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Drake's days as a vassd were over,%ut it was not yet 
free of the bonds of fear, and so it lived in darkness. 

For long ages the son of the awnshegh hid, calling 
himself Saeryk the Warlock and mastering the arts 
of invocation, realmi magic, and manipulation of I 
lines that channel mebhaighl from the wellsprings 
magical power into the mage's hands. He learned 
assume his namesake's half-draconic form and we 
out seeking brides and concubines. In the fullness 
time the Warlock fathered children of  his own, 
infusing his blood into the fhoimoriens, creating 
fhoimorien warlocks (all of them his sons) and giv- 
ing them a taste of magical power. The orogs grew to 
worship the FVarlock as a god, sacrificing their plum- 
der to him and w i n g  to him for protection in the 
dark times, when human and dwarf armies forced 
them to hide deep under the earth. 

The Warlock was not like his followers, 
more than he feared the armies of men, the War- 
lock feared that thle Gorgon might discover his 
hiding place and seek his destruction. The orogs 
dug deep into the mountain, driven by the War- 
locks fears. With the stone they quarried from 
the depths they built the Wyrmstone Citadel, a 
spiralling, twisting keep high 
called the Stonecrowns. 

No living creature but he and the Gorgon knows 
us true parentage, though the goblins of the 

Five Peaks know a part of the truth; thf:y 
;ay Saeryk was the Gorgon's pet dragon, 

but he escaped (not so far from the 
t-ith. though goblin literalmiideld- 

ness makes the Drake a tnie 

csult of a foul ma"gica1 experimeit 

lans are ripe. And the time is drawing nigh. 

the midniyhT 
cauldron 

ve his dreams of  conquest, rap- 
ghter, the Gorgon commanded 
iths, the dwarves of Mur-Kilad, 

to create a source of power for him, a vessel to 
steal and hold the very power of the land 
itself. After lon years and the sacrifice of 

dwarves of Mur-Kilad presented the Midnight 
Cauldron, and the Gor on was well leased. 

who risked his life to take it with him when he 
fled his father's home. None know the extent 
of its powers, but after years of study has the 
Warlock learned to use it. H e  keeps it hidden 
in his mountain domain, fearful that the Gor- 
gon will track it down and demand its return. 

The Midnight Cauldron is an enormous vat, 
10 feet in diameter and fully 5 feet high, and 
carved from top to bottom with tarnished 
magical signs and disturbing figures of the 
Gorgon and his armies with rusted highlights 
that seem hideously deliberate. The interior is 

many virgin sou f s, the master smith of the 

The Gorgon gave the E auldron to K is son, 

the Shadow World. 
ring the cauldron when there is 
ng suffers effects described in 

area 74, below. Destroying the Midnight 
Cauldron re uires powerful magic such as a 
cystalbrittle, %sirategrate, or limited wish spell. 





cession of jongleurs, the feast hall is filled with 
plenty, and even the weather cooperates with 
sunny days and mild night breezes. As the pleas- 





giants who ;hatter castles for amusement, 
(some say) endless hidden stores of gold. 
goblins and giants are real enough, but the 
den stores of gold have long been claime 
owners who have no desire to enrich othe 

The Midnight Cauldron can distill the essence 
of magic into the powerful elixir of undeath. 
The elixir strengthens anyone who drinks or i q  

immersed in it. 
Anyone who has drunk the elixir can use 

the Endurance nonweapon proficiency once 
per month at no penalty, covering three days’ 
march in a single day. When slain, anyone who 
has drunk from the Cauldron’s waters in the 
last year is immediately transformed into a 
zombie (for 0-level or 1 Hi t  Die creatures 
which eventually becomes a skeleton 
flesh decays and falls away. Higher le 
acters may become ghouls, shadows 
ghosts, or banshees; monsters with 
Dice may become monster zombies. 

wer in the 

,.._ .. - . 
. . .  

r 

there is vrice to be Daid for this undeath 



: The archers are well-trained and suspi- 

Malik is the only one who knows the com- 
mand word (“Espruen”) that collapses the 
fortress into a small metal cube or restores its 

.. . .  
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:. Abandoned Workings fact exist. Some travelers and bards who tell the 
ale of Shining Amantvr claim that it is the meat- fiese finelv-carved halls we1 rob< 



