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x Caims is an adventure for 4 to 8 characters of levels 5 to 8. Most 
d.laraaers should have some sort of magic weapon, and some sort of 
spellcaster in the adventuring party is helpfLl Suggestions are included at the 
end of each section for ways to adjust the adventure to accommodate lower- 
and higher-level characters. Set up in five parts, it can be played in any order 
you choose, although the order presented has the easiest section bt and most 
CLfticult one last 

memorized spells for the NPC spellcasters and actual powers of some of the 
magical weapo 
Customizing tl 

This module has a few things that have been left undefined, such as 

1 spend some time before the game session 
: their campaign and style of play. 

BACKGROUND INFORMATION 
In 167 CY, a copy of the Tome of the Scaler Si@ was delivered to Murtaree, 
court wizard to the Malachite Throne of the Great Kingdom. The tome was a 
treasure of the fallen Suloise Empire, and the wonders of that lost realm struck 
a chord within the dark heart of the Suel-born wizard The man was 
fascinated by the tales and information about h s  ancestors, and was especially 
intrigued by the depth of the hatred his people felt for their enemies, the 
Bakluni The tales of ancient and terrible fads  kindled in hun the fires of 
hatred, and he resolved to bring back to life the ancient war and destroy the 
Baklunish people. Consulting  IS peefs - other wizards of Suel heritage, 
workmg as advisors to various members of the AerdI court - he found that 
there were others who felt s&ly, and he easily talked them into joining his 
pemnal m a d e  

enough for such a venture, he was lucky enough to find two great veins of 
magic rock in the westem arm of the Abbor-Alz These veins enhanced 
different sorts of magic in ways that suited his purposes, and so the wizard 
hired dwarves and men to dig out lairs in these places, b t  breaking ground in 
169 CY. When the hidden tunnels were completed, Murtaree cast a great 
h g e r  spell on the workers to preserve the seaet of their location. There were 
five locations in all - arranged on the crossing ley-lmes like an enormous 
victory-rune (its apex in the lower Abbor-Alz and its nadir in the Bright 
Desert), which the mage thought was most appropriate. The ambitious magic- 
usem got to work creating items and spells of great power to use against their 
racial enemy. 

Although Murtaree died in 174 CY when his transformation into a lich 
fded, his first students continued to work teaching their ideals to new 
students. Great works were made in these dungeons. More impomtly, a 
pow& destructive artifact of unknown o r i p  was kept here for safekeeping, 
divided into three pieces, each stored in a merent caim for greater security. 

A great ball of f re  appeared over the Oljatt Sea in 198 CY, passed over 
the southem Great Kingdom, and vanished beyond the Sea of Geamat (see 

Seeking a quiet place where he and hs cohorts could study and grow strong 

the -& Advenms hardcover). Selvor the Younger, an Aerdi 
astronomer, extrapolated its path back to its celestial origin and declared the 
fireball to be an omen of “wealth, stnfe, and a living death.” This 
pronouncement caused panic in Rauxes and throughout the Great Kingdom, 
where it was interpreted to mean the end of the world The subsequent 
incidents and unrest foreshadowed the Age of Great Sorrow to come, in 

Unknown to the people of the Great Kingdom, the shooting star struck 
ground in the eastern Abbor-Alz The impact was felt several hundred d e s  
away in Murtaree’s southemmost site, momentarily distracting the attention of 
the mages working there. Mysteriously, the site vanished a few seconds later 
- with it, three wd-known wizards of the Great Kingdom. Even worse, one 
of the pieces of the anaent weapon had been stored in the lost site. The 
remaining wizards abandoned for a time their plans of Bakluni destruction to 
deal with the troubles in the east, and fled the the laboratories, some caking the 
time to activate magical and mundane defenses to protect their research. 

Eventually, the wizards who knew the true purpose of the dungeons were 
scattered to the winds or dea4 the items found inside sparked their own 
legends, leadmg people to believe that the ruins were merely burial sites for 
great mages. They came to be called the Star Cairns, after the star-shaped 
entrances, and the b&ef that they were m a s o l m .  Monsters and other 
undesirables began using the cairns as lain, the great plans of the Suel wizarck 
forgotten. 

213 CY. 

RECENT EVENTS 
Jallarzi Sdavarian of the Circle of Eight has recently discovered omens that 
predict imminent doom for Greyhawk. Among the more mundane omens are 
an increase in the number of dem sightings in the Abbor-Alz, and the 
uppennost sail of the mysterious Doomgrinder approadung the zenith by 
another degree Other signs indicate that one of the ancient caims known as 
the Star Cairns may be the key to averting the doom The Eight have warned 
the city about the possible doom (and its possible prevention); they urge 
adventurous souls to scour the Abbor-Alz for anydung that might be the key 
to saving the aty. 

This module is five d e r  Lnked locales, each with its own set of 
inhabitants, traps and rewards. The Star Cairns have always been places of 
danger and m y s q  for those that heard the legends of their history - 
especially with the fare of the fifth “lost” caim beig unknown. During the 
come of exploring these areas, the player characters will find tantahng 
fragments of history, seeds of adventures to come, and a chance to make a 
name for themselves. 

hodgepodge of bandits and humanoids led by a megalomaniac doppleganger, a 
studious neaomancer and some imprisoned guardians, a young beholder and 

The four known cairns are currently inhabited by (reyxctively) a 

The Star Cairns 
2 



THE STAR CAIRNS 

its derro slaves, and a few hostile golems stirred up by adventurers. Each 
group is interacting with its immediate environment and is &ely to spill over 
to affect the other nearby cairns. If left unchecked, it is quite possible that a 
small-scale war could erupt between the doppleganger and the beholder, with 
the necromancer and golems remaining unknown variables in the conflict. 

The long-term goal of any adventurers that visit these places is likely to be 
greed - a desire for knowledge or material goods. They should end up 
finding a site lost for almost four hundred years, and leaving with lunts on 
how the greater struggles for power in the Flanaess might have been different 
ifnot for a single f a g  star. . . . 

RUMORS 
The following rumors are circulating through Greyhawk and the nearby 
territories and can be used as the DM sees fir 

Bandits with magic weapons and humanoid allies have been attacking 
caravans and travelers near Hardby; sometimes the bandits just take the 
cargo and let the carayaneers go on their way, sometimes the travelers are 
dragged away; other caravans have simply disappeared completely. 
A necromancer has broken into one of the Star cairns and plans to use the 
dead buried there to s a  an undead army in order to sack the city. 
Stone statues of anunak and humanoids have been found in the southem 
Abbor-Alz; a medusa or basilisk is suspected to have moved into the a r a  
A dozen rampaging golems have attacked Haray, sent by a vengeful 
wizard living near the desea; Greyhawk is his or her next target 
A beholder attacked Greysmere and was last seen heading north. 
Lizardmen in the Mistmarsh have been seen patrolling the borders of the 

The Rhennee have started to drop pwls  and jewelry into the Nyr Dyv, 
swamp. 

suspecting doom will come from the depths of the lake. 

ADVENTURE HOOKS 
The following sample hooks can be used to get h c t e r s  involved in the 
goings-on of the Star Cairns should they not set out on their own They are 
arranged into the following Clfficulty/danger categories: 

Low Difficulty 
Ambtdx The party gets attacked by banhts (cairn D). 
Escolt, A merchant hires the characters to serve as guards for a caravan head- 

ing south (cairn D). 
Gadwc Interest in the tasty tails of the rock lizards living in the Abbor-Ah 

has increased; several restaurants in the city have requested supplies of 
the creatures (any). 

Necltralize: Representatives of the Greyhawk Merchants’ and Traders’ Union 
have posted a reward for anyone that destroys the bandits raiding from 
one of the caims (cairn D). 

Rg(ye: A merchant f d y  has received a ransom request for their two sons, 
captured by bandts; they need someone to carry payment to the ban- 
dits or @referaby) attempt a rescue (cairn D). 

% A merchant suspects something is amiss with her business partner, and 
asks the group to spy on him to see what he is up to (the partner is 
Selra the doppleganger from cairn D). 

Medium Difficulty 
Neutrdize II: Selra the doppleganger (cairn D) in her merchant guise hires 

the group to get rid of the ban&&; her actual goal is to get the group 
‘ ’ under the duence of the bandit leader’s sword 

Several wealthy families and/or gd-aligned temples have lodged a 

protest against the necromancer using the bodies of their beloved dead 
(buried in one of the Star Caims) as her personal undead servants; they 
wish an armed group to force her to deanimate them or, barring that, k_ 
her (cairn N). 

Spy E A rival necromancer hires the group to find out what the necromancer is 
so curious about (cairn N>. 

High Difficulty 
Ambush E The p q  gets attacked by the beholder or derro (cairn B) or a 

golem (cairn G). 
Hunt The Guild of Wizardry wants to know if there really is a beholder wan- 

dering around the hills; bringing beholder parts to the gwld will be 
rewarded well (cairn B). 

Huat IE Griffon riders from the Mountaineer Militia have spotted a great iron 
statue blundering about the mounts$ some brave adventurers need to 
destroy the thing before it reaches civht ion (caim G); altemately, they 
see the beholder (cairn B). 

A good way to get a group involved in advenhuing through all five cairns is to 
start them at the bandit cairn with Ambush or Rescue, direct them to the 
necromancer’s cairn with Soothe or Spy TI, have them interact with the golems 
or beholder with the appropriate Ambush, Hunt, or Hunt II, then point them 
at the remaining known caim with either rumors, Ambush II, or Hunt II. The 
group should have collected enough information to find the fifrh cairn by tlus 
time; if not, a sage can interpret the information they have found 

COMMON FEATURES OF THE CAIRNS 
As they were all constructed at about the same time by engineers of similar skd 
following plans drawn up by the same group of wizards, each of the caims 
shares a remarkable resemblance with the others. The rooms are all five-sided, 
representing the five cairns and their five different types of research. Painted 
over almost all of the walls is a repeating geometric pattern, with the 
predominant shape being a chevron (V-shape), representing the five caims and 
their orientation. Each cairn has three floors. The upper is used for housing and 
meals; the midde is used for research, construction and components; the lowest 
is a vault-like area that holds completed items. Most of the c&gs are 12 feet 
high, with hallways slightly lower (10 feet). Each cairn has a magical supply of 
fresh water and a simple sewer system. Each cairn has chimneys that divide into 
many small pipes as they approach the surface; in anythmg but a dead calm, any 
smoke rising from them is invisible and untraceable, though adventure= may 
smell it fktly. 

piece of flat stone. The flat stone has a star-shaped hole, plugged with another 
piece of stone of the same shape. Nearly 10 feet across and carved with m y  
ancient runes, the plug weighs several hundred pounds and requires a total of 
20 points of strength to move; if the plug is in place it fits so well that prybars 
and at least 30 points of strength are needed to move i t  

The four caims that can be easily found have another thing in common - 
the main e n 9  halls on the top two levels have two strange black runes, glowing 
red and floating in midair. One is always a stylized letter “L” with a dot 
beneath it: it seems to be some sort of wizard mark The few attempts to dspd 
them have yet to be effxtive (the dspeh must be successfd against a 25th-level 
sdcasterl. Near the “L” rune there is alwavs a second much smaller rune, 

The surface access of each cairn is a pile of smooth stones topped with large 

agam mth a dot Tlus smal l  rune 1s Merent m nearly e v q  case, and always ~fl 

a ddferent posiaon m relaaon to the “L.” See the m d e  front cover of h 
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known why only the top two floors of the cairns bear mes at all, although it 
is certain that the Star Caims are not the only dungeons in the Flanaess that 
bear the “L” mark, generally believed to be assodated with the undead 

Ifthe DM feels that the caims are so sunilar that their players d have an 
easy time navigating through them afier exploring one, mix up the orientation 
of the rooms, flip the placement of wings or the entire aim, angle or m e  the 
hallways, and throw in an occasional non-pentagonal room. Walls that don’t 
have exits on the map might a d y  have secret doors leadmg to deadly traps 
or false treasures. 

Many of the monsters and constructs in this cairn were told to attack any 
nonSuel they see; in practice, anyone of %el coloration (fair s h  and hair, 
and light-colored eyes) is not chosen as a target unless that individual makes an 
attack on the creature in guestion At no time do these monsters obey 
commands from characters simply because of the person’s race; these 
commands were given only to allow the o r i d  wizards the freedom to assert 

their identities without risking harm. Fuxthennore, while the text o h  refers 
to “the Suel wizards,” in every case the reference indicates a wizard of Suel 
descent but having citlzenty in the Great Kingdom it is not intended to mean 
actual wizards of the Suel Empire were &edy involved in any of these cairns. 

THE RUNE PAIRS 
The m e  pairs in the entry halls of the four known Star Caims are markers 
left behind by the puzzle-loving wizard Lyzandred the Mad, who locked 
himself away in a trap-fdled vault of his own creation several hundred years 
ago. The large and small mes, if correctly interpreted, show the true location 
of L ~ ~ ~ ~ d r e d ‘ s  tomb. The dots are all comment-worthy locations on a map. 
The dot beneath the “L” in every pair denotes the site of the crypt of 
Lyzandred. players can trace all the m e  pairs on top of one another, with the 
dot for Lyzanhd‘s crypt in the same place and all respective orientations and 
distances as they are printed in ttus book (north is the top of the page; the 
scale is that of the map on the inside back cover of this book) - to make a 
“dot map.” Comparing the newly constructed “map” of dots and runes to a 
map of the southern Domain of Greyhawk (on the inside back cover of this 
adventure) indicates the crypt’s location. This can be used as a launching-point 
for the next module in the Greyhawk “Lost Tombs” series, The Cwr of 
Lyandred the Mad adventure (Ta #9580,1998). 

They can be translated as follows: 

Gossedaxe andhatarnet: Dwarves. In the m e  pair in area D1, 

The smaller symbols are helpfd in idenufylng whch dots represent what. 

stands for 
the dwarven stronghold of Duma&; in area B1, it stands for Karakast 
This +l will be f& to characters having involvement with 
dwarves before ttus adventure. 

W a v y k  Water. In the m e  pair in area D15, they stand for the smal l  lake 
at Greymere. In area G17, they stand for the water at Stom Keep. This 
symbol for water turns up on maps, and most characters will have seen it 
before ttus. 

Dagget Dagger Point in the northern Bright Desert 
Palm tree: Sanbai Oasis in the Bright Desert Ths should be intuitive to char- 

“cy‘: Ogremeet. 
Cat fKe: Felnarix. The solitary mountain Felnarix to the east of the Abbor Alz 

acters in Greyhawk, since palm mees are used on maps to sign+ oases. 

is famom for the weretigresses who live there. Ifthe players have made 
the intuitive jump that these m e s  make a map of sorts, but are having 
trouble idennfylng the cat face, feel free to “remind” their characters of 
this fact 

It is not necessary for the players to gather every rune-pair to figure out the 
location of Lyzandred‘s crypt. Any two, if kept in correct north-south align- 
ment and “mapped” together, will do this. 

ENCOUNTERS IN THE ABBOR-ALZ 
While in the Abbor-Alz, check for encounters around noon, evening, and 
before dawn of each day (see Table 56 in the DMG). Encounters occur on a 
roll of 2 or less on a d10 (3 or less when within 6 d e s  of the Star Cairns). 
Note that these encounters only refer to monstrous creatures; the number of 
sightings of mountain deer and rock lizards common to the area are much 
more frequent, and patrols of @on-mounted milttiamen from Storm Keep 
are also spotred. 

ldloo Enaxlntpr 
01-10 w g i a n t s  
11-65 ogres 
66-80 Trolls 
81-90 Manticore 

96-00 Irongolem 
91-95 W Y V ~  

The hd giants, ogres, iron golem, and trolls are all wanderers and have no lair. 
The manticores and wyverns have aeries within one hour’s flight (18 d e s  for 
the manticores, 24 for the wyverns), where each will have 
gold, silver, and copper pieces. 

each of 

Hill giantr (ld6): AC 3; MV 12; HD 12+ld2; THACO 9; #AT 1; Drng 
1 d6 (fist) or 2d6 +7 (club); SA hurl rocks for 2d8; SZ H (1 6 tall); ML 
13; AL CE; XP 3000. Hill giants each carry 6d100 cp, 5dlOO sp and 
4dlOO gp. 

