; Special 
she retmt8, v o w i n ~ e n y n c o .  attacks and defences 

en , the Pcs can peek To protect their 





The PCs find empty moms. When they 
are on the verge of going back, however, 
they find a pile of moldering garbage in a 
large room-and the garbage seems to be 
moving. 

The deepspawn waits until the Pcs are 
within range of its hold pmon spells. One 
mouth wields a brad sword t2, while the 
others bite or slap at the party. 

It has a trove of four gems (worth 1.200 

Cauldron of Horrors 
Area This encounter takes place in a deep 
dungeon, part of an old castle that over- 
looks a walled town from a craggy hill. 
Situation: One of the Pcs is plagued by 
terrible nightmares of something evil in 
the old ruins outside of town. The dream- 
images are those of a dozen serpents and 
drooling mouths. The dreams persist until 
the PCs act on them. 

Getting into the dungeon is easy. This 
castle is used by would-be adventurers to 
practice their skills; everybody knows 
there are no real monsters down here. 

This is true, too, except for a deepspawn 
that has anived under cover of darknm. It 
is busily absorbing mass so that it can prc- 
dum a clutch of bodyguard-monsters. 

gp total), a potion of drag& conirol, a &tion 
ofpolymorph %If, and 15 sp. 
Quick S t a b  Deeppawn: MV 6, Sw 8; AC 
6; HD 14; hp 69; THACO 7; #Att 6; Dmg 3- 
12 (x3)/2-5 (X3) or by weawn (x3): MR 
77%; Spffial attacks and de&nses 
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Elemental Risks U1: 
Whirlwinds 

Area At an oasis in the middle of a large 
desert, the PCs find themselves balked by 
an air elemental. 
Situation: The Great Desert deserves its 
name. Trackless wastes, high sand dunes 
and limitless blue skies comprise the 
whole of this fomken place. The PCs are 
far from civilization and low on suppli- 
especially water. Then they spy an oasis on 
the'horizon. oddly, there are no camps 
around it. Desert nomads should be pre- 
sent; noticing this absence may cause some 
alarm among the Pcs. . 

The oasis is surrounded by whirling 
air, something that can only be observed 
close up. Should the PCs hy to approach 

Not-So !, 

Area: The party is on an arctic plain, short- 
ly after a heavy snowfall. 
Situation: Having complaed a &k into 

treasure, the PCs are heading home when 
they unwittingly offend a hibe of rare 
"snow elves" by trespassing on their hunt- 
ing grounds. The elves summon up a pack 
of polar bean and set them on the Pcs' bail. 

The first inkling of trouble is when the 
Pcs are ready to d e  down for the night. 
They can hear shuffling and then the 
growls of large beasts in the twilight. The 
polar bears are hard to make out against 
the snow in the fading light, but they're 
thml 

frGaty wastelands in pwui t  of rumored 

the water, they are attacked by an air ele- 
mental stationed around the asis. The e lc  
mental has been here for years, set to 
guard the oasis after a bitter war between 
rival nomadic wizards. Both wizards died 
and the elemental was left behind. The ele- 
mental may be banished, but the bonn of 
the cashng wizard must be rrcovered first 
(they're buried under the sand not far 
away) to make the attempt succeed. Buried 
in the s n d  is a stuf of the archmngi and a 
grimoire with a single spell, conpe lair) 
e l m t a l .  
Quick S t a b  Air Elemental: MV FIX (A); 
AC2;HD8;hp40;THACO13;#Attl,Dmg 
2-20; MR Nil; Special attack and defenscs 

ine IXS can flee or try to defend them- 
selves. If they successfully defeat the polar 
bears, the snow elves appear to explain 
why they were attacked. Only four elves 
meet with the Pcs, but a dozen more with 
spears wait hidden in nearby snowdrifts. 
The Pcs can redress their unintentional 
offmae by offering ''gifts'' to the elves (Le., 
a bribe for safe paseage). 