The great rift is a huge fissure beneath the earth, 
well-supplied with thin, veillike waterfalls, and 
separated into two distinct communities by a 
layer of mists that separates the safe upper air 
from the dangerous explosive and asph iating 
gasses of the lower reaches of the rift. Z v e  the 
mists, the dao rule a slave-kingdom of xorn, sand- 
men, captured surface-dwellers, dwarves, and 
orogs. The guano of an enormous colony of bats 
(the same described in the “Dark Road Encoun- 
ters” table, below) feeds mushrooms, molds, 
mosses, and bizarre fungi that grow on the damp 
walls and narrow terraces of the rift. These meaty, 
fleshy fungi in turn feed the thousands of warm- 
blooded slaves and servants in the rift; the crea- 
tures of the Plane of Elemental Earth derive their 
sustenance from the stone itself. 

G. Wvrmstone Citadel 

rty and its armed escort have 
into the high country, into 

the still dark forests where beasts; are not yet 
afraid of man and where the mebhaighl runs 
silently and deeply to the springs and sources 

ards among you 
ower almost visibly 

d sparking from 

puzzling over the 
in the mountains, 

the warriors are enjoying the large variety of 
eame. Evervthine is eoine smoothlv. 

V I .  
I me r ~ 5  a0 nor uavei rnruugri uie UIIUCI- 

dark to reach the Warlocks castle, they will .-‘ 



. -- 
und 

cy, common ,,,300-60,00,,. AC 
inder ideal flying conditions); MV  1, F124 
-- ld2 hp; THACO 20; #AT 1; Dmg 1 (bite); 

I ut out torches (1% per bat per round), Wis- 
om roll required to cast spells, inflict -2 a 
enaltv: SZ T: ML unreliable (2): Int anima 

1-25 
26-30 

, ,I 
3 1-35 Orog raiding pa& mounted on giant subter- kL N;XP 15. 

I . Even Bigger Cloud of Bats. Identical to the 
encounter above, but the swarm surrounds a 

seeking prison&; and 
to the surface; they are 
plies and could easily be 
or they could just as easil 
party's supplies by force. 

1; Dmg 2d4 (bite); SZ H (12' wings] 
I 

r- L steat-- " ' '. Int low (5); AL NE; XP 42b 

Cloaker scout: This single cloaker is a sl 
from the Great Rift (see area 6, abovej,iI 

average (10); AL'LE; XP 420. 0 15; #AT' 2+spe;ial; Dmg ld&ld6 
ail) plus special; SA envelop, moan; SD 
ulate shadows to improve AC or create 

S 10, D 12, C 11, I 11, W 6, Ch 14. 
Personality: Brave, straightforward, gu--.e 

ranean lizards 

erranean lizard (12): A 

1);Al XPAKC). 

blin raiding Dartv. This onditionsk MV 3. F1 15 (C): HD 4: ho 25. 22. 

searching for prey and for information that 
may benefit the great cloaker lords who 
dwell beneath the mists. 

oaker (1): AC 3 (tail 1, 1 with manipulated 
ows): M V  1. F1 15 (D): HD 6: hD 34: 

mirro; images, victim suffers damage as well as 

* AL CN; XP 1,400. 
cloaker will envelop its prey 
and the victim then remains 
cloaker inflicts ld4 oohts of I -  

Personality: Subhe, quietly charismatic, ex 

Special Equipment: Holy symbol. 
Spells (5/3/2/1): 1st-bless, communa, cure 

our& (a), cause fear (reverse of remove fear), 

tim's unadjusted A t ;  shields o 

ate effect of the cloaker's moaning 
2 attack penalty; if any creature 

nced. 

ness; 2nd--Jlame blade, heat metal, silence 15' radim 
3rd-spike growth, summon insects; 4th-unir-J **I 

w i n g  I (summons eight huge bats). 