Ogm(ld10):AC 5;MV9; HD4+1;THACO 17(15);#ATI; Dmg 
1 d l  0; SA +2 to hit; SZ L (9 tall); ML 1 1; AL CE; XP 270. Ogres have 
on their persons 2d4 gp and 2dlO sp each. 

Trolls (ld6): AC 4; MV 12; HD 6+6; THACO 13; #AT 3; Drng 
ld4+4/1 d4+4/1d8+4 (claw/claw/bite); SA severed limbs continue to 
fight; SZ L (9’ tall); ML 14; AL CE; XP 1400. Trolls each have Id4 
small gems each worth 10d6 gp. 

Manticore (1d2): AC 4; MV 12 FI 18; HD 6+3; THACO 13; #AT 3; 
Dmg 1 d3/1 d3/1 d8 (claw/claw/teeth); SA launch Id6 tail spikes for 
Id6 each; SZ H (1 5‘ long); ML 13; AL LE; XP 975. 

Wyvern (ld3): AC 3; MV 6 FI 24; HD 7+7; THACO 13; #AT 2; Dhg 
2dU1 d6 (bite/sting); SA poison sting (save or die); SZ G (35’ long); 
ML 14; AL N(E); XP 1400. 

Iron Golem: AC3; MV 6; HD 18; hp 80; THACO 3; #AT 1; Dmg 
4d10; SA poison gas attack every 7 rounds; SD +3 or better weapon 
to hit, immune to most spells; SZ L (12’ tall); ML 20; AL N; xp 13,000. 
Note: Electrical attacks slow the construct for 3 rounds; magical fire 
attacks heal 1 hp per die of damage; other spells have no effect. This 
golem is one of the two that escaped from cairn G. 
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E INFLUENTIA LEADE 

THE CAIRN’S HISTORV 
This cairn was originally used by the Suel wizards as a place to 
create magical weapons. The energies converging at this point 
enhanced the sharpness of weapons (any blade forged here gains a 
+1 to damage for the next 30 days due to the incredible sharpness 
imparted by these energies) and made their enchantment much easier 
(+4 to the saving throw to successfully enchant such items). 
Unfortunately, these forces also created minute instabilities in the 
enchantments placed on items; while the enchanted items were much 
more likely to stabilize in the short run (as evidenced by the saving 
throw bonus for enchanting them), over time the spells decayed, 
often resulting in reversed, incomplete or otherwise altered magical 
effects. Most of the items from the upper levels were looted by 
previous explorers and inhabitants, who scattered these “cursed” 
items across the Flanaess; but the deepest levels remained sealed, 
their items locked safely away, until a young doppleganger 
accidentally touched her ring ofprotection to the center of a door, 
causing it to open. Further experimentation showed that all sealed 
doors could be opened similarly, and the cairn was soon explored. 

Most of the doors in this cairn are set to open if exposed to 
abjuration magic for one round or more; the wizards that lived and 
worked here normally cast long-duration abjurative spells such as 
nondetection or protection horn cantr+s on themselves, which 
allowed them to open these doors by touch (note that an actual 
abjuration spell or spell effect from an item i s  required; a paladin’s 
aura of protection, for example, does not open the enchanted doors); 
servants and smiths were given items bearing such spells so that they 
might open doors without assistance. 

THE MODERN CAIRN ’ 

A small group of dopplegangers, fleeing the so-called “Empire of the 
Bright Lands” of the archmage Rary, recently came across one of the 
legendary Star Cairns. Finding the place recently looted by 
adventurers, the shapechangers nonetheless managed to open a 
magically sealed door and discover a hidden cache of Suel weaponry. 
One of the dopplegangers fell under the sway of a semi-intelligent 
sword and convinced its fellows that they should use their newfound 
weapons to acquire servants and followers in order to set themselves 
up securely for a lifetime. 

They have since managed to charm a small group of ogres that 
lived in the area, a group of desert nomads, some Abbor-Alz 
barbarians and a handful of norkers (a subspecies of hobgoblin 
native to Oerth); they have been using these lackeys to make 
occasional raids on various caravans, and some of the caravaneers 

have also been charmed into service. As one of the dopplegangers has 
replaced a lesser member of the Greyhawk Merchants’ and Traders’ 
Union, they are now able to plan ahead for when shipments of cargo 
are expected to enter or leave the city. The doppleganger has also 
managed to enlist the aid of a young wizard and a priest of Ralishaz 
(who have not been charmed to avoid interfering with their 
spellcasting abilities). About half of the bandit force stays in the cairn 
(which the dopplegangers continue to explore and study) while the 
other half ranges about the southern part of the Plain of  Greyhawk in 
search of targets; the two groups switch roles every week. Armed with 
plundered magical items, the bandits are quite efficient at their jobs. 

Miyori (doppleganger male): AC 5; MV 9; HD 4; hp 32; 
THACO 17 (14 with sword +3); #AT 1 or 1; Dmg Id12 or 
1 d8+3 (long sword +3) SA surprise, charming blade; SD 
immune to sleep and charm, saves as FIO; SZ M (5’ tall); ML 
15; Int 12; AL N; XP 975. 
Personality: conceited, power-hungry (originally cautious, 
materialistic) 
Special Equipment: Silver Tongue (sword; see page 47), ring 
of regeneration 

Miyori is the leader of the dopplegangers and their bandit followers. 
When he h e w  the Silver Tongue from its scabbard, he fell under the 
power of its magic; now the sword gently urges him to increase his 
military force until it is powerful enough to &e over a country. so far 
he has told his kin and followers only that he desires to amass wealth 
and servants; he doesn’t feel that they are ready to hear his plans of 
conquest. He  uses the sword in combat in preference to his natural 
attacks. He  prefers the form of a tall regal-looking man of Suel 
coloration. If sorely wounded, he pretends to be mortally wounded, 
falls and shapechanges at the nearest opportunity in order to escape. 

Selra (doppleganger female): AC 5; MV 9; HD 4; hp 23; 
THACO 17 ; #AT 1; Dmg Id l2 ;  SA surprise; SD immune to 
sleep and charm, saves as FIO;  SZ M (5’ tall); ML 13; Int 12; 
AL N; XP 420. 
Personality: cowardly, greedy 
Special Equipment: amulet of teleportation (acts as helm of 
teleporta tion) 

’ 

Selra is Miyori’s mate. She is the one that has been masquerading as 
the Greyhawk merchant; her amulet allows her to move between the 
city and her lair with the information the bandits need to plan their 



attacks. So far she is content with the wealth that they have 
accumulated, but once she hears of Miyori's maniacal plans she'll 
probably take as much of the treasure as she can carry and get away 
- stealing from merchant caravans is one thing, but trying to take 
over a nation is too risky for her tastes. Selra is most comfortable 
taking the form of a smallish woman of whatever race is predominant 
around her. If wounded below 10 hit points she teleports to the City 

Raxen (doppleganger female): AC 3 (5 without ring); MV 
9; HD 4; hp 21; THACO 17 ; #AT 1; Dmg Id l2 ;  SA surprise; 
SD immune to  sleep and charm, saves as F I O  (+2 from ring); 
SZ M (5' tall); ML 12; Int 11; AL N; XP 420. 
Personality: curious, nervous 
Special Equipment: ring of protection +2 (5' radius) 

Raxen is the third member of the doppleganger clan. She doesn't 
want any of Miyori's followers to know she isn't human, and so she 
always appears to them in the form of a wizened old scholar. It is her 
magic ring that opened a secret door in the cairn when in irritation 
she slapped her hand against the center of a sealed door. Miyori made 
her the person in charge of unearthing and cataloging the strange 
items that their new lair holds. This excites as well as scares her - 
the things she finds are interesting and often powerful, but most of 
them have also been terribly and dangerously flawed in some way. If 
she finds out about Miyori's true plans, she also leaves (after selecting 
a few choice items that she could use or sell). She would rather 
surrender and tell what she knows in exchange for her freedom than 
be killed. 

Donyer, hm M4 AC 4 (armor spell, cloak + I ,  Dex bonus); 
MV 12; hp 14; THACO 19; #AT 1 or 3; Dmg I d 6  (staff) or I 

1 d3/1 d3/1 d3 (darts); SA spells, rope of entanglement; SD 
spells; SZ M (5' 6" tall); ML 12; Str 10 Dex 15 Con 15 Int 15 
Wis 13 Cha 8; AL N; XP 650. 
Personality: bored, slothful, lecherous 
Special Equipment: rope of entanglement, cloak of protec- 
+inn I 7 

Tarsot, hm P4 (Ralishaz): AC 8 (leather armor); MV 12; hp 
28; THACO 18; #AT 1; Dmg I d 6  (staff); SA spells; SD spells, 
protection from misfortune, sleep by gaze (range 30 yards, 
one target creature, save vs. spells negates); SZ M (5' 8" tall); 
ML 12; Str 11 Dex 12 Con 16 Int 12 Wis 15 Cha 12;ALCN; 
XP 650. 
Personality: whimsical, rude 
Special Equipment: rod of cancellation, potion of healing 
Spheres: Chaos, Charm, Combat*, Divination, Guardian, 
Healing*, Numbers, Summoning*, Thought* 
Typical Spells (5/3): cure light wounds, command, augury, 
hold person 
* preferred sphere 

Tarsot was hired by the dopplegangers to tend bandits wounded 
during raids. He is not required to leave the cairn, but doing so suits 
him. He  is Oeridian: His bright clashing clothes set off an olive- 
skinned face with long, tangled black hair and brilliant dark eyes. 
While he does not participate in the raids, he waits nearby to heal 
any bandits that get hurt. If attacked, he protests that he was hired 
only to tend to the wounded and has no personal quarrel with his 
assailants, using his hold person spell to protect himself if necessary. 
While at the cairn, Tarsot plays annoying practical jokes on the 
bandits, which they tolerate because he keeps them healthy. 

Regular bandits (49). hm&f FO: AC 7 (studded leather); MV 
12; hp 6 (XI I), 5 (xl2). 4 (x26); THACO 20; #AT 1 or 2; Dmg 
by weapon (short sword, spear, broadsword, or short bow); 
SZ M (5'-6' tall) ; ML 17; AL NE; XP 15. 
Notes: These "bandits" are an odd jumble of desert nomads, 
mountain barbarians, caravan guards and merchants, all car- 
rying roughly the same equipment and arms and all charmed 
by the power of Miyori's sword. 

Arnoth Sudheim, hm F2: AC 7 (studded leather, Dex 
bonus); MV 12; hp 17; THACO 19 (18 with sword); #AT 1; 
Dmg by weapon (long sword + I  or short bow); SA enervation 
beam from sword; SZ M (5'1 I " tall); ML 17; AL LN; XP 65. 
Special Equipment: Arm Of Nerull (sword; see page 47) 
Notes: Arnoth normally lies in hiding ahead of the target car- 
avan; his fellows move in from the rear and he uses his 
sword's power in the path of the fleeing victims. They pass 
through it, fall unconscious, and the looting begins. This ban- 
dit has suffered a backlash from his sword once (knocking 
him unconscious); he assumes that he somehow activated it 
incorrectly, and has not told anyone about the mistake. He 
originally was a caravan guard, but has abandoned his old 
profession to  take service with Miyori. 

Fiyori Lanklander, hf F2: AC 7 (studded leather, Dex bonus) 
or 5 (studded leather, Dex bonus, magical sword); MV 12; hp 
18; THACO 19 (1 8 with sword); #AT 1 ; Dmg by weapon (long 
sword + I  or short bow); SD invulnerability from sword; SZ M 
(6'1 " tall); ML 17; AL NE; XP 120. 
Special Equipment: Great Parapet (sword; see page 47) 
Notes: Fiyori invokes her sword's power and takes the point 
in a charge; incoming missiles bounce off her, protecting the 
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others in her group. As this bandit has never 
with spells, silver, or magical weapons, she hi 
danger she‘s in. 

been attacked 
3s no idea of th e 

Humans (15). hm&f FO: AC I O ;  MV 12; hp 4 (x3). 3 (x6), 2 
(x6); SZ M ( 5 ‘ 4 ’  tall); ML 4; AL N; XP -. 
Notes: These are the spouses and elder kin of the main ban- 
dit force, as well as unfit members of the captured caravans. 
They keep the cairn clean, prepare the meals, and maintain 
their equipment. They are non-combatant and cower or flee 
if attacked. 

ML 17; AL CE; XP 35. 

Norkers (6): AC 3; MV 9; HD I t L ,  ( ~ f - ’  2, 0, I ,  D IALI, 2, 

THACO 19; #AT 2; Dmg 1 d6/1 d3 (weapodbite); SZ M (4’ tall) 

Ogres (3): AC 5; MV 9; HD 4+1; hp 20, 19, 17; THACO 17; # 
AT 1; Dmg ld10; SA +2 to hit; SZ L (9‘ tall); ML 11; AL CE; 
xp 270. 
Note: Ogres have on their persons 2d4 gp and 2dlO sp each. 

The first time the PCs encounter a bandit raiding party on the surface, 
it is made up of 20 common bandits, Arnoth, one ogre and three 
norkers: the priest Tarsot observes the battle from a nearby position 
of safety (later raids, if they occur, are in proportions similar to this). 
All humans are mounted on light riding horses accustomed to combat 
(while these horses are not warhorses and do not join in the attack, 
they do not flee from an area of combat unless they are directly 
attacked). One group raids for a week while the other rests and 
recovers at the cairn lair: after a couple of days where the entire band 
stays at the cairn, the other bunch heads out to continue the banditry. 

Most of  the rooms in this cairn are taken up by the followers of 
the doppleganger leader. His hired wizard is slowly translating the 
fragmented notes he has found and the runes and other writing left 
behind by the site’s builders: his retainer-priest makes sure that his 
“army” is always able to fight. Torches, lanterns, braziers and an 
occasional continual light spell cast by Donyer provide illumination 
in this cairn (unless otherwise stated, assume the light is from 
lanterns). The floors of the inhabited areas are kept relatively clean 
and free of debris. 

of the bandits or as part of some assault or infiltration. Thus, any 
bandits viewing an unescorted party of  strangers move to capture 
them and deliver them to Miyori. Likewise, any combat that occurs 
draws the attention of nearby warriors, who investigate the 
disturbance. 

If the cairn is invaded, the inhabitants of the upper floor (except 
for non-combatants) converge on the location of the conflict, 
swarming those attacking them in their homes: they use the magical 
weapons available in their respective chambers. The dopplegangers 
attack after the main forces have arrived, and the ogres from D20 and 
norkers from D23 arrive in three rounds. The wizard Donyer uses 
his spells to the best of his ability, although he flees if wounded. If 
the party manages to wipe out the forces on the upper level, those 
remaining on the lower level surrender. 

A great number of magical weapons have been discovered in the 
lower rooms: most have serious side effects and a few are actually 

Normally, a group of adventurers only enter this cairn as prisoners 

considered cursed weapons (they cannot be discarded, the wielder 
prefers that weapon, or similar negative effects). The ones with m 
drawbacks have been separated from the truly dangerous ones and Ll lC 

bandits have been instructed in their use. Some of the rooms have one 
of these swords set aside within easy reach; if there is trouble, these 
swords are picked up by whatever bandits are nearby and used in 
combat. 

wanders into a room or hallway; this chance drops to 5% per turn at 
night. If there is an encounter, it is one of the following: 

During the day, there is a 20% chance per turn that someone 

DieRoll Encounter 
1 Id2 ogres 
2 Id3 norkers 
3 Donyer 
4 
5 Tarsot 
6 Tarsot and I d 2  bandits 

7-10 Id3  bandits 
11 

12-14 
15 Raxen 
16 Selra 
17 Selra and Id2 bandits 
18 Miyori and Selra 
19 Miyori and Id6  bandits 
20 Miyori and 1 ogre 

Donyer and a female non-combatant 

Id3 bandits and lieutenant #2 
1 bandit and 1 non-combatant 

DOPPELGANGER CAIRN: SURFACE LEVEL 

DO: Cairn Entry 
(Not shown on map) 

into dweness. A nearby 

There are always four bandits on duty guarding the entrance to the 

challenge anyone that approaches on the surface: those that they 
cannot identi5 are attacked by three of the men while the fourth 
shouts into the hole for reinforcements. 