If the Pcs manage to outdistance the 
bears, the pursuit is called off and the mat- 
ter is forcotten bv the elves. ..~ ~. ... ~. . ... . . , .... .. .. . 
Quick S t a b  Polu Bern (5): MV 12, Sw 9; 
AC 6; HD 8-8; hp 57,56,51,48,39; THACO 
11; #Ah 3; Dmg 1-10/1-10/2-12; MR Nil 





Shadow Series #2 
Not Quite Bunny Rabbits 

k e a :  This encounter takes place in the 
town around a border castle, after Shadow 
Serin n: The Outline I8 Familiar. 
Slhution: The PCs have just gotten over the 
shock of the ow night's attack of shad- 
ow-selves W E *  reach a border castle, 
a plsce where they can nplenish their sup 
plies. As they pass through the gate, how- 
ever, the Pcs notice that their shadows are 
making rude or comical gestures, shaping 
thnnselvea into m O n S M y  distorted vep 
dons of the Pcs or doing nearly anything a 
flst black silhouetk can do. 

Although the guards at the gate didn't 
notice, many of the townsfolk stop and 
stare at the bizarre shadows. Several of 

Could You Watch This? 
Area: This encounter occurs in a city, 
between adventures, when the PCs are 
growing restless and looking for some 
thing to m p y  their time. 
Sibation: While the PCs are enjoying 
some much-needed rest and relaxation, 
higher powen have decided that the time 
is right to test their righteousness. 

The Pcs are visited by a ki-rin, which 
passes over a box made of gilded wood. It 
asks the PCs to watch that box until it 
returns in six nights. 

The box is intriguing, with fascinating 
inlay and delicate detail. There is no lock 
and only a very small silver latch. If the 
Pcs yield to temptation, they find a tiny 
golden statue of the ki-rin inside; this stat- 

Raiders from Bevond 
I 

An; This encounter could take place in 
nearly any location. 
Situation: The party talking (either to 
settle directions or divide up treasure) 
when they hear someone approaching. 
When they investigate the sound, they see 
a p u p  of gaunt, humanlike creatures in 
elaborate armor moving in their direction. 

These are githyanki raiders, visiting the 
Rime Material Plane to plunder for food- 
stuffs and treasure. 

They are led by a fighter-mage of 9th 
level and include nine 5th-level fighters. 
An additional githyanki, an illusionist, is 
nearby and invisible, to act as a scout for 
the ground party. 

The Pcs may try to hide from the gith- 

them mutter about witchcraft and covertly 
make aversive gestures toward the PCs. 

The shadows do nothing more danger- 
ous than embarrass the PCs add frighten 
passersby, but the weird occurrence does 
not yield any satisfactory explanation. 

The shadows go back to normal the 
next morning. Meanwhile, the guards visit 
the Pcs, along with a cleric, and have a 
stem talk with them about the laws against 
witchcraft. If the K s  don't come up with a 
good excuse for the shadows' bad behav- 
Lr, they might be thrown out of the castle 
that night. 
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ue melts into the air as soon as the K s  
touch it, and the ki-rin does not return. If 
the PCs are steadfast, then the ki-rin 
returns in six nights with profuse thanks. It 
explains that "higher powers" wanted to 
see if the Pcs were strong of heart and will, 
and rewards them by handing over the 
token, They can summon the ki-rin at any 
time by invoking this talisman. It vanishes 
if they try to sell or study it. 
Quick Stah: KCRln: MV 24, m 48 (B); AC 
-5; HD 12; hp 51; THACO 9; XAtt 3; Dmg 2- 
8/2-8/3-18; MR 90%; Psionics; Spells; 
Special attacks and defenses 

yanki, but it will do them no good. The 
@thy& are not surprised by the Pcs 
(hnvlng been warned by their invisible 
ally) and call on them to surrender or per- 
ish. The githyanki intend to kill the ITS 
anyway, but perhaps they can spare them- 
selves the effort of combat if the PCs sim- 
ply surrender first. 
Quick Stat% Githyanki Flghter/May; 
MV 12; AC 0; F9/W9; hp 60; THACO 12 (+I 
for Strength); UAtt 3/2; Dmg 1-8 (+2): MR 
Nil; Spells; Psioniw 
IUvlioniiO MV 12; AC 10; M7; hp 31; 
THACO IS; UAtt 1; Dmg 14 (dagger); MR 
Nil; Spells; Psionica 
Fighters (9); MV 12; AC 3; E; hp 46,41,37, 
33,28;THACO16;#Attl;Dmg1-8;MRNU; 
Psioniw 





The Only Thing to Feyr 
h a :  This encounter is situated in an insti- 
tute of higher learning, preferably one that 
deals exteluively in magic, though a bardic 
college would k a good location a h .  A 
gocd-sized town is located near the col- 
lege, and the two exist sidcby-side in rela- 
tive harmony. 
Slhutton: l k  PCs hear rumors there has 
been a death at the great college. The body 
had an exprrssron of utter honor on its 
face, but there is no obriou, cause of death. 