Goblin patrol members (goblin, Cerilia 
common) (20): AC 7; MV 6; HD 1-1; hp 7 (x3) 
6, 5 (x3), 4 (x4), 3 (x4), 2 (x3), 1 (x2); THACb 
20; #AT 1; Dmg ld6 (short sword) or ld6 (t 
ing axe); SZ S (4'+ tall 
average (8): AL I E* YP ' 

sity of the moaning acts as a fear spell; all crei 
tures within 30 feet must roll a successful saving 
hrow versus spell or flee in terror for two rounds. 
he third intensity causes nausea and weakness 
nd affects all those in a cone 30 feet long and 2" 

open end. Victims must roll a su( 
throw versus poison or be I 

akness for ld4+1 rounds at- - 
. The fourth intensity of moanin 
person spell on one person withi 

of harmless bats traveling to 
roosts passes by the party for 
bats do not attack the 
themselves attacked; 
Iefend itself for 3 rounds after any attac 
vith 2d20 bats attacking in the first rounl 
Id20 in the second, and ld6 in the third. 
they are then left undisturbed after the thii 
round. the rest of the swarm Dasses bv 

3gres: These ogres decided to explore 
ome caverns that they were wintering in 

and have been lost ever since. Their original 
tribe of 32 wild ogres is much diminished, I 
and they might be willing to serve as me 
naries for anyone who could show 
way out of the cave complex. 

peacefully, but any further attac- 'ter ttlk 
thirrl rrwrnrl triggers a new ret of i .br 



Dwarf mining party: This party of experi- 
enced dwarf miners is very s 

cial; Int non (0); AL N; XP 2,000. 

Rothe (Mammal) (2-20,. nL, , , 
2 ;  hp 9 each; THACO 19; #i 
ld3/ld3/ld8 (hooElhc-%orn SZ M (4’ at 
shoulder); ML elite ( Tnt mal ( 1  \. AT 
N; XP 35 each. 

86- On 

iners, mountain dwarf male 

(4‘ tall); ML elite (13); Int average (9); AL T 
XP 270. 

ented. 

spikes. and sledges. 

Personality: Dour, humorless, and goal-ori- 

Special Equipment: Mining pic are attached). They are resistant to crushing 
damage, and must be individually struck or 
torn away. If a victim fails the saving throw 
versus poison his AC and attack rolls are 
penalized by 1, and Dexterity is penalized by 
-3 with respect to Dexterity checks. These 
effects bet :he round after the bite and last 

6-75 Huge scorpion (1): AC 4; MV 
4+4; hp 26; THACO 15; #AT 
ld8/ld8,11d3 (claw/claw/sting); 
son sting (save or suffer Type A 
SZ M (4’ long); ML average 
non (0); AL N; XP 420. 

ri e worm (worm) (1): AL 6;  M V  Y, fir 
9; 1 15; hp 70; THACO 5; #AT 2; Dmg 
2d12/2d10 (bitehting); SA swallow whc 
poison stinger; SZ G (25’ long); ML steh, 
(12); Int non (0); AL N; XP 13,000. 

Notes: If swallowed whole, PC must 
inflict kill the worm within 6 rounds or die. 
and the worm has an internal AC of 9. Da 
age is reduced by -1 cumulatively ea 
round. The worm’s poison slays instan 
unless a saving throw is made vs. poison. 

colony; as a desperate last resort, the 
dying myconids used a special mold 
weapon. As a result, the weakest horror 
is infected with yellow mold, which is 
slowly growing into and around its cara- 
pace. Any attack on the infected hook 
horror has a 50% chance to release yel- 
low mold spores. Anyone caught in the 
10‘ radius cloud must make a success- 
ful saving throw vs. poison or die. A 
cure disease and resurrection are required 
within 24 hours to restore life. 

7, 33, 32, 27 (x2), 26, 24 (x2), 23,2 Rust monsters (1-2): AC 2; MV 18; HD 5; hi 
25, 24; THACO 15; #AT 2; Dmg nil; SA rust 
weapons and armor; SZ M (5’ long); ML average 

(‘nw 
9); Int animal (1); AL N; XP 270. 

Notes: Magical items may avoid 1Lt-L 

ier each “plus” of weapon or armor 
recently crossed over from the Shadow 
World and are seeking fresh, live prey. They 
will wait until the party has established a 
camp, then attack as the  flickering fire 
fades-or when only a single person stands 
watch. They gain +3 to their surprise roll. 

metal magical items have a 20% to avoid rusting 

00 Sword spider (1): AC 3; MV 6, web 8, C18; 
HD 5+5; hp 28; THACO 15; #AT 2; Dmg 
2d4/2d6 per leg (bitektab); SA leap up to 30 I 
feet, impale prey; SD any upward attack 
against the leaping spider suffers -4 to the 
attack roll, due to the impaling blades that I 
protect the spider; SZ H (12‘ diameter); I 
elite (13); Int average (9); AL CE; XP 2,O 