The bandits leave the cairn open most of the time - it is too 
difficult to move the star-shaped plug easily, and the open portal 
provides good ventilation. If they suspect an attack, they move the 
plug-stone into place and seal themselves in to outwait their 
opponents. 

A 

s\pL n4 cairn; they are relieved at sundown, midnight, sunrise and noon. They 

aB4 



DOPPELGANGER CAIRN: UPPER LEVEL 

DI: Main Landin 

This room’s ceiling is over 30 feet high. The guards challenge anyone 
that comes down the stairs, and if their fellows upstairs are attacked 
they run to help them - after shouting an alarm. Note that the 
twisting staircase provides cover and/or concealment for those on it 
being attacked from the room with ranged weapons (-2 modifier for 
most missile fire against characters on the staircase). The magic 
sword called Eye of the Basilisk (see page 47 for detads) is within 
easy reach of one of the bandits stationed here. 

There is another staircase leading down in the southwest corner of 
the room, which isn’t obvious from the staircase. The artworks on the 
walls in this room have suffered more abuse than any other area in 
this cairn. Fire damage, claw marks and deliberate ,obscurement have 
left none of the original decoration visible for the bottom ten feet of 
this room. Above that level it is visible again, although the ceiling is 
dark with soot from fires lit in this area. 

D 2  Mess Hall 

been cleaned up by the bandits and is once again being used for its 
original purpose. There is a 40% chance that there are 2d6 bandits 
eating at any one time in this room; if there are bandits present, there 
is a 50% chance that Id3 of the spouses or elders are with them. 

There is nothing of value in this room. 

its in the 

ram to 
U floor 
vater to 
ns 
,m the 
[area D4). 
Jl pattern 
OOt. 

D4: Large Pantry 

This room is normally dark; the lantern in area D3 is brought here 
when light is needed. 

This area is exactly what it seems: it holds foods suitable for eating 
on the road as well as things that need to be cooked. There is a small 
urn of salt and a selection of rare spices on one of the shelves - 
plundered from one of the first caravans hit by the raiders. The casks 
contain ale. 

This room was originally used as quarters for any important visitors 
that came to the cairn - wizards, generals, lords and the like. Now it 
is used by Tarsot, priest of Ralishaz. He  carries most of his 
possessions with him, so the bundles are bedding and changes of 
clothes. The frame, lyre and torch are all used in his prayer services to 
his god. 

If Tarsot is not out with the raiders (40% chance), there is a 60% 
chance that he is here in his room. If disturbed, he insists that people 
leave his personal quarters; he was only hired to tend to the wounded 
bandits, not to fight invaders, but if threatened he defends himself. 
H e  has started to paint the walls in clashing colors. 
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P Privy 
?hir hall lea& to a nntained-off area, behind which ir a priy chair over a 1 - 
foot-wide hole in the floor. 

1 
a 
ii 

lownward for about ten feet before 
iat naturally filters the water. All privies 
,ay. 

D6: Housing Wing Entrance 

Originally a common room for the wizards that lived here, it is now a 
common room for sixteen of the bandits. There is a 70% chance at 
any time of day that there are 2d4 bandits here sleeping or in some 
state of relaxation. The long sword Unholy Vengeance (see page 47 
for details) is placed in this room for ease of use by the bandits. Any 
trouble in this location draws the attention of any bandits in areas 
D7, D8, D 9  and D10. 

The bedrolls and such contain only personal effects. The small 
crates hold trade goods such as cured leather, fine cloth, furs and 
similar articles - nothing so valuable as to be locked away with the 
other treasures. 

D7: Barracks 

This was the chamber of one of the Suel wizards; it now serves as a 
sleeping room for 12 bandits and 6 non-combatants. There is a 70% 
chance at any time of day that there are 2d4 bandits and ld4 
noncombatants here sleeping or in some state of relaxation. Close by 
is the sword Vampire’s Fang (see page 47  for details). Any trouble in 
this place draws the attention of  any bandits in areas D6, D8, D 9  
and D10. 

The wizard that lived here fancied himself a painter; he spent his 
leisure time creating landscape murals on his walls. Subsequent 
inhabitants have left their marks on his work, but one section is still 
clear - a great city in the foreground, with mountains in the distance. 
The locale depicted is actually the Suel city Zobyle that now exists 
only as a ruin in the Sea of Dust (hex 06-157 in the 1983 WORLD 
OF GREYHAWK map); the wizard used several divination spells and 
old descriptions to recreate a picture of the city in all its glory. 

shelf of the closet (originally a secret room, but broken open long 
ago) has a medium-sized chest full of silver nuggets which could be 
made into about 3000 sp. 

The sleeping areas don’t have anything interesting, but the bottom 

D8: Barracks 
This crowded room’s floor is obscured by all sorts ofsleepmg materids. A 
cubbyhole high up on one wall hob3 a Luge lantern. 

One of the Suel wizards used this as her personal area; now it serves 
as a large bedroom for 15 bandits and 4 noncombatants. There is a 
70% chance at any time of day that there are 2d4 bandits and Id4 

B&h, sleepkg paJlets and a few simple beds take up most of the floor space 
in th~s area A lantern and several shelvi-s can be seen widin a small  doset 

Once a chamber of one of the wizards, it is now being used as a 
sleeping room for some of the bandits and their partners. There is a 
70% chance at any time of day that there are 2d4 bandits and l d 4  
noncombatants here sleeping or in some state of relaxation. Any 

9 
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a B 4  trouble in this place draws the attention of any bandits in areas D6, 
D8, D 9  and D10. 

One of the shelves has a rolled-up piece of thick leather. Inside the 
roll, protected between two layers of soft cloth, are 100 thin short 
bars of alloyed gold intended to be used as jewelry stock; each is 
worth 2 gp to a goldsmith (they’re worth less if sold for their gold 
content). 

The bandits are using this room for its original purpose - storage. All 
sorts of miscellaneous equipment that a large company of swordsmen 
and their horses would need to function can be found here. 

9 

noncombatants trying to get some rest in this area. The sword 
Coldhearc (see page 47 for details) is partially hidden under one of 
the bedrolls. Sounds of combat here alert any bandits in areas D6, 
D7, D9 and D10. 

In one corner, buried under a pile of blankets, are two small chests; 
each contains ten electrum ingots worth 100 ep each. The cubbyhole 
was originally a secret compartment; a careful search of I t  reveals that 
it has a false back wall. Behind that is a small ring box; the ring inside 
is made of platinum with a gem of seeing set into it. 

D9: Barracks 

This chamber, formerly used by a Suel mage, suffered the effects of a 
powerful fireball spell about a decade ago; the bandits are cleaning it 
up to use it as another bedroom. There is enough bedding here for 
13 bandits, although the room is normally empty as half of the 
bandits are usually out raiding and those that remain sleep in the 
better rooms. There is only a 10% chance that there are l d 4  bandits 
sleeping here (probably drunk or snoring and forced into this area by 
their fellows). Any nonsnoring noise in this place draws the attention 
of any bandits in areas D6, D7, D8 and D10. 

The f i rebd  that scorched this room was used on a pack of trolls 
living here. The troll-stench still lingers in this room, although it is 
very faint. The dirty rags in the closet are what the domestics use to 
scrub away the blackness. 

DIO Barracks 



D 1 2  Waiting Room 

- - 3 he wizard in charge of this complex used this area as a waiting 
E, room for subordinates or guests who wished to speak with him: 

Miyori uses it for a similar purpose. The three guards hail anyone 
who enters this room and ask their business. If asked to speak with 
Miyori, Selra or Raxen, they send one of their number to the proper 
room (if the person in question is available) or inform the supplicant 
that the person they wish to see is unavailable. They call the alarm if 
they are attacked or if people attempt to push past them. 

. ,- L- D 13: Bedroom 

2 
This was the sleeping chamber of the commander of this outpost. 
Miyori has claimed this chamber for himself and his mate. There is a 
40% chance that he is in this room, either sleeping, talking with one 
of the other dopplegangers, or simply holding his sword and staring 
off into space. H e  rouses if he hears people approaching from either 
tunnel. There is also a 70% chance that Selra is here sleeping, eating 
or just lounging about. If found here, she either tries to flee or 

~~ - -  
pretends to be a prisoner, depending on whether the party seems 
hostile or friendly toward her. 

The other two hold most of the accumulated riches of the bandits: 
Two of the chests hold fine male and female clothes, respectively. 

& 3137 sp, 834 ep, 1095 gp, 104 pp, 17 gems worth 100 gp each, 11 

DOPPELGANGER CAIRN: LOWER LEVEL 

D 15: Lower Landing 

five walk. A tug. black 
identical to the one withadifferrotsmaUer 

Two guards stand watch in this room at all times. They run to 
support the guards at area D16 if any prisoners try to escape. 

The doors to areas D l 6 ,  D19 and D22 were broken open long 
ago. However, the hallways to areas D18 and D26 appear to have 
been opened only recently - in fact, the doors are still present, 
spiked open; if closed, the doors blend into the wall almost 
imperceptibly (and the chevron pattern continues over the doors as if 
they were walls). These two doors were the ones accidentally opened 
by Raxen. 

D 16: Prison Antechamber 
Two guar& sit at  a table playing a card game Two &carded long 
swords rest against one wd. This room has otheswise been snipped 

Shelves used to line these walls, filled with various nonprecious 
materials used for enchanting item. By now everything of value has 
been taken, and the bandits have removed anything in this room that 
might be used as a weapon - except for the two long swords, which 
are more of a threat to those that pick them up than to anyone they 
might be used against. When there are prisoners in area D17, there 
are two guards here at all times. 

If the prisoners in area D17 try to escape, the guards hear the 
magic alarm from area D16a. They feign surprise, giving the escaping - .  

gems worth S O W  each,y gems worth 500 gp each, a boft- of fine 
white silk worth 500 gp, 400 gp worth of rare spices, a silver flute of 
elven make, and a small hollow tube fashioned from gold (the 
material component for a Melfs minute meteors spell, worth 1000 
gp). The chests are locked (Miyori carries the key) but not trapped. 

prisoners time to pick up the cursed weapons (the Mighg Blade of 
Renho and Frenzy; see page 47 for details) that lie conveniently near 
the hallway to the prison. At no time do the bandits try to use those 
two weapons. 

D 14: Studv 
Four h g e d  cabinets and a large pile of sleeping fitis dominate this 
room. One of the cabinet shelves has a &e stack of papers on ir. 

v 

This was once the outpost commander’s study, used to keep logs of 
visitors, supplies and production. Now the doppleganger Raxen uses 
it as her personal quarters. She is here about 40% of the time (if not 
here, she’s down in the lower levels cataloging her finds). 

Paxen’s 
ieir 
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DI6a: Alarm Tunnel D 19: Enchantment Foyer 

The ringing is a permanent alarm spell cast in the hallway. Area D17 
was used to store precious metals and stones intended for use in 
enchanting weapons; the alarm was created to warn if the area was 
about to be compromised. The alarm now serves to alert the guards 
in area D16 that people are approaching from the prison cell 
(conversely, it warns any prisoners that the guards are approaching). 

D I T  Prison 
The door to this room is almost completely closed - only a spike 
pounded into the floor maintains a gap of a few inches between the 
door and the doorjamb. The door swings into the room easily if 
pushed. 

l% room is empty save fbr a bod-Jookhg paz? ofyoung men 
dressed in h e  travel clothes. 7%ey sit on the floor a t  the fir end o f  
the room, ralking in low voices. 

Once used to store valuable spell components, this vault-like room is 
now a makeshift prison. The two men kept here are from a wealthy 
Greyhawk merchant family, captured on the bandits’ most recent raid. 
Miyori expects to get a decent ransom for them, after which he’ll set 
them free (ransom has been set at 5000 gp each). They are aware of 
the alarm spell in the hall and do not plan to try and escape on their 
own. Their names are Gill and Sullvian Henway; they are distant 
cousins of the wealthy Henway family of Greyhawk. Both are 0-level 
humans with 3 hp. If freed they leave the cairn immediately. 

D IS: Magic Ingredients ” ” 
l% room reeks of a mix of smells, both pleasant and offm&g. 
Rows and rows ofstone shelves cover the walls; each shelfis filled 
with bottles, vz&, tins and boxes o f  d shapes and sizes 
to be aadeci! broken or darnaged in some way. 

i. Some seem 

Recently discovered by Raxen, this room is a storehouse of reactive 
ingredients and components for spellcasting and item enchanting. 
Many of the containers have broken due to earthquakes or other sorts 
of trauma or because of the reactive materials they hold. The mix of 
odors in the room is slightly nauseating, requiring those breathing it 
to make a saving throw vs. poison at +4 or be -1 to hit until they 
breathe cleaner air for an hour. 

Just about any sort of material components can be found here in 
some quantity. The more reactive components (acids, lime, ammonia 
and so forth) are likely to have destroyed their containers, and the 
organic ones (caterpillar cocoons, gloves, pieces of silk and similar 
items) have become incredibly fragile, often falling into dust when 
touched. The DM should decide whether or not a particular 
substance would be stored here, whether it would survive centuries of 
abandonment, and whether the party can read the labels on the 
containers (which are written in Suel, and often in alchemist notation 
at that). 

11 

Servants of the wizards kept this area prepared with pillows, food and 
drink while their masters worked at creating enchanted weapons. 
Now it is a sort of antechamber for Donyer, who lives in area D21. 
The bandits don’t care for wizards that much, and avoid this area. 

Anything placed on one of the table-like pillars is kept magically 
chilled while the other has a magic warming effect. Items affected 
must weigh less than ten pounds and must rest entirely on the top of 
the pillar (each is almost a yard in diameter). 

DI9a: Magic Screening Hall 
Anyone carrying magic items into this hallway activates a permanent 
magic mouth on the floor. The mouth is tied to a detect magic spell; 
if any magic items are brought in here, the mouth says in Suloise, 
“The enchantment process will be disrupted by the presence of 
existing magic items. Please leave your items in the previous room.” It 
repeats this message as long as someone is in the hallway with a magic 
item. 

hallway suffers the effects of a spook spell cast by an 18th-level 
wizard every round until they leave the hallway. Both the magic 
mouth and the spook spells only activate if someone is bringing a 
magic item into the hallway from area D19; nothing interferes with 
someone removing a magic item from one of the enchanting rooms. 

Anyone carrying a magic item beyond the halfway point of the 

D20 Ogre Lair Room 

This was one of the two rooms used to enchant items at this facility. 
It has been ransacked and any portable valuables are long gone. 
Miyori gave this room to the ogres, as he didn’t want any fights 
breaking out between them and his other troops. There is a 50% 
chance that any ogre not out raiding is in this room. 

If translated from Suloise, the runes and symbols on the table 
relate to enchanting items - almost a “cheat sheet” for the necessary 
steps. Anyone wishing to research the enchant an item spell would 
have a 30% bonus to their chance of success if they used these notes 
in their research. 



D 2 4  Forge 

This was where the forging of the weapons took place. Nothing 
remains in the room that can be carried away with any ease - the 
three remaining anvils are bolted to the floor, and each weighs almost 
500 pounds. The chimneys of the forges link upward to the same 
vents that the kitchens use. 

The scorch mark on the floor is all that remains of one of the 
three fire mephits that were bound to the forges to keep them hot. 
After hundreds of years, the energies of this place unraveled two of 
the binding spells well enough that the mephits could fully escape, 
while the third was only able to free himself from the forge and range 
the room: it was killed by a party of adventurers. 

D25: Forge 
This area is identical to area D24 except that there are four forges 
and anvils, and there is no humanoid scorch-mark on the floor. 

D26: Vault Entrance 

Donyer had this enchanting room cleaned out, and he now uses it as his 
personal living space. If he isn’t out with the raiding band, he is normally 
here (80% chance). The weapons next to the table are ones that he has 
had trouble identifymg; he keeps them close until they can be further 
researched. 

The DM can determine the weapons’ powers as he or she sees fit, 
making sure that the drawbacks of these weapons outweigh the benefits 
by a wide margin: the drawbacks should be significant enough that the 
players won’t want to use these items unless it’s an absolute emergency. 
Alternatively, the weapons can be no more than they appear to be - 
’ ordinary bladed weapons - though they regster as magical if a detect 
magic spell is used on them. This lingering magical aura might be all that 
remains of the p ~ ~ e r f u l  spells once cast on these weapons. 