The Ks pick up very powerful nega- 
tive feelings emanating from the college, 
most scecificallv from the IibraN. The 

The K s  can deduce that some kind of 
magical creature is responsible for the bad 
dreams. Just as they begin making head- 
way, they discover two more mysterious 
deaths, both librarians. They investigate 
and find evidence of a strange creature 
prowling the bookshelvega great feyr! 

The creature is invisible, but attacks 
them nonetheless. In fact, it may start 
attacking before the K s  are even aware of 
it, using its emotion-controlling spells. 
Quick Statl: Great F e F  MV 12, Fl I8 (a); 
AC -2; HD 16; hp SO; THACO 5; YAtt 14; 
D m g  2-12/2-12/2-12/2-12; MR 40%; 
S p i a l  attacks and defenses 

mom ;as the siie of a violently conkants- 
tional meeting of wizards recently. The 
bad dreams starkd that very night. 

01934 TSR. lm. All Righb M. 
- 

It Was Big and Hungry 
h a :  This occurs at a farm, which is very 
near some uncleared (rough) terrain that 
has some hills. 
Sihulion: It is midday and the K s  are 
hungry for lunch. Happily, there is a small 
farm just ahead, o p p i t e  a rugged-looking 
landscape. They stop and greet the farmer. 
While discussing the price of fresh vegeta- 
bles and fruit, the f a d s  young daughter 
NM up, breathless and panicked. 

"Daddy, Will's in danger," she gasp 
outr "It-monster! It was big and hungry." 
Then the little glrl starts crying hysterical- 
ly, and can only point toward where her 
brother was attacked. 

When the FCa investigate (the farmer 
will give them all the free food they can 

take if they'll help find his $on), they du- 
cover that the boy has been treed by a rav- 
e n ~ ~  bulette. Even now, the giant m a -  
ture is trying to knock down the tree to get 
the boy, who is cowenng at the tree's very 
top (about 17 feet off the groundl. 

The bulette doesn't notice the K s  
immediately, but facn them when they 
approach. If hurt for more than half ita hit 
points, the bulette departs via a tunnel. If 
the KI kill the bulette, they gain the grat- 
itude of the f a m r  and his f d l y - a s  well 
as all the produce they can cany! 
Qulck Still: Bulette MV 14 (3): AC 
-2/4/6; HD 9; hp 43; THACO 11; (IAtt 3; 
D m g  4-48/118/3-18; MR Nil 

breed, which has come to wreak ven- 
geance on the despoiler of Its tomb. The Revenge Delayed 

Area: This encounter occurs in the home of 
one PC. 
SihuHon: If a K is curious about his fam- 
ily's history, he might come across a 
strange amulet brought back from a dread- 
ful adventure by some rem& ancestor; its 
origin was never explained. The K can 
then set aside the amulet or sell it. 

TIE FC feels an ominous feeling over 
the next few days, as though evil is cuncen- 
bating amund his home. One night, no 
more than a week after Hnding the amulet, 
the K is woken up in the middle of the 
nightbythewundofwdspllnterlng;the 
front door haa been tom fiom its hinges! 

mummy, one of the most ancient of that 

original despoiler (the pc's ancestor) is 
dead-but his offspring still lives. 