Notes: Make only one attack roll for the 
creature’s legs. Size S victims are struck by 
three legs; size M, four legs; size L, five legs. 
If the spi s lei :ater than 20 feet, 

Shadows (1-3): AC 7; MV 12; HD 3+3; hp 
18, 16, 9; THACO 17; #AT 1; Dmg ld4+1 plus 
strength drain; SA drain 1 point of Strength with 
each hit; SD +1 or better weapon to hit, immune 
to sleep, cham,  hold, and cold-based spells. 90% 
undetectable in weak light; SZ M (6’ tall); ML 
elite (14); Int low (5); AL CE; XP 420. 

Notes: Lost Strength returns in 2d4 til+nq. each1ep.P I +1 we. 





few vears. 1 , - - - -  - 
i s  many pl I empire from which he can wage war against his father in the Gorgon’s Crown. The PCs; interference 
ay well foil some or all of these plans, and the timetable can be amended to incorporate their influ- 

1 schemes afoot, but his main thrust is to gain rkgional influence and build 

eyond, the Warlock turn tion toven Lnce ains Ither. He  agi- 
,.id the goblin kingdoms, .,ining them against the Gorgon. ll enough support 

1, Alamie, and elsewhere-and if his borders are secure-the Warlock will raid and 
loms near +bo Gorgon’s 

--. n Kieri 
exi ini Mhc 

uomain offer alliances of conve-:==-- against the:- --+ual enemy. 
mder the Gorgon’s Crown borders. Diplomats to Mhoried and othc 

‘ * 



traditional cas 

en15 may 
stle; highel 

lath within 
Shadow parns \set: 
below) and a per- 

rient guard: 
and ward 
sDell turi 

itor 



nized than the orogs’ 

ttle in the mountains 
choose to lay siege to the Wyrmstone Citadel 

In general, this is a bad idea because ending 
siege quickly requires an escalade and assault (see 
the BIRTHRIGHT Rules, page 65). Because siege 
equipment will probably not be available, starving 
out the defenders is also a risky proposition 
(though magic might achieve the same end) A 
siege that drags on into winter is doomed, fc 
here is little o 
nins come w i r  , and 

) food in the high mou 

strike team of regent-adventurers infiltrates the 
castle itself. The castle contains enough supplies 
to keep its garrison fed for up to six months, and 
th,e orogs can bring in more supplies on giant 
lizard caravans if the citadel’s unclerdark tunnels 
are not sealed. Furthermore, small detachments 
o f  the trolls and orogs will be led on nighttime 
raids against the besieging army by Elliridael 
Nightstalker, the Warlock’s hatchet man. 

O f  course, if the party had previously met and 
defeated the Warlock’s army, his defensive 
strength should be adjusted accordingly. The 
Warlocks Stonecrown Ogres come from areas 4 
and 32; the orog infantry comes from areas 19, 
50, and 51; and the goblin skirmishers are from a 
local goblin clan, who have entered the Warlocks 
employ. I f  all troops were lost in battles, the 
Wyrmstone Citadel is defended by one-half the 
Black Water Guards in area 32 and the undead 
troops in area 62. 

High-level party: Use the encounters as given 
below. Sieges should be long and arduous, with 
frequent sallies by Catchpoll Steinden (see area 
3 I supported by the giant’s boulders and the 
Warlocks magic. 

Low-level party: The Warlock withdraws into 
himself during a siege, ignoring, the action in 
favor of working closely with the Midnight Caul- 
dron. I f  the siege is successful, divide the num- 
ber of creatures in all the encounters by three to 
reflect the continuing attrition, desertions, and 
executions by evil officers of their own troops. 
Shadow paths and other encounter areas that 
name a specific numbe rcreatures for low-level 

iel and its underground works are COI 

-y shortcuts called shadow paths. Thes 
iths are magical ways to walk directly from on 

place into another, without actually crossing the 
intervening space. Any shadow path can be 

bened with a rilzg of shadows, a specially 
;em thatpermits the wearer and 
1 Other people to walk through 

h. Most, but not all, of . .  -- 
er ofiicers - 
ac  nntpd in 



party has ; 
undead. I - - 
shadows led 1 
level PCs a group 01 
emerges. Roll once 
opened and used. 