If Donyer is here, he’s surprised that anyone managed to get this far. 
Insisting that he was hired merely to catalog wealth and identify 
magical items, he’s more than willing to trade away the pile of swords 
to save his skin. 

As in area D20, the marks on the table are shorthand for the process 
of enchanting an item. Using these runes as a basis for researching the 
spell would give a 20% bonus to the chance of success; in conjunction 
with the runes in area D20, the bonus would total 40% (there is some 
overlap in which runes are undamaged). 

D 2 2  Foree Antechamber /SuDDlies 
0 , L L  

Fragments of crates and other refiw litters the floor o f  this room A 
metal pipe emetges fiom one wall, han&g over a small grate in the 
floor. The smel! o f m e d  and smoke is fainr in the air. A dbn glow 
comes fiom the center of the ceding. 

Iron bars and steel rods were stored here for the smiths to work into 
weapons. The bandits haven’t needed to use this space yet, and have 
left it alone mostly because of the smell. The metal pipe and grate 
work just like the one in area D3. 

One of the things the bandits (and other pillagers) missed were 
two pieces of fine steel bar stock that rolled against a wall. Each bar 
is worth 50 gp to a weaponsmith, who would be able to craft a very 
strong blade from each. 

D23: Norker Lair 
77ui area has the remains o f  several beds and broken chests. Hooks 
for iantems are pounded into each wall. SLY piles of duiy anunal skins 
appear to be beddkg. 

This five-sided room is barely tp9. enough to accommodare the spiral 
staircase that leads downward into the darkness. The last vestige ofa 
continuai light spell fides iu and out on the ceiling 

This secret area was only recently discovered by Raxen. None of the 
bandits come into this area, fearing the unknown magic locked down- 
stairs. 

DOPPELGANGER CAIRN: VAULT LEVEL 

D27: Vault Entry 
Another faint magical fight shows this area to be a plah pentagonal 
room 

One of the walls has a secret door; this door (and all doors of this 
lowest level) is the kind that requires an abjuration spell cast upon it 
to open, or needs a magical item that has an abjuration effect placed 
against the door’s center. 

D28: First Sword Room 
The now-familiar fgintglow on the ceiling shows this room has two 
empty weapons racks on its walls. f i e  floor is painted in a strange 
multicolored checkerboard pattern. 

Raxen has already removed the swords and daggers from this room. 
There are two secret doors leading out of this room, but she hasn’t 
bothered to spike them open yet. The checkerboard pattern on the 
floor serves no purpose. 

The resident smiths and mundane staff of the facility were once quartered 
here. Miyori has the norkers housed here to keep them at a respectable 
distance from the ogres, with whom they tend to quarrel. There is a 40% 
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D29: Sleeping Death Room 

The Sue1 wizards intended this area to be a place where the more 
powerful weapons could be kept. There are two traps in this room, 
each activating at different times - sleep gas and death fog. 

Two rounds after someone enters the room (the entire floor and 
steps serve as the trigger), sleep gas begins to pour in from vents in 
the ceiling (save vs. spell or fall unconscious). Two rounds after the 
sleep gas activates, an acidic fog (treat as a death fog spell) seeps into 
the room from the floor, filling it to a depth of three feet. The acidic 
fog is not high enough to touch the swords, and dissipates after 
twenty rounds. 

to grab one of the swords and duck back out. She has since figured 
out the timing of the traps, and comes back two or three times a 
week for another weapon. The ten weapons still in here (6 long 
swords, 2 rapiers, a cutlass and a dagger) are wired to the weapon 
rack. Feel free to fill out the weapons remaining in this room, most 
of which should have serious side effects like the ones in area D21. 
Alternately, these weapons could be powerless due to extensive decay 
of their enchantments, but still radiate magic. 

Raxen entered this room, activated both of the traps and managed 

D30: Room Of Fire 

This room is also a vault room, and trapped. The weapons are wired 

t 
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into the rack but the rod is not. 
As soon as someone steps in this room, streams of thin smelly liq- 

uid spray from the walls and continue to do so as long as there is 
weight on the floor. On the second round, burning coals fall into the 
room, igniting the liquid. The burning fuel does ld4 damage the first 
round to anyone touching it, 2d4 the next and so on until it is doing 
10d4 damage per round (although it only bums for as many rounds 
as it sprayed into the room; for example, if the liquid sprayed for 
three rounds, it goes out after three rounds). The liquid creates a 
toxic smoke when it burns, and all exposed to it must save vs. poison 
or fall unconscious and convulse for at least 1 hour. 

The strange crystal rod is the Spear of the Doomheart The four 
weapons are left to each DM to customize for their own GREYHAWK 
campaign like the weapons in D29. 

REPLAVABILITY 
If the party is driven away, Miyori is on the lookout for more 
potential recruits for his cause - probably travelers near Hardby, or 
people from Stone Keep, or even people of the Bright Desert. If the 
dopplegangers flee, they remember the PCs and use their powers to 
make trouble for the party later (such as by impersonating them back 
in town). Surviving bandits make off with whatever magic swords 
they can carry. 

Other members of the Merchants' and Traders' Union want the 
dopplegangers discovered paranoia escalates as each begins to suspect 
that everyone is not who they seem, and any trouble with shipments is 
blamed on the merchant responsible being an impostor. The partner 
of the merchant that Selra replaced would like the items stolen from 
her caravans returned if at all possible (the i tem in question are the 
bars of gold jewelry stock from area D10 and the gems from area 
D13), and if other merchants hear of the party's deeds they want their 
items back. Donyer and Tarsot pay back the party for any rough 
treatment they receive. Surviving bandits may hook up with the 
beholder (charmed) or the necromancer (alive or dead). 

LEVEL VARIANTS 2 
> %  Low-Level Characters *-r 

The easiest way to make this adventure more appropriate for 
inexperienced characters is to reduce the total number of bandits. The 
levels of the priest, wizard and bandit commander can also be 
reduced slightly. Remove some of the defective magic swords the 
bandits have sitting about, or reduce their magical bonuses (with +1 
swords becoming +O magical weapons). 

High-Level Characters 
Increasing the number and/or level of the main force of bandits 
makes them more of a challenge for a more powerful party. Donyer 
and Tarsot can also have their levels raised, and there is no reason 
why Miyori can't have higher effective hit dice due to experience. 
However, increasing the power of the magical weapons or lessening 
their drawbacks means that a great number of powerful items are 
likely to fall into the hands of the player characters. Also, there is no 
reason why there can't be additional secret rooms with deadly traps 
that have not yet been discovered - placed there by the wizards to 
distract people from the treasures of the cairn. It\ K l k  
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height of their work, the energy 

THE CAIRN'S HISTORY THE MODERN CAIRN 
This cairn was used by the secretive wizards of the Great Kingdom as a 
place to enchant magical armors and other protective devices; at the 

The focus of the ley line's magic has shifted several times over the centuries, 
and it currently enhances necromantic magic (-1 saving throw penalty to 
any saves vs. necromantic spells). The necromancer Ylleck has come across 
an outcropping of stone on the force line that exudes a strange gray foam 
that aids necromantic spells. Ylleck is studymg the foam and how it aflects 
her spells and undead servants. It is her hope that she will be able to unlock 
some key secrets about necromancy in her studies, and thus perhaps be 
accepted as a member of Greyhawk's Guild of Wiza~dry. As one of the 
Star Cairns is less than a mile away from the stone outcropping, she has set 
up a base there, having animated the entombed bodies and dealt with the 
other creatures she encountered. She is really only concerned with her 
research, and has no time for meddling adventurers, hungry monsters or 

of the ley line under this cairn was 

doors of this place are opened by exposure to magical fire (burning 

-, b'(.--J:J par&larly beneficial toward protection-type enchantments. The secret 

hands, produce 
flame, firebd, and so 
forth). When the 
fifth cairn 
disappeared and with 
trouble brewing at 
home, the mages that 

:d hei 
red a 1y of 

-, 
angry townsfolk. She has cast conthu~light  spells in the areas that she 
frequents; these are noted in the text description (the other areas are.dark). 

Ylleck, hf W9 (Nec): AC 8 (+2 cloak); MV 12; hp 40; THACO 
18; #AT 1; Drng l d 6  (staff); SA spells, bound shadow; SD 
spells, spell absorption (as per rod of absorption) with staff of 
the necrophidius; SZ M (5'8" tall); ML 13; Str 8 Dex 10 Con 16 
Int 17 Wis 16 Cha 1 1 ;  AL LE; XP 650. 
Personality: studious, introverted 
Special Equipment: staff of the necrophidius 
Spellbook (Sl4l4I3l2): 1 st = chill touch", detect magic, detect 
undead", ident iv .  locate remains* *, magic missile, mending*, 
protection from evil, read magic, unseen servant*; 2nd = con- 
tinual Iight, ghoul toucht, knock, levitate", magic mouth, 
Melf's acid arrow*, web, wizard lock; 3rd = bone dance**, dis- 
pel magic, fireball, hold undead*O, tongues, wraithform*; 4th 
= dimension do06 enervation', fire shield", solid fog; 5th = 
bone blight**, animate dead * O; one spell of each level must 
be a necromancy spell 

* preferred spell 
** spell from Complete Necromancer's Handbook 
t spell from the Complete Wizard's Handbook 
O necromantic spell 

fled to other parts of 
the Flanaess. Since 
its abandonment, the 

Shadow: AC 7; MV 12; HD 3+3; hp 14; THACO 17; #AT 1 ; 
Dmg 1 d4+1 +drains 1 point of Strength; SA Strength drain; SD 
+I or better weapon to hit, immune to sleep, charm, and hold 
spells, unaffected by cold-based attacks; SZ M (5' 8" tall); ML 
special (never checks morale); AL N; XP 4200. 
Note: A shadow is 90% undetectable in all but the brightest 
surroundings. 

in a Star Cairn. 

s _ _ l , , , ,  , - ... .. . nz-- 
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Ylleck is a plain-looking woman of fair skin and brown hair. Her 
left arm is thin and wasted as if by some disease or curse. She casts no 
shadow, for her shadow has been bound to her back in a magical 
tattoo. When she was an apprentice, her teacher was demonstrating a 
summoning spell when the creature - some horror from the Negative 
Energy Plane - broke free of his spell. Ylleck intercepted the 
creature’s attack on her master, giving him time to banish it back to its 
plane of origin. The attack resulted in her left arm withering (Strength 
and Dexterity for her left arm are considered 4); her master (in 
gratitude and guilt) magically removed her shadow and bound it into a 
magical series of marks on her back, giving her a permanent servant 
that would obey her without fail. She is able to command her shadow 
(as the monster, with maximum hit points) to leave its inky prison and 
fly forth to attack or spy upon her enemies; she can see its “memories” 
when it returns to her body. The shadow can be turned but not 
destroyed by priests (treat “D” results as “T” results). If the shadow is 
ever kded she must make a system shock roll or fall unconscious: she 
slowly grows a normal shadow aker such an event. 

necrophidius, normally tied to her belt on her left side: it is a simple 
matter for her to rest her left arm on the staff if she wishes to use its 
magic, whether defensively or offensively. (The staff is detailed on 
page 48 of this adventure.) 

mail -1) and carrying a large shield (shield -1, missile amactor). She 
knows the items are cursed but has realized that defective plate mail is 
better than nothing and a shield that attracts missiles isn’t helpful to 
the skeleton but aids her. In terms of dealing with player characters, if 
she is hit with missile weapons and the attack roll would not have hit 
AC 4, the character actually fired at the armored skeleton. 

Because of the magic in this area, this skeleton (like all others here) 
has double the standard maximum hit points and is turned as a wight. 

She carries an unusual magic item called the staffof the 

Ylleck is attended at all times by a skeleton wearing plate mail (plate 

Armored Cairn skeleton: AC 4 (plate mai/-l); MV 3; HD 2; 
hp 16; THACO 19; #AT 1; Dmg I d 6  (by weapon); SD half 
damage from edged or piercing weapons, immune to mind- 

: .< 

affecting spells, turns as a wight; SZ M (5‘1 1 “ tall); ML special 
(never checks morale); AL N; XP 120. 

THE FOAMING STONE 
Just under a mile north of the cairn is a normal-looking rock outcrop 4 
feet tall sticking out of the hillside. The largest stone is stained gray 
along one side, for a strange froth leaks from the rock, seemingly oozing 
from it like a bizarre sweat. The foam slowly runs down the side of the 
rock and dries, eventually flaking off due to wind or rain. The stone 
produces about a half-gallon of this foam over a period of 24 hours. 

The foam is a manifestation of the magical force line, and is very 
effective at increasing the power of the necromantic arts. As it is, it can 
be used as a replacement material component for spells that require 
blood, bones or physical remains of material undead. If distilled and 
concentrated, it has more powers which Ylleck has discovered through 
experimentation. The DM may choose to add others as desired. 

All undead regenerate 1 hit point per turn when within 10 feet of 
this stone. 

Ylleck has placed a skeleton here to guard the area. It lies on the 
ground, its head under the point from where the foam leaks. If anyone 
touches the stone, the skeleton stands, and a magic mouth spell cast on 
the skeleton activates, saying “This stone is under the protection of the 
wizard Ylleck; the skeleton will not attack unless you interfere with it 01 
the stone.” The skeleton does not attack unless it is attacked or the 
stone is touched again. 

Cairn skeleton: AC 7; MV 12; HD 2; hp 16; THACO 19; #AT 1; 
Dmg Id6  (by weapon); SD half damage from edged or piercing 
weapons, immune to mind-affecting spells, turns as a wight; SZ 
M (5‘8“ tall); ML special (never checks morale); AL N; XP 120. 

NECROMANCER CAIRN: SURFACE LEVEL 

NO Cairn Entrance 

The wagon IS empty; tk 
” ..-- 1;.... C  ̂ A;” 1,..-,.+;,.* 

le necromancer had her undead haul her and her 
> U p p l C D  L u  LLLIJ LucaLLuLl. The five figures are skeletons from the tomb, 
still wearing their burial shrouds. They turn to face anyone that comes 
within 50 feet of them, and attack if they are attacked or if anyone tries 
to enter the cairn. If anyone approaches within 20 feet a magic mouth 
on the slab activates, saying “This area is being used for research. Please 
do not disturb.” 

Ylleck would really rather not be disturbed, but she grumpily agrees 
to hear any petitioners. Standing in area N1, she shouts upward to talk 
with people on the surface. It is possible to negotiate with her to allow 
exploration of the part of the cairn that she isn’t using; at least 1000 g p  
or a necromantic magic item are significant enough bribes for that pur- 
pose. If a n  agreement is reached, she explains that there are no threats or 
valuables in the upper level as she has given that floor a cursory exami- 
nation (she has not entered the lower levels), and at no time are they to 
enter the areas which she has blocked off with her undead servants 
(areas N3, N4, N12, N13 and N14). Furthermore, if they disturb her 

e 
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or her research, she has them removed from the c a m  and denies them 
further access. 

Like many necromancers, she sees dead bodies as tools, and dismtsses 
any rekvance that they were once living people. She understands that 
others often have an emotional attachment to the dead, and therefore 
she is wding to de-anmate them - but only if offered an equivalent 
number of intact skeletons as replacements. 

Ylleck is evil but very intelligent, and will not deliberately antago- 
nue people unless she exhausts all other options. She really only wants 
to be left alone to do her research; she has no plans of conquest or 
tyranny. In combat she defends herself with fire shield or wraithform 
after ordering her skeletons to get between her and her foes. During 
twilight or night she also looses her shadow on her attackers. 

If asked about anlmatmg the bodies entombed here, she admits to it. 

NECROMANCER CAIRN: UPPER LEVEL 

NI: Main Landing 

by five animated skele 
es on the surface, smd m formatt 
concealtag another srairwelt n e  

e of the p.i.ci.g has been 
Floatingjust below the ce&g 
of en- mother tiny m e  is 
is near a tiny glowing dot 

The 5 skeletons are set to guard agamst things coming up from the lower 
levels; if the group has gotten Ylleck‘s permtssion to explore, she 
modifies the skeletons’ commands so that they don’t attack the party 
when they come up the staxcase. The other 95 skeletons are the dead of 
this tomb, which she has anlmated to serve her; they currently are set to 
do nothing unless attacked Use the skeleton statistics under the Foammg 
Stone entry (all of her servant skeletons have double the maxlmum hit 
potnts and turn as wights). This room has been swept clean. 