The PC is pursued by the greater 
mummy. He must hurry to gather his 
friends (who might not be in town) and 
face this danger before the mummy kills 
him1 

The mummy will not be satisfied with 
the amulet alone-it requires revenge for 
the desec?ation of its tomb. A kip dedh  
spell or the equivalent may fool the 
mummy into leaving. 
Quick Stab Greater M u m y  (5001 yean 
old): MV 9; AC -3; HD 13+3; hp 80; 
THACO 7; #Att 1; Dmg 3-18; MR 25%; 

Lurking downstairs is a greater Special attacks and defenses 
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I've Got My Eye on You 
h a  This happens in a mote location, 
aheltned by rocky crags and a few trees. 
The cyclops' lair is a cave cut into one crag. 
Slluation: The FCs are traveling on foot, 
walking their horses to rest them, when 
they hear cries for help from over a hill. 
When they investigatc, they find a 
monstrous figure eagerly setting logs 
together and shoving a blazing brand at 
them to .@ a fire started. When it glances 
around, they can see it is a cyclops. 
Meanwhile, an elf maiden sits ha 
iron box scarcely large enough to old her 
When she sew the Ks, she esreams for 
them to rescue her, thus ruining any chance 
of surprise that the FCs might have had. 

The cyclop grabs a burning branch 

'R" in an 
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Wings 
An: This encounter OCCUR during a wed- 
ding ceremony in a large town, then con- 
tinues in a mountain not far from the site 
of the wedding. 
SihuHon: The Pcs are amding  a wedding 
when a vast ahadow blots w t  the sky. 
Loowng up, the FCs s e  a giganlic bird 
plummet from theair and grab up the bride1 

anyone with a Constitution under 15) and 
ikelt into the sky, with the bride a 

If the PCs volunker their sewices, 
are afsured a p t  reward and muc 
thanks from their host. Pursuing the m, 
with the groom in tow, it has flown to a tall 

The bird then beats its win 
(causing blasts of wind to 

captive. 

Path of the Tarraaque 
Anu This encounter occurs on the h g e s  
of a farm country with a marsh not far 
awn . The w o n  Is controlled by a wan-  
nicrrduke, though an underllng is eager to 

a power base of his own, cut from the 
duke's lands. 
Slhution: The PUI are in the area when 
farmers come to the landlord, fearfully 
proclaiming that a tarrasque must be on 
the rampage. Several farms have been 
destroyed, wlth =ales and clawed hacks 
left behind where the farms' acupanta 
were hideously murdered. 

However, the truth is that this "tar- 
n ue sighting" is a complete hoax, staged 

scheming sort. He has arranged to have his 
by "c, t duke's underling, an ambitious and 

from his fire to attack the Ks. It plunges 
into combat, smacking its l i p  k a u s e  all it 
8ees is more new frsd that needs "a little 
seasoning." If the PCs overwhelm the 
cyclops, it runs away and throws boulders 
at the party to drive them off. 

The cyclops has %ID0 sp and 340 pp. in 
its cave, mixed in with bones and trash. The 
Pcs must search to locate all the treasure. 

When fred, the elf maid can be mort- 
ed to her tribe, who reward the Ks with 
three a r m s  +I. 
Quick SUta Cyclopl: MV 15; AC 2; HD 
13; hp 52; THACO 7; #Att 1; Omg E-%; MR 
NU; Special attack 

muuntainmr the city. If the FCs try to fly 
up, they are driven off by the mc; it domn't 
attad; aggrruively, but only seeks to plr- 
vent the PCs or any others from l a n d q  on 
thr mountain top. 

In reality. the bride didn't want this 
arranged marriage. and she ia meeting her 
true love (a powerful druid) here on this 
mountain. They plan to el 

If the PCs cha re  to xb, they can 
reach the soon-to-khappy couple before 
they leave and get the whole story. The roc 
flies off with the young lovers if the PCs 
don't intervene further. 
Quick SUta Roc MV 3. FIN; AC 4; HD 
18: hp 95; THACO 3; XAtt 2 or 1; Dmg 3- 
l8E-18 or 4-24; MR Nil; Special attack 

men-at-arms smash a few farmhouses, 
killing the families therein, and scatter 
"evidence" around for the duke's investi- 
gaton (the PCB) to flnd. He is the fimt to 
call for a hunt of the monster, but fears 
being revealed; it would be hb life if the 
duke found out the hue nature of his 
scheme, which is to &e power when the 
duke's men c m t  find or contain the 
"monster." 

Of course, a real tarrasque might 
appear durin aU this furor, awakened 
hwn ita sleep& theuse of magic to seck it 
out. ThIs Is not recommmded as the out- 
come of this eemario, but is offered as one 
podsibility for the DM. 



I 
4 