Shadow (4/0): AC . , - 
22,21, 19, l8#; THA 

d4+1 plus strength ' 
nf <trPnvth with P: 



MV 12; 3) 6+6; hp 33 
each; THACO 13; #AT 



entries, male orogs (6): AC 4 (chain 
shield), -6 (with 90% cover); MV 9; 
3; hp 16, 15 ('2), 14, 13, 12; THACO 

s t  any invading force. 

Catchpoll Stenden Marshrunner, ha1 

n. An unsuccessful save mea 



t 



- -. 





nt Rampor, Stonecrown 

I I 



sources o 

is is where mb3 

disease spell say a siegePto othkrkse occupy them). At night; 
the number increases to  3d10+20. These orogs 

The corri rtvard are unarmored and unarmed (AC 8. ld2+1  dam- 
which is protected by a Otilu6’S dispelling &reel 
(from the Complete Wizard’s Handbook, basically a 
dispel magic spell in the  form of a screen) at a 

age or by tankardibottle as club). 

12. Ostler’s Quarters), 

’ ~ 

The castle’s ostler, a remarkably ugly orog named 
Rlack Maranna, is responsible for seeing after 

le Warlocks visitors and guests. She is also his 
chief spy and  the  army’s quartermaster ,  and  
always carries a key t o  the  cellars on a chain 
around her neck. She has clawed her way into 
hen current  posit ion of importance by sheer  
Viciousness and force of will, and sh 
not acceDt bribes or otherwise 

two orogs stand watch 
ast corner a t  all times. 

roe guards. male oroes (2): AC 
(bande8  rnd  shield); MV 6; GD 31 hp  
9; THACO 17; #AT 1; Dmg l d 8 + 3  (1 
sword) or ld10+3 (halberd); SA +3 to dan 
age; SW -2 to attack rolls under full sun, - 
under cloud cover; SZ M; ML elite (14,, 

llu lllu11~L;.-7 trea----- -, buttl  . 
each have a half-full wineski 

be tray t6e 
has placed 
keeDer of the 



2 (E);‘HD%; Gp’35: THACO 
Dmg 1 d6/ld6/2d4/2d4 

telhorn); SA swoop; SD +1 or 
better weapon to hit; SZ M; ML elite (13); 
Int low (7); AL CN; XP 975. 

being insufficiently CI UCI 

s the Warlock’s 

l.3 

I 



+1 or better weapon tohit, immune to sleep, 
charm, hold, and cold-based spells, 90% 
undetectable in weak light; SZ M (6’ tall); 
ML elite (13); Int low (5); AL CE: XP 650. 

IL, 9; THACU 17; 

onal; AL LE; XP 1,400. 
ilities): Azrai .  t a iQte  





W 

I 



his &oons training on the oDen ground before are airtight and 

by a glyph of frost (4d4poihts of damGe, save vs. 
spell for half), and by small needles embedded in 
the stone (ld4 points of damage, THACO 11 versus 
AC 10 unless target is wearing gloves). Any rogue 
climbing up to the balcony must make an additional 
climb walls check at -20% or fall; non-thief climbers 
must make a Dexterity check or fall backward du 

the shock of the glyph and needles. 

25. Solarium 
The stairs in thi up to the sec- 
ond level o f  the keep and down to the castle’s 
armory, dungeon, and the orog quarters (areas 62, 
66. and 51). It is comfortably furnished with high- 
backed leather chairs, thi 

concealed 
above, but stored here. 

The room’s irregular comer is remarkably dark in 
fact, its folds of shadow cannot be penetrated, even 
by magical light. Bein stepping into the darkness 

ier prey (-4 to AC, lose Dexterity bonuses, and to 
all attack rolls), unless they are wearing a ring of 
s h h .  Anyone wearing such a ring is transported 
to the Waiting Tree in the Shadow Keep. (See the 
Shadow Keep section, above.) 

7. The Warlocks Tower 

cts this room to area 

are affected as if by a r lindness spell, becoming eas- 

I 
he tower is easily accessible o 
ough there is a trap door up fr 
, the access ladder is trapped u 
Furthermore, the lower level 1 

area 61). Read the following if the PCs enter: 
no real floor, only an illusory floor covering a pit 

You are in a circular room about 50’ in diame- 
ter. with walls entirely covered with magical 

Within these tower walls the Warlock keeps a 





, 

IS treasures. 