Formerly a mess hall, Ylleck had her undead clean the place. There is 
nothing of interest tn this room. 

N3: Kitchen 

This area is a lutchen; the necromancer also uses it to store food supplies. 
The skeleton attacks anythmg that touches the stores - mainly insects or 
other vermin that discover them. 

17 

N 4  Storage 

Yllek had this storage room emptied, but doesn’t use it for anything. 
The skeleton is on rat-patrol like the one in area N3. 

The loose bricks ha 

This was once used as a guest room by people visiting the wzards; cen- 
turies ago, a number of bodies from families of Greyhawk and Hardby 
were entombed in this area. Even the small closet on one wall had a 
body placed m it and was bricked over, only to be covered by subse- 
quent interments and eventually broken open by the necromancer. 
Ylleck had a few of her servants break open the vaults so she could an- 
mate the dead. There are some small pieces of jewelry left in the vm- 
ous cells (the necromancer looked for such i tem -the skeletons 
wouldn’t need them any more - but mtssed some): a 50-gp gold ring, 
two 15-gp platinum earrings, a silver-and-jade bracelet worth 100 gp,  
and sdver ring worth 5 gp. 

each once the final 
have been neady sta&ed 

Formerly the annex to the wizards’ quarters. The contents of this room 
are identical to that of area N5, except that the necromancer missed a 
broken electrum necklace worth 70 gp. 

N7: To m b  

9 
s ’ u  
n a  Formerly a wuard‘s room. As area N5, but the only thing valuable is a 

a P 4  small silver ring with a tiny gem worth 30 gp total. 

As area N7, but the overlooked wealth here is a rather gaudy gold and 
platinum necklace worth 220 gp. 

N9: T o m b  
As area N7, but one of the empty crypts contains a ring of red gold - 
a rmg of truth. 

NIO T o m b  
As area N7, but 80 gp worth of ornamental beads that had fallen from 
rotted fabric and been overlooked by Ylleck. 



aces built into the d. These spaces are 
the tombs are d y  tossed into one 

This was a storage room, converted to a tomb for wealthy city folk. 
Among the numerous cavities are hidden 300 gp worth of gold and sd- 
ver nngs and necklaces, all overlooked by the necromancer (who had 
gotten sick of the whole process by the tlme she got to this room). 

N 1 2  Necromancer Annex 

This was the meeting room of the head wlzard of this place; the origi- 
nal hmishings were stolen or destroyed years ago. The skeletons attack 
anyone that tnes to enter area N13 or area N14. The necromancer had 
everythmg else removed from the room. 

N13: Research Room 
1 

This was once the study for the cairn’s chief wizard; Ylleck conducts 
her research on the foam here. She has a total of 11 potion-sized flasks 
of concentrated foam residue and 7 of the regular-strength material. 
One of the boxes has the money that she has brought with her (2100 
gp). Her notes detad what she has discovered so far about the raw 
foam, includmg the following uses: 

a spell component substitute, as mentioned earlier; 
repair undead creatures as a potion of healing; 
undead creatures have double normal hit dice, and maximum hit 

points for that higher level; 
undead creatures turn as if they had 4 hit dice more than they nor- 

mally would on the undead turning table (for example, a skeleton tums 
as a wight). 

Furthermore, she has discovered the following uses for the concentrated 
foam: 

if used as a salve, undead creatures ignore the wearer as if she were 
another undead creature (simdar to the side effect of the wraith- 
form spell); 

acts as a potion of skeleton control; 
animate dead (5 flasks’ worth per man-slzed creature) with maximum 

hit points. 

N14: Bedroom 
A simple bedroll aad an open chest f i d  of dotha ace the d y  firmichiogs in 
chis room 

Ylleck doesn’t bother to light this room, as she spends almost all of her 
waking time in the research room, and only comes here to sleep. She 
leads a very stark existence outside of her research. The chest contains 
only plain clothes - nothing of value. 

NECROMANCER CAIRN: LOWER LEVEL 

NI5: Lower Landing 

The exits lead to areas N16 and N19. The other three doors remain 
closed and sealed, and so are detected as secret doors. A stunjelly 
wanders slowly through the open areas (areas N15, N16, N17, N19, 
N20 and N21) feeding on f u n g u s  growths, normally blocking off one 
of the corridors at a time; it is unable to climb the stairs, and so it has 
not disturbed the skeletons or the necromancer. 

A close examination of the secret doors reveal that each seems to be 
slightly scorched in the center (a result of being opened by magical 
fire). The magical fires burning in the room are immobile, but they do 
produce heat equivalent to a torch. 

For each open room on this floor there is a 10% chance that the 
stunjelly is present and a 30% chance that it is actually blocking the 
hallway leadmg to that room. If the stunjelly is blocking a corridor, one of 
the dungs that might give it away is that it looks llke plain stone, rather 
than the painted chevron pattern that the rest of the walls share. Note that 
the stunjelly activates the alarm in area N16a, the noise &om which is 
audible throughout the entire floor, barring intervening dosed doors. 

Stunjelly: AC 8; MV 4; HD 17; hp 81; THACO 17; #AT 1; Dmg 
2d4; SA paralyzation; SD immune to mind-affecting spells, 
electricity, paralyzation, and polymorph; SZ L (1 0’ across); ML 9; 
AL N: XP 420. 

N I  6: Nonprecious Components 

line the walls at three 
eofinteresthere. 

The pegs used to support shelves full of components for enchanting, 
but the stunjelly slowly ate away the components and the shelves, 
leaving the bare pegs. Each peg extends about 1 foot out of the wall. 

NI6a: Alarm Tunnel 

The ringing is a permanent alarm spell ca :a N17 
was used to store precious metals and sto chanting 
items; the a f m  was created to warn that wmeorir was approaching the 
room. The stunjelly sets off the alarm if it comes down here, although 
it doesn’t have any ears to notice the sound. 

I 7  Precious Resources N 

The chests and crates in this room that held valuable components were 
smashed open and looted long ago. The stunjelly ate the wooden 
materials, leaving the metal bits. 
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NI8: Item Testing 

When the door is opened, one of the figures says (in Suel), “At last, we 
are free! The wizards kept us here in stasis. Let us get out of here . . . 
take the treasure chests with our gratitude.” The figures begin walking 
toward the door stiffly (as if they haven’t been able to move for a very 
long time), and attack when they’re close enough to the party. Note 
that if the listeners don’t understand Suel, the tone of the voice is still 
positive and friendly. 

protection devices. They normally placed a charmed or held victim in 
the room, placed the device to be tested on the victim, and launched 
the appropriate attacks or spells. When they abandoned this cairn, they 
placed two flesh golems (one the regular size for such golems and one 
human-sized) in suits of enchanted plate mail, ordered them to attack 
anyone they saw; a piece of cloth with a magic mouth spell tied around 
one golem’s face provides the voice. 

The wizards used this room to test the effectiveness of their magical 

Large flesh golem: AC 2 (plate mail + I ) ;  MV 8; HD 9; hp 40; 
THACO 11; #AT 2; Dmg 2d8/2d8; SD +I  or better weapon to 
hit, immune to most spells, heals from electricity; SZ L (8‘ tall) ; 
ML 20; AL N; XP 2000. 
Notes: Electrical attacks heal the golem 1 point per die of 
damage. Fire and cold slow it for 2d6 rounds; all other spells 
are ignored. This golem is wearing armor of command, which 
is why the characters perceive it as ”impressive.” The armor 
acts as plate mail + I ,  but is so large that it can only fit crea- 
tures at least 7‘ tall. 

Small flesh golem: AC 4 (cursed plate mail -2); MV 8; HD 9; 
hp 40; THACO 11; #AT 2; Dmg 2d8/2d8; SD +I  or better 
weapon to hit, immune to most spells, heals from electricity; SZ 

L (6’6” tall); ML 20; AL N; XP 2000. 
Notes: This golem has the same magical immunities as the 
other. It is wearing plate mail of vulnerability -2; it can fit most 
any man-sized creature. 

The golems follow people out of the room and even out of the cairn; 
should they lose track of their original targets they attack any 
humanoids they encounter in their wanderings. The wizards intended 
that if the golems were defeated, whatever destroyed them would be 
unable to use the large armor (created for an exceptionally large warrior 
in their employ), but might try the cursed man-sized armor (which is 
the result of an interrupted enchantment attempt). The two chests 
contain 60 gold-plated lead ingots (each is worth about 1 sp solely for 
the gold content). The shield is a nonmagical shield from 
Hepmonaland that one of the Suel wizards kept as a curio. It would be 
worth about 100 gp to a weapons dealer in Greyhawk, but it is nearly 
4 feet tall and cumbersome. 

NI9: Enchanting Foyer 

Servants of the wizards kept this area prepared with pillows, food and 
drink while their masters worked at creating enchanted armor; the 
organic items left behind were eaten by the stunjelly. Most recently this 
room was a temporary lair for a few trolls (which opted not to enter 
either of the halls of area N19a due to the strange magical voice), but 
after one of their pack members was consumed in his sleep by the stun- 
jelly the trolls decided to leave for a safer place. The treasure of the 
unfortunate troll was later excreted into this room by the stunjelly - 
one 100-gp and two 50-gp gems. 

Anything placed on one of the table-like pillars is kept magically 
chilled while the other has a magical warming effect. Items affected 
must weigh less than ten pounds and must rest entirely on the top of a 
pillar, each of which is almost a yard in diameter. 

= . u  NI 9a: Screening Hall a* 

d p 4  This hall works exactly as area D19a on page 11 of this adventure. 

This was one of the two rooms used to enchant items at this facility. It 
has been ransacked and anything portable of any value is long gone, 
while anything edible has been eaten by the stunjelly. 

ng items, but the exiting wizards altered the runes to make them inac- 
curate. Anyone wishing to research the enchant an item spell would 
have a 20% penalty to their chance of success if they used these notes 
in their research. The mannequin was used to hold magical armors in 

The runes on the table used to be notes on the process for enchanti- 
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place while they were being enchanted. 
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N2I: Enchanting Room 

Another enchanting room, simdarly ransacked. The intentionally 
inaccurate runes on this table haven't been marked up, and so anyone 
usmg them as a reference for researching the enchant an item spell 
suffers a 30% penalty to their chance of success; combining them with 
the runes from area N20 does not change this penalty. The shield is a 
leftover from a previous mhabitant and is not magical. 

. 
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?. A black pudding dmgs to the ceding in one of the comers of the room. 

d' 
? 

It comes M y  awake in 2 tums and attacks any prey it can sense. 
The Suel left the black ouddmv in this room to deter intruders: it 

round hole is in one comer, and th 
demeath it A single dark blue q 

0 

quickly ate everything digestible to it and in the process dissolved all of 
the metal supplies for the forge. It has since rested in a hibemative 
state, its outer skin dry and thickened due to exposure. If anything 
enters this room or even if the door is opened, it senses the 
interruption and begin to awaken, circulating moisture to its surface so 
it can move around. Once awake, it looks for something to eat, most 
likely dropping onto one of the party members. If there is no one 
present when it fully awakens, the pudding leaves this room to look for 
the nearest food, probably the PCs. 

$g 

Black pudding: AC 6; MV 6; HD 10; hp 22; THACO 1 1; #AT 1 ; 
Dmg 3d8; SA dissolve metal and wood; SD immune to acid, 
cold and poison, divides from blows or lightning; SZ S (3' diam- 
eter); ML 20; AL N; XP 2000. 

The hole in the comer was where the water pipe extended; the larger 
hole beneath it is the drain hole. The pressure plate that activates the 
water still exists, and pressing it causes liquid to pour down the wall 
and into the drain. 

N23: Smith/Servant Lodging 
" V  

A number of wooden beds, idles and chairs are arranged much Wte 
barracks. The hallway to the let? is sealed with red clay tiles; the Sa 
do not share the bright chevron pattern of &e other walls. 

This  area was where thr smiths and servanrs srayrd whrn rhcv wcrrn'r 
working. The tiled-off hallway lends to the privy; the tilrc do nor 
appear ro have been placed in any great haste. Trappcd insidr rhr tile 
wall arc two grav oozes. 

When the Suel wizards abandoned this place, they first sealed off 
rhr privy with a wall ofcldy, then levitaredrwo grav 007rs  against rhai 
wall and placed another rlav wall over them: the oozes hdw waired 
betwetn the walls the entire time, unable to move. Their long inaitivir!. 
has forcrd them into dormancy, and so if the clav wall is brokm (6  or 

brcak a 

k g e  anvil l7uee magi& lights 

hole through the thin tiles) they s p d  out in one big grayish puddle, 
looking a lot llke used wash-water. It takes 2 turns for them to awaken 
and attack, though anything that touches them in the interim is subject 
to their acidic nature (possibly dissolving at the contact). The oozes are 
starving and will track or pursue anything they perceive as edible. 

There is nothing special about this room or the privy area - the 
wizards set up this trap JUSt to distract anyone explonng the cairn. 
Note that if the black pudding from area N22 is still alive, it probably 
attacks while the party is here. 

Gray oozes (2): AC 8, MV 1; HD 3+3; hp I O ,  11, THACO 17, 
#AT 1, Dmg 2d8; SA corrodes metal, SD not affected by spells, 
lightning or cold; SZ S (3' diameter), ML 20; AL N, XP 2000 

N24 Forge 

anvils and tools are man~ed 

This room is where most of the forging of metallic armors was done. 
Now the only inhabitant is one of the forge-bound fire mephits, which 
is waiting to act on the last orders its masters gave it - summon a fire 
elemental to destroy anyone who enters this room. 

A fire mephit was origmally bound into each forge to keep the flames 
hot and even; they were prevented from leaving the forge itself, attacking 
any of the smths, or gamg in more mephits. In the years since the 
wizards left, the binding spells have weakened, allowmg the mephits to 
move about the room, and two of them were even able to break free 
entirely and squeeze themselves up one of the chimneys and out through 
the lutchen. The remaining creature keeps itself occupied by rearranging 
the mobde items m the room into hfferent mtricate patterns. It has one 
possession, which it keeps tucked into a small space in one of the forges 
- a pouch of enchanted wood shavings. If ignited, the wood creates a 
dense cloud of sleep smoke m a 10-foot radius, after which a 12-hit die 
fire elemental appears and attacks anythmg It sees (treat as a brazzer of 
sleep smoke for both effects). When it hears people approaching the 
room, the mephit crawls up into irs forge-chmey, waits until a few 
rounds after people enter, ignites the pouch with its own body flames, 
drops the pouch into the room, and hides further up the chimney. Once 
the elemental attacks, the mephit peeks out and uses its heat metal 
attack on the most heavily armored person, followed by magic missde 
on spellcasters, and then enters personal combat with its breath weapons 
and claw attacks. Note that the fire of the elemental and the mephlt's 
breath weapons are able to open the door to area N25. 

Fire elemental: AC 2; MV 12; HD 12; hp 48; THACO 9; #AT 1 ; 
Dmg 3d8; SA ignite flammable objects; SD +2 or better 
weapon to hit; SZ L (1 2' tall), ML 16; AL N, XP 6000 

Fire mephit: AC 5; MV 12 FI 24; HD 3+1, hp 25; THACO 17; 
#AT 2; Dmg ld3  (+I from fire)/ld3 (+I from fire) (clawklaw), 
SA heat metal, magic missile, breath weapons, SZ M (5' tall); 
ML IO, AL LE, XP 420 
Notes: The rnephit has maximum hit points due to its extreme 
age (most mephits are destroyed within a year of their creation) 
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THE DEDICATED STUDENT 

Its first breath weapon is a 15-fOOt jet of flame that hits one target 
for ld8+1 points of damage (save for half), its second is a 5-fOOt 
fan of flame in a 120” arc in front of it, which hits all targets in 
that area for 4 points of damage (no save) It may use its breath 
weapon 3 times a day, in any combination of the 2 forms It may 
also cast heat metal and mag/c m/ss,le (2 missiles) once a day. 

The anvils and other tools are the only valuable items here; each set 
would fetch at least 500 gp from a blacksmith. However, each set is 
over a thousand pounds of bulky metal equipment, and it would be a 
challenge to remove them from the cairn wlthout magical means. 

N25: Forge 

turned into pdes of slag. Obpl 

The pools of lava are actually lava mephits (or “magma mephts”) ~fl their 
metamorphosed state. When people enter the room they assume ther 
manllke forms and use their breath weapons, followed by daw attacks. 

The mages that created this place made a deal with the fire mephits 
they had enslaved: gate in a lava mephit in exchange for their freedom. 
Not surprismgly, the fire mephits complied and eventually got the 
wlzards the troops they were looking for. The wizards then bound the 
mephits here, instructing them to destroy anything that entered the 
room. In their boredom, the mephits have melted everything in the 
room (their magical bonds didn’t prevent them from damaging 
property), and now their only hope of entertainment is if their lair is 
invaded. 

Lava mephits (4): AC 6; MV 12 FI 24; HD 3; hp 24; THACO 
17; #AT 2; Dmg 1 (+ 1 d8 from heat)/l(+ 1 d8 from 
heat)(claw/claw); SA lava blob breath weapon, shapechange 
into pool of lava; SZ M (5‘ tall); ML I O ;  AL NE; XP 420. 
Notes: These mephits have maximum hit points due to their 
extreme age. The breath weapon is a blob of lava that auto- 
matically hits one target within 10 feet for 1 d6 damage (no 
save); each mephit may do this eight times before it needs to 
recharge (they must soak themselves in lava for one hour to 
recharge, so it is unlikely that they will have the opportunity to 
do so, since their lava form does not qualify for that condition). 
They also cannot gate in any allies (their magical bindings pre- 
vent them from doing so). 

N26: Stairway to Vault 

The light is an enslaved will o’wisp charged with killing anyone that 
uses the stairs. It has been waiting here since the wizards left, and is 
absolutely starving for energy. 

The wdl o’wisp immediately attacks anyone that touches the staircase, 
continuing to attack that person and their companions even if they with- 
draw from the stair. In its weakened state, its attack only does l d 4  dam- 
age, although it gains some energy from the panic of its foes, and so on 
the second round does 2d4, the next round 2d6, until on the fourth 
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round it is back up to its normal damage of 2d8. If sorely wounded, the 
will o’wisp blanks itself out and becomes invisible for 2d4 rounds, 
attempting to surprise its opponents with its “return.” It can travel freely 
between areas N26 and N27; note that the creature is the light source 
for these two rooms and if it is not present then the room is dark. 

Will o’wisp: AC -8; MV FI 18; HD 9; hp 29; THACO 1 1 ; #AT 1 ; 
Dmg 2d8; SD immune to all spells but magic missde, protection 
from evil, and maze; SZ S (2‘ diameter); ML 17; AL CE; XP 3000. 

NECROMANCER CAIRN: VAULT LEVEL 

N27 Trap Chamber 
n e  rrairway h a h g  is a tiny room with no v&le exits. 

One of the walls is the correct exit, which leads to area N28. The other 
four walls have blade traps that strike for 2d8 damage (save vs. breath 
weapon) when great heat is applied. Although the will o’wisp can travel 
down here, it only does so to pursue prey or escape certain death, 
prefeming to remain upstairs looking for food. 

N28: Guardian Room 

The white sand has no known purpose. 
A wraith has been bound to this room; it attacks anyone that enters 

the room as soon as they cross through the door. The wraith attacks the 
weakest-looking member of the party and then moves on to the next 
weakest. Note that the binding spell keeps it from leaving &IS room, so 
any turning attempts can hold it at bay or destroy it but cannot drive it 
outside of the room’s boundary. If its prey leaves, the wraith hides in a 
corner so it cannot be attacked from outside the room. 

Wraith: AC 4; MV 12 FI 24; HD 5+3; hp 31; THACO 15; #AT 
1; Dmg Id6  (chilling touch); SA energy drain; SD silver or magi- 
cal weapon to hit, immune to sleep, charm, hold, death and 
cold-based soells: SZ M (6‘ tall); ML 15; AL LE; XP 2000. n , .  
Note: The wraith drains one en’ergy level with each successful hit. a 

N29: First Vault Room 
A low stone table dominates M t h e  room On ir are a Suit of chati~ mail, a 
steel breastplate and a pair of silver bracelets. A saong bluish glow emanam 
from the table, enveloping the i m .  

On entering the room, .I magic rnotrrh speaks in Slid, “The  Empire of 
the Sue1 will rise again.” T h e  phrase is the command word to rum off the 
glow in area N30. To turn off the blue glow in this room, it IS necessary 
to repcai the phrase spokrn by a similar magic mouth spell in area N30: 
“Ever\ b r  Kddiini wi l l  be destroyed.” Otherwise, rhc glow does hdh 
eleccri.-al damage to anyone touching IC; the field is not dispelled until it 
11.1s expended i t9  energv three times. If electrificd by the firld, the items 
must save vs. Iightnini or be disenchanted (the chain mail saves with ar 



11, the breastplate with a 12, and the bracelets with a 5). 

fire resistance. The breastplate acts as an amulet oflife protection. The 
bracelets are bracers ofprotection AC 3. All but the chain mail are 
intricately carved with various Suel words (the breastplate specifically 
has the rune “fire” around the rune “elemental”), and each also bears a 
unique side effect - any person wearing one of these items that hears 
a wizard speaking a particular command word is immediately charmed 
(no saving throw’, into the service of the wizard. However, the 

The chain mail is man-sized chain mail f l  that also acts as a ring of 

” 
command word was known only to the wizards who created these 
items (they wished to use the armor as gifts to people that they secretly 
wished to control), and so it is  unlikely that the wearers of these items 
will ever have to face such a situation. A detect magic spell indicates 
that there is some enchantment from the charm school on these items, 
but an identi+ spell is not likely to determine its exact nature. 

N30 Second Vault Room 

I 

Upon entering the room, a magic mouth speaks in Suel, “Every last 
Bakluni will be destroyed.” If this command phrase is repeated in area 
N29, the blue glow there fades. T o  stop the glow in this room, it is 
necessary to repeat the phrase heard in area N29: “The Empire of the 
Suel will rise again.” Otherwise, the glow does 6d6 fire damage to 
whoever touches it; the field is not dispelled until it has expended its 
energy three times. The book catches fire if this trap is set off, and the 
other two items must save vs. fire or lose their magical properties (the 
save for both is a 6). The ring is a ring ofspdl  storing (it holds the 
spells protection fiom normal missiles, minor globe o f  inderabiIiLy, 
and anti-magic shell). The skull-pin is a scarab ofprotection. The book 
gives explicit instructions (in Suel) on how to create a ring o f  
protection f3, an onyx ring ofnegative plane protection (see 
Encyclopedia Magica Vol. III), a ring o f  spell turning, and a brooch o f  
shielding. Furthermore, the very last page has the Suel rune for victory 
with five smaller runes around it meaning spell, shield, weapon, golem, 
and wheel. This page actually represents the five Star Cairns and the 
original purpose of each. 

REPLAYABILITY 
Ylleck is d i n g  to continue to allow the characters to explore the cairn as 
long as they do not interrupt her more than once a week, although to 
make her truly complacent requires additional bribes. This arrangement 
allows them to bring things back to civilization and then return at a later 
date. In time, the necromancer discovers more secrets of the f o a  it is 
possible that her research corrupts her in such a way that she might 
become interested in raising her own undead army and claiming some 
territory for herself. If so, it is likely that she comes into conflict with the 
bandits in cairn D and possibly even the beholder in cairn B. She may also 
wish to trade with the bandits for food and other supplies; although the 
bandits are less than d i n g  to interact with another wizard, Miyori would 
certady be interested in gaining the favor of a powerful necromancer. 

foam stops flowing from the stone; when that time comes, Ylleck moves 
out of the cairn in order to make her attempt for membershp into the 
Greyhawk Guild of Wizardry. (She is not accepted, since her application 
exposes the fact that her necromantic research used the bodies from 
various wealthy Greyhawk families; it may have been centuries since the 
corpses were buried, but some of those f d e s  still have influence in the 
city and successfdly block her admission.) 

If the golems, puddings, oozes, wraith or elemental manage to escape to 
the upper level or beyond, Ylleck is very hostile the next time the party sees 
her. If any of her work or her undead servants have been destroyed as a 
result of these creatures, she refLses the party entrance to her current home, 
and sends her skeletons to drive them off if need be; further exploration of 
this cairn has to be done secretly or after a direct battle with her. 

Within a year, the necromantic enhancement in this area fades, and the 

LEVEL VARIANTS 

Low-Level Characters 
The necromancer, golems, elemental and wraith are the greatest threats 
in this area; a low-level party could easily be killed by any of the above. 
Making Ylleck 7th or even 5th level would make her a more balanced 
foe for low-level characters; if this change is made, she will have needed 
her magical staff to animate the dead of the cairn, and so that item 
must be present. Lower the armor class of the golems, or decrease the 
hit point or number of skeletons. Replace the conjured fire elemental 
with an 8-hit dice fire elemental, or a salamander, or even a few 
firesnakes. Use a wight or shadows instead of the wraith. Note that if 
these changes are made, the magical items found in this cairn should be 
significantly reduced in power, or the characters are getting great 
rewards for defeating fairly minor creatures. 

High-Level Characters 
A party averaging 8th level or more might need more powerful 
creatures to pose a true challenge. Raise the necromancer’s level to 11 
or 13, and give her another beneficial magic item or two, such as a 
wand of fire or a ring of regeneration; the addition of a couple of 
monster zombies would also help elevate the power level of her 
minions. Enlarge the elemental to 16 hit dice and add another mephit 
to that room. Add one or two more oozes, puddings, and lava mephits 
to the appropriate areas. 
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H E REBELLIOUS YOUTH 
THE CAIRN'S HISTORV 
The four Suloise wizards working here specialized in creating vehicles 
of war - armored chariots, magical animated steeds, stealthy fliers - 
any sort of device that would aid a war directly or indirectly by mov- 
ing people around. The wizards also sought to find a means of using 
the great weapon of destruction in a way that would be more portable 
than a juggernaut; thus, the things created in this cairn all have some 
place for the weapon to be mounted - normally a cup-shaped device 
or circular mark. Unfortunately for the wizards, none of the objects 
they created were adequate for the task. 

When the wizards left this place, they were unable to activate the 
magical defenses, and so the only barriers were the ones on the interior 
doors, which open with the touch of any magical weapon. Like the 
other cairns, this one rests on a force line, and the magical energies 
enhanced the power of enchantment/charm spells. Although the focus 
of the magic has shifted over time, it currently happens to be enhanc- 
ing enchantment/charm spells again (-1 to saving throws vs. spells of 
this type cast in this cairn). Note that all of the ceilings in this cairn 
are 20 feet high, as very large things were created in this place and the 
wizards needed to be able to move them about. The continuallight 
spells placed in these rooms still function; all rooms are lighted unless 
otherwise stated. 

THE MODERN CA~RN 
A beholder living in the southeastern arm of the Abbor-Alz gave birth 
and cared for its young as a beholder parent would normally do. 
However, shortly after its birth, its parent realized that its offspring 
was flawed - one of its eye powers was different from the beholder 
norm and it was physically deformed. In a frenzy of loathing at the 
abomination it created, the parent attacked its offspring, which fled 
for its life; the parent's rational mind immediately wiped its memory 
of the flawed offsprings existence (see I ,  Tyant for information on 
the beholder intuitive and rational minds). This young beholder, 
Inafext, wandered along the mountain range until it found a suitable 
lair - a Star Cairn, which was temporarily occupied by a band of 
derro. Inafext killed or charmed the derro and claimed the cairn as its 
own; it now plans to build up its power, knowledge and wealth in case 
its mad parent comes looking for it. Inafext has used its newly avail- 
able disintegrate power to alter the cairn to its needs; thus, this cairn 
deviates widely from the other cairn layouts. 

Inafext (beholder): AC 2/4/9; MV FI 3; HD I O ;  hp 30; 
THACO 1 1 ; #AT 1 ; Dmg 2d4; SA eyes; SD anti-magic ray; SZ 
M (2' diameter); ML 20; Int 12; AL LE; XP 10.000. 

Personality: paranoid, nervous. 
Special Equipment: mouth pick (blade-like object for manipu- 
lating objects with telekinesis eye; does I d 6  damage if used in 
combat). 
Eye Powers: anti-magic rax charm person, telekinesis, flesh to 
stone, disintegrate, feign death ray (altered eye power - works 
as the spell, but affects an unwilling victim, save vs. spell 
negates); its other eye powers have not matured yet. 

Inafext is a one-year-old beholder, an abnormally small 2 feet in 
diameter, with wrinkled pinkish flesh and blue veins crisscrossing its 
body surface; its eyestalks are abnormally long and wrinkled, its central 
eye is not particularly large, and its mouth is very wide. While it is as 
paranoid as any of its kin, it realizes that it is still young and somewhat 
weak, and it is more likely to bargain with creatures it meets. It would 
like magical items it can use (items that don't require true hands), but 
what it would really like is information - what sorts of creatures live in 
the mountains, what is going on in the local cities, and other such 
things. An offer of the latest happenings in Greyhawk would be 
sufficient for the beholder to spare the life of a foe. 

Derro (16): AC 5 (studded leather, Dex bonus); MV 9; HD 3; hp 
23, 21, 20 (x2). 19 (x2), 18 (x2). 17, 16 (x3), 15 (x4); 
THACO 17 (1 6 with crossbow); #AT 1 or 2; Dmg 1 d4 (dagger) 
or 1 d3 (crossbow bolt)+2d6 (poison, save for no damage); SA 
poison bolts; SD blind-fighting, 30' infravision; MR 30%; SZ S 
(4' tall); ML 12; AL CE; XP 975. 
Note: Each of these carries a repeating crossbow (2 shots per 
round, 6 bolt capacity). 

Tough Derro (6): AC 5 (studded leather, Dex bonus); MV 9; HD 
4; hp 30, 29, 27 (x2). 26; THACO 16 (1 6 with crossbow); #AT 
1 or 2; Dmg I d 6  (spear) or Id3 (crossbow bolt) + 2d6 (poison, 
save for no damaqe); SA Doison bolts: SD blind-fiahtina, 30' 
infravision; MR 36%; sz S (4' tall); ML 12; AL CE;XP 1400. 
Note: These also carry repeating crossbows. 

Derro Lieutenant: AC 4 (studded leather, buckler, Dex bonus); 
MV 9; HD 6; hp 36; THACO 14; #AT 1 or 1; Dmg Id6  (spear) or 
1 d3 (crossbow bolt) + 2d6 (poison, save for no damage); SA 

* 

poison bolts; SD blind-fighting, 30' infravision; MR 30%, SZ S 
(4' tall), ML 12; AL CE; XP 2000 
Note: He also has a repeating crossbow 
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THE REBELLIOUS YOUTH 

The more powerW derro in the group and the savants were killed in 
the initial derro attack on the beholder or were subsequently killed and 
eaten by it in order to preserve control over its underlings. 

BEHOLDER CAIRN: SURFACE LEVEL 

B O  Cairn Entrance 
(not shown on map) 

lth to enter the cairn, then t 
wdish on guard; Inafext is b 

Any noise on the surface causes a great rumbling and stomping to 
sound forth from the depths. One round later the head and claws of a 
great glowing-eyed, armor-plated, lobster-like creature poke out from 
the cairn opening, and an inhuman voice calls out in Common, 
“Begone from this place or face my wrath!” The lobster-thing is 
actually an apparatus ofKwdish (AC 0; 200 hp) operated by two 
derro, although the thing’s pilots try to give the impression that the 
apparatus is actually a creature. The derro try to warn people away 
rather than attacking (the apparatus is too big to get in and out of the 
entrance easily, and so they will not give chase), and if they fail in that 
they retreat into the cairn, attacking when the group comes in. 