Malissa has valuable information, 

trol the entrance to the kee 
ogres stand guard here; use s 

30. Gaoler’s chamber 

, coughs, and spits almost constantly 

with lead, and its stones were mortared with gor- 
gon’s blood; these precautions make it impossi- 
ble to cast spells that transport creatures into or 
out of the tower. Offensive or scrying spells tar- 
geted on the tower likewise fail. 

The Crimson Keep’s doors and windows are 
trimmed with fur and felt on the isills and edges, 
creating an airtight seal in time of siege that even 
gaseous or wraithform creatures cainnot penetrate. 
These are the quarters of the Black Water 



arbalest (seeAppendix entry on Stonecrowr 
Ogre), a mace +2, and wears a ring ofshadom. 

Marston is a courageous, though some wo 
foolhardy, warrior. He  always leads the fi 
sonally, and if he falls, all ogres within si 
st make an immediate morale check 
eat. Recruits rout if they fail the chec 
ha t e r  Guards retreat in gc-” --A- 

35. Archers’ Gallery 
rhis enclosed balcony overnangs m e  I 
ground (area 2) and piovides an excellen . )SI- 
tion for raining missile fire on the hapless targets 
below. A number of large stones lie next to the 
murder holes, and channels have been carved 
into the rock to ease pouring boiling water, oil, 
3r pitch. Stones inflict ld4 points of damage on 



the statue's eyes contain the entrance to 

36. The Shrine ofthc 

e, gray stone, scu 

the altar and the pews; it can 
short set of spiral stairs woun 
lar. An enormous book lies o 





e, 4th-level shama 

Naffek considers all 
the PCs are amazingly 









two enchanted skulls belon 

I I 





owl among the lizards (the 



L LE; 
Persox 

but unpl, 
Special Equipmei 

rknt strength, ring ( 



D . 

I -  

. "- 
i 



I 





--- 

reworked t 
-B, which 

an fashions for a mere 10 
the worth up to 16 GB. 

The stairs in the eastern half of the room 
lead down 180 feet to the deep cavern 

level of the complex. 





ow, and a holy symbol 0 
all has since been abandoned, but to keep the ~ 

orogs out of it, the Warlock and his spellcasting fol- . lowers have cast hundreds of continual darkness 
spells on the area. Anyone walking through (or 
korse, running) may fall into one of the many 50- 

ot-deep pits, each of which has rusty spikes at 
e bottom (5d6 falling damaze. Dlus ld4 mikes 

66. The Pit of Scream ~ 

This is the Warlocks torture chambei 

Y , I  ~ 

r Ld8 points of damzge each). The safe 
roi1-l- is tc =+ay close to the eastern wall. 

with iron maiden, rack, thumbsc 
brands and pokers, and other device 
and mutilation. The Warlock’s tortur 
relman named Leinveg who enjo 

ais frustrations and hate on other creatures. 

they can be barred. but not otherwise locke 
The torture chamber’s two cells are empty; 

Minrothar. male Dech (Elemental-kin. 

spells, maximum damG!ze a&& lithic 

ng exactly Minrothar has a s in&= 

him io the cube of doon 

-w 
into eight separate chunks, ea& worth 100 gp. 
He keeps them hidden in his tunic, but will offL- 
them as a gift to anyone who releases him - 

69. The Downward Spir 

:ground, creating = tevribre A 
irying open flame, 

The area indicated in blt tn the 
wgiori where not enough ga, ..as col 

igger an explosion. This doesn’t mean that the 
gas isn’t dangerous. Dwarves with mining experi- 
ence will notice the blue caps on torch or lantern 

2 flames; other PCs may notice the blue but may 



weavons is sa 

poison or be ovt 
Familiars and pet 

e because of  their 

igniies the gas, inflicting 526 points of 
on every creature in the area (save versus 
weapon for half damage). The explos 
sends out a fireball compressed by the tunnel 
walls into a powerful shock wave. Creatur 
more than 30’ from the initial spark may be dea 
ened by the concussive shock of the explosion- 
closer than 30’ the explosion hasn’t gathered 
force from the confining tunnel yet. 
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