If the party uses stea hey find some derro 
and the apparatus o f  K1 rooding in its 
chamber. 

as the two pilots talk; a 
the p q  to wait on thc 
thing then clanks back 
kindred that their mastt 

derro on its flanks (the derro hang back if there is direct sunlight 
outside); it has its anti-magic ray bathing its guests during this 
conversation. The beholder acts haughty and indifferent, but softens 
somewhat if bribed and kowtowed to. Inafext is willing to make trades 
that it perceives as being to its advantage; allowing some foolish 
adventurers to walk around and find and retrieve any valuable objects 
in the lower levels is a suital 
provided the adventurers eit 
them take their findings fro] 

If attacked, Inafext launches a vouey or eye amaas ror one round 
(focusing its anti-magic ray on a single individual that looks like a 
spellcaster) and then floats off the ramp to settle near the level of the 
floor below. Its derro guards fire their crossbows as they retreat down 
the ramp; ten or more derro wait at the bottom to repel any intruders. 

If the group offers tfdUC, y l l w  lllIUlllldLlU11, Llle apparatus pauses 
7 probably tell 
eader. The 
,ide tell their 

Eventually the beholurl C I U X ~  up UIC I U I I ~  WILII LIIC six tougher 

oncerned - 
tribe it to let 

- 
friendly reaction roll means the) 
: surface while “it” fetches “its” I 
down the ramp and the demo ins 
x has visitors. 
1-- -... :... -LA ..̂I- ...:-L &L. 

>le arrangement as far as it is c 
her give it what they find, or E 
n the cairn. 
~~~ ~  ti^-- - r - - - ~  ~ A L ~ - i ~ -  r- 

BEHOLDER CAIRN: UPPER LEVEL 

BI: Landing 

If the party has permission to enter, the beholder is present, the derro 

/ - \  

go near the other visible exits. If the party is invading, the cairn’s 
inhabitants defend their lair to the best of their ability (derro are 
normally fanatical, and their charmed allegience to Inafext has not 
changed this); the beholder arrives two rounds after the fighting begins. 

An invited party that approaches any area but the ramp to the lower 
level is reprimanded by the beholder; it explains that this level is used 
by it and its followers and they don’t wish their things disturbed. The 
lower level, however, is wide open to them. Characters that continue to 
move toward the rooms on this level cause the derro to scowl and bring 
their weapons to bear on the trespassers; those foolish enough to 
continue are attacked (using the tactics below). 

If the party is entering without permission, the derro attack. The 
derro in the apparatus use it to attack spellcasters if possible, aiming 
both of its claw attacks at the same target. The beholder is most easily 
able to use its charm and fiign death eyes on creatures in front of it, 
while creatures approaching from behind will be subject to flesh to 
stone or disintegrate eyes; note that it does not use the anti-magic ray if 
the beam would disable the apparatus ofKwalish. Anyone captured is 
charmed by the beholder. If for some reason this fails, the unfortunate 
PC is tortured by the derro for information and then killed; humans 
receive especially painful treatment. 

I 1 .  

Should anyone happen to examine the inside of the apparatus, they 
find a strange cup-shaped depression in the control area of the vehicle: 
this thing serves no visible purpose, although there is a small lever (not 
present on other magic items of this kind) that opens or closes a 1- 
foot-wide porthole in the “head” of the apparatus. 

If the group has made their way into the cairn by stealth (such as by 
using invisibiliv spells), there are 2d4 demo and the apparatus guarding 
this room; any combat that takes place here draws reinforcements from 
the other rooms. 

The hallway to area B6 is behind the support structure of the ramp 
to the surface; the room narrows to 5 feet in front of that hallway. The 
beholder has used its disintegrate power to widen the hall to the actual 
room, but has not used its powers on the ramp support, fearing a 
collapse like that which occurred in area B8. Thus, the apparatus 
cannot get into area B6. 

part to allow access to the lower ramp, but they do not allow anyone to 
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B 2  Derro Sleeping Area 

the o e m  

# .  * . . . * ,  . . . .  , <  ,. 

1 -  

This mom is a cumbination of smooth worked stone and jagged planes of bare 
rock Simple pallets and bedroLI.5 are scattered about the smooth parts of the 
floor. nte  jagged p m  of the walls la& the colorfid pahre dpattempresentin 

1 his used to be the wizards wing; the beholder disintegrated most of 
the interior walls to make space for its new slaves. Unless the characters 
have entered the cairn by stealth, it is unlikely that derro are waiting in 
this room (attacking the derro or disobeying the beholder’s commands 
brings all able demo to area B1, where they fight to the death); if 

30% chance that 2d4 derro 
day. Anv treasure the demo 

- entrance was gained by stealth, there is a .  
(of any sort) are sleeping here during the 
once owned is now in the possession of 11 

B 3  Beholder’s C 
/ 

I ,  

nafext. 

ers; the beholder 
tintegratlon power to alter 

The eye tyrant spends most of its time here, awake or asleep, 
although if the beholder knows of the characters’ presence 111 its law 
then the visitors can’t get mto this area without a fight. If cornered and 
in fear of its life, it uses its dsintegratron eye to open a path to the 
surface and flees, returning when it feels safe. 

The beholder’s treasure consists of what treasure the derro were 
c a q n g :  potron of extra-healing, potlon ofpolpozph sel6 wand o f  
flame extinguishing (35 charges), wand of magic detection (1 1 

The kLLL,.,L,, y-LLLr -... hall have been blasted apart by Inafext’s 
dismtegrate ray to form one room. A pressure plate in front of the 
grate causes a stream of water to pour from the tube. Dried meats are 
stored on the stone tables; the derro are about due to go hunting for 
more food. This area is normallv only used during eatmg times. Player 
characters wil this area without the beholder’s 
permission. 

The south area is above the collapsed area 
B8; creatures waking on that part of the floor hear it creak ominously, 
although there is little danger of it actually collapsing unless a strong 
effort is made toward that result. 

U not normally get into 

ernmost portion of this .. . 

B5: Derro Sleeping Area - -  
The smooth and decorated WalE are inhvmlrtently broken by spans of 
naked stone: large areas of the floor match either texture. lhis place is 

and such. 
used as somt , judging by 5 ? sort of sleeping area r the number of bedroll 

The beholder disintegrated the walls separating the various chambers in 
the guest wing of the cairn to create this large sleeping area. It 
inadvertently destroyed the privy area; the derro fded the privy-hole 
with rubble to keep anyone from falling in. In all other respects, this 
room is identical to area B2. 

B6: Storage 
u 

A few smallpJes of eqwjnnent - spar aossbow bolts, travelng clothes of 
shaggy red weave, torches and the Me - sit on the floor of & otherwice 
bare room 

The derro use this place for storage. As they travel light, there isn’t 
much here. 

BEHOLDER CAIRN: LOWER LEVEL 
The enchantment/charm energy is stronger on this lower level, possibly 
due to the depth underground, possibly due to a peculiar alignment of 
energies reflected off the walls, or possibly due to something else 
entirely. There is a 20% chance for each hour spent down here that a 
random character suffers the effects of a conhsion spell (saving throw 
applies; a successfd save means the character feels strange, but suffers 
no ill effects) for Id10 rounds. 

B 7  Lower Landing 
I 

The m p  leads down to & Jarge pent?gonal room, which has two broad 
exits and one narrow one. lo a comer of the room floah a rune identical to the 
one upstairs, with another secondaty rune nearby, and a dot near each. 

The two remaining walls have secret doors in them: a touch of a magic 
weapon opens these doors. 

B8: Collapsed Area 
The a d  of this hallway is rmed up with small- andluge-sizedpieces ofrubble. 
Access to w h t  may be beyond is impossible without some serious &@g. 

Inafexr srarred di.htegrating the wall sections between the various 
reagent-storage rooms when part of  the ceiling collapsed; that set off 
some of’che more explosive materials, causing the rest of the ceiling to 
collapse; the beholder then gave up on remodeling this area. Some of 
the materials stored in this area are still intact under the rubble, but it 

takes man! day5 of digging (with the potential for more collapse) to 
have any chance to recover them. 

B9: Artificer Storage 
u 

This room conrains large aivguk stacks of various mater& - bars ofiron, 
steel, silver, gold and copper; sheets of tine leathet: SF 
ner has a grate in the floor and a metal p i p  above it 

These items are the raw materials that the wizards used to create the 
magical vehicles; they were abandoned here when the wizards had to 
leave. There are 600 pounds of iron, 200 pounds of steel, 100 of gold, 
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20 of silver, and 60 of copper (each bar is approximately 10 pounds 
each - thus the bars are different lengths for different metals due to 
variations in metallic density). The leather has dried and become brittle 
since it was left here and is now essentially worthless. The silk thread 
has fared much better - one spool each of red, blue and green remain, 
each worth 1000 gp to the appropriate craftsman. However, each of 
these items is bulky, and getting it past the beholder and demo is not 
an easy task. 

BIO: Craftsman & Servant Lodqinq 

party can help them break free of this area. 
The mephits are extremely bored and desperate to get out of this 

room that has been their prison for the past 400 years. If the party can 
free them, hopefully via some spell that breaks their bonds but doesn’t 
send them back to their home plane, they’ll gladly get out of the 
complex as fast as possible. The only part of this place that they h o w  
is this room, so asking them questions about what else is here is useless. 
If the group can’t free them, they’ll become enraged and attack, first 
using their heat metal ability and then with daws. 

The onlv things that haven’t been destroved in this area are the o u  c 

Ten wooden beds and an equal mun6er of opened trunks are arranged for 
outima space m thts somewhat cramped room One o f  rhe wah 1s a huge 

anvila: .I11 roois and wch have been broken by the mephirs otit of 
borcdom or for pwts for their srranqe and complex game. 

o f  wizardly battle is taking place. 

The craftsmen and servants working in this cairn stayed m this room 
when they weren’t working; they had time to remove their belongings 
before they evacuated the cairn, and so nothmg of value is left here. 

The mural, which appears to be as old as the cairn, depicts a tanned 
blond man in a tan robe embroidered with gold runes casting a terrible 
spell on a black-hired little man, who seems distracted by a gray-robed 
lean wizard who has suffered an injury; a blue-robed sorcerer w t h  
bronze skin lies mortally wounded nearby. 

floor are broken tools and more bits of metal Lrke ri 

The ensorcelled mephits in this area were eventually able to stretch 
their bindings enough that they could interact; they’re playing a strange 
game they made up with bits and pieces of tools that they broke. 
Rather than attacking, they’ll inquire (in accented Common) if the 
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- - -  
Fire mephits (3): AC 5; MV 12 FI 24; HD 3+1; hp 25( x 3). 
THACO 17, #AT 2, Dmg 1 d3(+1 from fire)/l d3(+1 from fire) 
(claw/claw); SA heat metal, magrc missile, breath weapons; SZ 
M (5’ tall); ML I O ;  AL LE; XP 420. 
Notes: The mephits have maximum hit points due to their 
extreme age Their first breath weapon is a 15-foot jet of flame 
that hits one target for ld8+1 points of damage (save for half); 
their second is a 5-foot fan of flame in a 120” arc in front of 
the mephit, which hits all targets in that area for 4 points of 
damage (no save) Each mephit may use its breath weapon 3 
times a day, in any combination of the 2 forms. It may also cast 
heat metal and magic mrssrle (2 missiles) once a day. 

B 1 2  Cloth And Leatherworks 

This is where the leatherworkers and weavers made the leather and 
cloth parts for this carn’s creations. Whde the large equipment is too 
bulky to remove with any ease, the various tools for both trades are 
present and intact. There IS nothing particularly unusual about this 

decorative geometric patterns of no meanmg. 
room or its contents: the incomplete weavings on the looms are P 

the other keeps things warmed. Any wme m the bottle has long since 
evaporated, but the glass is still cool to the touch because of the 
magical table. The meat slowly cooked on the warming table untd it 
dried up and decayed a bit. The silk pillows are dusty but quite 
beautiful; each would be worth 10 gp in a city (more to a collector - 
they bear symbols of the Great Kmgdom circa 210 CU). The tapestry is 
a reproduction of the painting of an ancient Sue1 city in area D7. 



. B I3a: Screening Hall 
This hall works exactly like area D19a on page 11 of this adventure. 

B14  Enchanting Roo 

a n d a d m c d e n  
items are amngedm a 

eilcLLdLLr LL vL Ly"zg w L L I I  LLDIDLdllcG l l l I I _ I I V u I L  Y Y'"Y"'L""' 
the carpet is 6 feet by 9 feet. However, she and the other wlzards had 
to leave this cairn in a hurry, and so her enchantment was uncompleted 
The enchant an item spell decayed somewhat until it stabdized in a 
damaged form; the carpet is now effectively a rug of smothenng. The 
carpet is decorated with images of birds and black fire; a strange circu- 
lar area near one end is a solid gray color not found elsewhere on the 

The items on the table are material components for the enchantment 
process: five feathers (four griffons and a phoenm), a small vial of mer- 
cury (for the fire resistance), a seed (for gust of wmd), an eyelash 
encased in gum arabic (for invisibility), and a small silk bag (holdmg 
air from a slain a r  elemental). The large table is inscribed with notes 
on the enchant an irem spell; a wizard using these notes adds 45% to 
his chance of success in researching that spell. 

RT 5. Fnrhantinn R nnm 

This room is not lit by magic. The wlzard working here was going to 
create a war chariot with protection fiom normal missiles, an armor 
class bonus for its rider and fear on all m its path. However, he was 
unable to begin the enchantment process; the items remam here, 
waiting for the attention of an able wlzard 

The chanot is large enough to hold two people (a passenger - most 
likely a general or battle-wuard - and a dnver) and is made mostly of 

-3 cut down 
m its current 
nd can easily 
e front rad 
arly valuable 
.d person mth 

ion fiom 
eather (for the 
hen in a glass 

me usefulness 
idditional 

x. 

? l e  presence of a partially built war chanot makes tlus room v q  cramped A 
Luge dueld-Me item emblazoned with the relief of a p a t  demonic face rests 
&an ornatelv caned stone table: two iars and a tortozse shell rest next to the 
:hield A small  couch is squeezed into the corner next to the table, above 
vkch hangs an unltt lantern on a metal hook. 

B16: Testing Room 

This room was used by the wizards to test their war machines. The 
room was made large enough to allow chariots, giant lobsters, flymg 
carpets and other conveyances to make their way around the room w ~ t h  
no threat of colliding with the walls. The derro found the apparatus o f  
Kwalish abandoned in this room; after figuring out how to use it they 
moved it to the upper leveL 

B I 7  Ramp Down 
A wide ramp leads downward to a lower l e d  a light can be seen at the bot- 
corn 

This ramp leads to area B18. Like most of the rooms here, area B18 is 
lit by magic, which is what the characters see. 

BEHOLDER CAIRN: VAULT LEVEL 
The magical effect is even stronger here; there is a 35% chance per 
hour that a person succumbs to the confLsion effect. 

BI8: Vault Entry 
The ramp en& m a room rbat i little more than a l a n h  a wide hall- 
way extends in fiwnt of the ramp. 

The other four walls of this room have traps built into them to distract 
trespassers, but the traps have not been set, so there is no threat here; a 
thiefs successful find traps roll detects the traps, but she is not able to 
fmd a way to deactivate them 

B19: Golem Room 

pack has been attached to 1 

immobde A few 

The metal giant is a customized iron golem-like automaton. The metal 
pack on its back swings open to allow a (short) man-sized creature to 
crawl inside and sit within the creature. If the proper command word 
were known, the thing would activate and serve as armor, weapon and 
steed, following the motions of the wearer's body. The control feature 
for this thing is erratic, however, and there is a 30% chance with any 
action (walking, attacking, lifting, stopping and so forth) that the 
magical sensors built into it misinterpret the controller's intent and 
randomly stop, walk, crawl, attack and so forth - anything but the 
intended action. The wizards hoped to repair or correct this flaw, but 
never were able to do so, and abandoned this cairn before they could 
have it disenchanted and melted for scrap. 
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B2I: War Engine Vault 

This vault room has remamed undisturbed since the wzards left it. 
Stepping onto the floor near the chest releases thousands of metal 
slivers that fall from the ceiling; anyone within 5 feet of the chest takes 
ld4 hit points of damage for each unit of armor class, including any 
Dexterity bonus (characters with negative AC take no damage). Thus 
an AC 10 character takes 10d4 damage, while an AC 2 character takes 
2d4 damage. 

The box is a fbfding boat; the command words are inscribed (in 
Suel) on the mside bottom of the box form. Inside the box is a black 
cloak and a pair of metal-shod boots; the cloak is a greater cloak of the 
arachnid and the boots are boots ofthe horizon. The egg is the Soul of 
the Doomhean 

UIVRCll Room 

One of the derro exploratoty tunnels broke through into this cam 
about ten years ago. The derro have been using this entryway as a secret 
means to access the surface world. Whatever treasures were stored in 
this room have been taken by the derro into Under-Oerth (the other 
items they found nearby were too large to fit through their tunnels); 
the traps here have long since been disarmed by the derro and other 
visitors. The hole leads to a medium-sized tunnel leading generally 
downward for a half-mde before it hooks up with some of the derro 
Under-Oerth tunnels. 

REPLAYABILITY 
If the beholder is left alive, it eventually matures despite its abnormality 
and gains all its eyestalk powers. At full strength it is able to start 
putting great plans into action - gathering vast amounts of  
information through a network of charmed spies and eventually 
creating its own egomaniacal empire. Likely recruits for the beholder 
are the bandits from cairn D and possibly even the necromancer from 
cairn N; other derro that come to the cairn from area B20 may also be 
charmed into service. The empowered beholder will have to be dealt 
with eventually. 

However, Inafext’s parent eventually realizes that it did give birth, 
and (suspecting a plot against itself that involved altering its own 
memories or birth process) pieces together enough evidence to track 
down its offspring. Thus another beholder enters the area, and if the 
young one is still around, they fight. If the young beholder was killed 
by the adventurers, the parent seeks them out in an attempt to find out 
their role in the mutant’s birth (the PCs didn’t have any such role, of 
course, but the adult refuses to admit such things in its naturally 
demented state). 3 

s \ u  LEVEL VARIANTS a a  

Low-Level Characters a p 4  
The beholder is the most dangerous opponent in this cairn; if it needs 
to be reduced in power, assume that the flesh to stone eyestalk isn’t 
working yet (or possibly was injured in the fight with the derro) or give 
victims a saving throw bonus for saves against its eye powers. 
Alternately, reduce the number of charmed derro or assume that they 
have run out of poison for their crossbow bolts. 

High-Level Characters 
A more powerful party can handle a more powerful beholder; allow it 
the use of its other eyestaks as appropriate for the party’s power level 
and increase its hit points to at least the minimal 45. Increase the 
number of derro by 50% to loo%, and even add some charmed 
monsters appropriate to the Abbor-Alz. Furthermore, the beholder can 
use its disintegrate power to destroy the parts of the ceilings that have 
the continual fight spells; this would put the derro at an advantage 
when being invaded. 
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The pant-slzed lnhabimts c a s d y  threw the plug off to the side when 
they found this cam. Nothmg mtelligent is m e n t l y  Lvmg here, and so no 
guard is posted at the top. There is a 10% chance at any tnne that one of 
the iron golems 1s currently w h g  around m the l a n h g  (area G1) and is 
therefore audble, and a 20% chance that a character detects the smell of 
decay c o m g  from w i h n  the cam. 

GOLEM CAIRN: UPPER 

Tm CAIRN'S H i m  
This cam was the site of the fabncatlon of fabulous anunate creatures - 
some used for battle, some for s p F g ,  and some for assassinatm. When 
the had to abandon this Cam, they aavated their traps and Set a l l  
of the constructs to attack any non-Sue1 that came into their wew. 

Although it origmally was strong m enchantment/charm, the portion of 
the ley-lme running under this cam is now strong in mvocaaon/evocation 
magic (-1 to all saves on spells of tlus sort). As many of the thmgs created 
here are of large me, all of the ceilings m tlvs cam are 20 feet high and the 
doors are almost as large. a s  place was lighted by contlnual light spells, 
and almost all are still functional 

The sealed doors m this cam are well-&sped, and are considered 
secret doors for detection purposes. They are opened by a hdden button 
on the door, rather than any necessary magical effect. 

THE MODERN CAIRN 
Less than a year ago, a tnbe of ogres led by an intelligent h d  giant had 
taken residence m this cam, usmg it as a base for successhl hunting and 
pdlagmg. One month ago, a group of adventurers attacked the cann and 
kdled or drove away the monstrous inhabitants. Dunng their subsequent 
search of the cam, they opened one of the lower room and released a 
group of four berserk golems. Two of the golems followed the 
adventurers out of the caim and have since been wandermg around the 
Abbor-Alz, attacking whatever creatures they see; one of these two 
eventually made it to Hardby where it caused a great deal of damage 
before being destroyed by a p a r  of Hardby wrzards. The cairn is a 
dangerous place, and creatures seekmg safety there are nomally driven out 
by the golems within a few hours. 

The automatons in this caim are very dangerous: a smgle iron golem can 
easdy destroy a low- to mid-level party. Players that mist on havmg thex 
characters charge the constructs are hkely to end up with dead characters. 
Stealth and creatlve tactics wdl be necessary to survive tlvs place. 

Note that the open room on the upper level each have a percentage 
chance that a golem mght be wandemg through there when the party 
arrives. Alternately, pick a stamng point for each of the golems and circle 
them clockwise through the open room as tlme progresses. 

The decaymg bodes have all been mfested wrth rot grubs: touching the 
bodes results m an attack by the worms. There is a 70% chance per hour 
that one of the golems wandemg about this floor comes through this 
room and attacks the PCs; note that the golem do not work together m 
any way, and so if one gets m a fight, it is random chance whether or not 
the other comes by. The golem both travel m a clockwise pattern starting 
in the lower comer of area GI; note their path of travel and the party's 
location and adjust the chance of encountering them accordingly. 

Rot grubs (15): AC 9, MV 1 Br 0; hp 1; THACO Nil, #AT 0; Dmg 
0, SA burrow into flesh; SZ T (1 " long); ML 5; AL N; XP 15 
Note: Rot grubs that aren't stopped within Id6 rounds of burrow- 
ing into a victim's flesh reach the victim's heart in Id3 turns, killing 
the victim. 

Wandering iron golem (2): AC 3; MV 6, HD 18; hp 80, THACO 
3, #AT 1; Dmg 4dlO; SA poison gas attack every 7 rounds; SD +3 
or better weapon to hit, immune to most spells; SZ L (12' tall); ML 
20; AL N, XP 13,000 
Note: Electrical attacks slow the construct for 3 rounds; 
magical fire attacks heal 1 hp per die of damage; other spells 
have no effect. 

Geum CAIRN: SUWACE LEVEL 
The adventurers dragged the dead monsters into this area before 
looting them, and were chased out by the golems before disposing of 
the bodies. Although several creatures have been attracted to the smell 
of carrion, the golems have chased them away before they get more 
than a couple of mouthfuls, and so the bodies are almost intact except 
for a month of rotting. 
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G2:Mess Hall 

This was once a mess hall; the ogres broke up the benches for kindhg 
and sat on the floor m fiont of the tables when they ate. The chance of 
encountenng one of the wandenng iron golems in this room is 40%. 

Onpally a kltchen, it has fallen mto disuse, and the ogres took some 
m e  to bang up what they could. There IS a 25% chance per hour that 
one of the wandenng golems is m this room. 

G 4  Pantrv 
I 

with small cubbyholes: they are empy or con- 
ZI broken apart by somethrng with great suength. 

The pantry was cleaned out by ogres long ago and has not been restocked 
since their deaths. Again, the brutes damaged some parts of it for the sheet 
joy of destruction. Chance of a golem encounter here is 25% per hour. 

G S  Meetine Room - 
This toom’s most unusual fktm- ic a IO-fmtdiazneter black cirde 
painted on the floor. While the d e  i scratched in places, it i still 
a m p I e k  Three snuU couches, ail bmka are v e d  agaimt the &. 

The lead wizard conducted meetings here and used this area to examine 
completed constructs; the circle was used as a reference point by wizards 
controhg them (“Golem, stand in the middle of the bladc circle”) and 
has no actual magical propeaies. There’s a 40% chance per hour of 
meeting one of the golem here. 

G 6  Master Bedroom 
The waUs of this room are painted with 6eauW fiwe and scenes, all of 
which have been defaced The wreck ofa great bed lies twisted on the floor. 

This was the lead wizard‘: 
been stolen long ago), altl 
wandering golem comes t 

3 bedroom Nothing of value 
iough there is a 25% chance 1 
’Y. 

G7: Housing Entrvwav 

is here (all having 
3er hour that a 

a , I  

Ratha than the repeating decorative pattern, this room’s walls are ornately 
carved with scenes of battle, still Mes and nacuralphenomena Three great 
stone chairs, all sunilarly carved, are placed in a m’angle, facing in ward. 

This entire wing was the stonecrafting wizards’ residence. They practiced 
their art on the walls of this place, making it into a thing of suet  beauty 
only slightly damaged by its later inhabitants. The chance of encountering 
one of the golems here is 60%. 

ANGRY TOYS 

GS Room Of The W r a W  God 

The n a r d  that h e d  here was a worshipper of Pyremus and carved thts 
wall to honor h s  god. Any character with the religion nonweapon 
proficiency is able to recognlze this depicaon. There is a 25% chance per 
hour that a golem is here. 

There are no magical effects in the carvmgs, but it is strange enough to 
make anyone that stares at it too long feel dzzy (feel free to let the players 
think a spell is mvolved). There’s a 25% chance per hour that a golem 
enters this area. 

The ulzard that lived here enjoyed the irony of convertmg an  artificially 
smooth stone chamber mto somethmg that looked untouched by man. 
There is a 25% chance per hour of encountenng a golem here. 

The metal-enchanting m d s  living m this wmg used &IS room as their 
common area. The four statues are each magical constructs which annnate 
when someone enters the room, and attack any non-Suel present. 

Nymphs (2) and Dancers (2): AC 4, MV 6; HD 3; hp 14; THACO 
18, #AT 1 (combination); Dmg 2d4; SD magical fire heals 1 point 
per die, immune to controlling spells; SZ S (3’ tall); ML 20; AL N; 
XP 120. 
Note: The nymphs and dancers attack with a two-punch combina- 
tion that causes a total of 2d4 points of damage. 

Horse: AC 4; MV 12; HD 4; hp 20; THACO 17; #AT 1; Dmq 2d4 
(bite) or 2d8 (two-footed kick); SD magical fire heals 1 point per die, 
immune to controlling spells; SZ S (4‘ tall); ML 20; AL N; XP 175. 
Note: The horse attacks with a vicious bite, and can attack crea- 
tures behind it with a great kick. 

Boy: AC 4; MV 6; HD 3; hp 14; THACO 18; #AT 1 ; Dmg 2d6; SD 
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ANGRY TOYS 

A 
1 

edroom 

The chests are marked with a m a r d  mark spell, visibly showmg the 
personal rune of thts room’s prevlous occupant (a mage named hnc) .  The 
locks on the chests are enchanted with Leomund’s trap; both chests c o n m  
chunks of waste iron. There is nothmg of value m this room. 

G13: Warded Bedroom 

A v q  small book the 

The wlzard that slept here was extremely paranoid and often dosed &elf 
away mth vmous proternon spells. The groove contams slight traces of 
powdered sllver (the matenal component for protection fiom e d  and 
proternon fiom evll IO-foot radus spells). The first page of the book has a 
sepia snake sigd on it (cast by a 16th-level wEard). 

The book is a travehg spellbook, but it only has a few spells m it (the 
wlzard was p repmg it for a former apprentice who &d hnn a great favor, 
and absent-mdedly left it behmdj: armor, comprehend Ianguages, mag~c 
mssde, read magc, and sleep. 

G14: Smoking Bedroom 

only a wooden bed and 
I -  I I Tr I 1 

The room has table for fUmishings. On the table is 
an opened eversmomg Dome. i r  me door to this room is left open, the 
smoke continues to expand u n d  it i3ls almost all of the upper level of A s  
cairn. Living things within the smoke are -1 to hit and damage. 

G I 5  Repulsing Bedroom 

The scroll case is protected by an avodance spell, which causes it to shtter 
about the room when anyone approaches it; the scroll itself 1s sunply the 
begmmng of a letter to a mend that has been enchanted with e.Pr,,ve 
runes. The clothes are various sorts of p h  clothes common to people of 
the Great Kmgdom about 400 years ago. 

ed is a golden-skinned rnan of Ba!dunis, 
bthes and silver bracer: he is appaxenil 

....... ... --. ..lL ..-. -..-.“l --.+ - 

I V  

simple white 

m&ed and a& as if it had-been undei 
was intended to be an amzindv comi ” /  1 

iron and all of the immunities of an ir 
1 -  1 . .,. . 

G I 6  Guest Room 

TILL llml - dCL-Y vcly Jpccia JUIL “f golem created by the wizards; it 
“awakens” if tc r some sort of stasis spell. 

The golem J I ~ X  assassin. It has a 
body made of on golem ifquestioned 
about its d u r a b q ,  it e x p m  mat it must get its protection from its magical 
“bracers” ( a d y  just brace-shaped extrusions on its forearms), fitted by the 
wizards to keep it under controL Its alignment always reads as “lawful 
neutral“ due to a special form of the delude spell included in its construction. 
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It is disguised with a permanent change selfspell giving it its humanlike 
appearance, and can even eat by storing swallowed food with a sort of 
deeppockets enchantment in its mouth. A permanent levitate spell gives it a 
normal weight, although it s d  has its normal mass (about 1600 pounds). It 
is intelligent enough to learn behaviors by observation, and was placed in t h ~ ~  
room so it could see the wizards, smiths, and servants interact in a human 
fashion. A drspelmgicspell (against 18th-level magic) cast at the golem 
might temporarily negate one of the above spells (delude, change seli;levitate, 
deeppockecsj, allowing an observer to realize that the golem is not what it 
seems. Note that its clothes are real, and it is quite capable of using 
nonmagical means to disguise itselfifnecessaty (its change selfenchantment 
only affects its actual body to give it the appearance of a living h g j .  

The wizards planned to use &IS golem to work its way into the higher 
ranks of their enemies and kiU off strategic targets; its human appearance and 
benign manner help it associate with Jiving creatures. LLke all of the other 
golems created here, the departing wizards instructed it to k d  all non-Suel, 
but it does not work in the &ea fashion of the mindless automatons in this 
place. T h e  golem, which says that its name is Xaxe, a humble spice merchant 
fiom Ket brought here by evil wizards for an unknown purpose, waits until it 

companion) to kill its victim (it prefers to choke them into unconsciousness 
and then break their bones, although it smkes with its iron fists or uses a 
short sword if necessq). DepencLng on the situation, Xaxe may am& party 
members while they sleep, or wait und the group gets to a major city 
(feigning interest in what has happened to its homeland during its “sleep”) 
before slipping away and statting its genocidal murder spree. 

is unobserved (such as dwing a night watch, or when it is alone with a A 

s - u  

4 4  

Xaxe (iron golem): AC 3; MV 9; HD 10; hp 45; THACO 1 1; #AT 
1; Dmg 2d8; SD +3 or better weapon to hit, immune to most 
spells; SZ M (6‘ tall); Int 10; ML 20; AL N; XP 3000. 
Note: Electrical attacks slow Xaxe for 3 rounds; magical fire 
attacks heal 1 hp per die of damage; other spells have no effect. 

GOLEM CAIRN: h l E L  

GI? Lower Landin 



E s  is where the adventurers &covered 
xaiting here. One of the golems nearly lo . .. . - 1  

- 

This hall 1 

Four farge couches cover the walk of this room, each with a small table. A 
dried bfoochtain covers a small part of the floor. 

and released the thee iron gulrms 
illed one of the explorers and so thev 

dended to rt‘mrx. 1 he adventuring mage used a Iighmbg bdt on two oithe 
magical monsters, whch slowed them down long enough ro keep them in the L 

;y 5, cairn while the p~ mide its escape. The other two golems followed the 

the golems. Onr is still wandcripg the hills; the other made it to Hardbv. 
$1 \. . , p u p  out of the cairn, but the pants supenor speed dlowed them to evade 

Screening Hall 
D19a on page 11 of this adventure. 

: Wall Illusion 
The door at the end of this killway is conceded by an illu\ion;ul. w d  ~pell, 

just inside the doojamb: thu,  it overlaps the actual location of the hdl- * way’s end, ma!+ it very iliff;rUlt to determine if the waU actually has a 

I wall, discovering the opening mechanism should be even more difficlilt. 
secret door or not. If the p q  manages to find the secret door behind thr 

C 
h 
b G I 9  Reagents 
7 

Thic loom is notlung but shelves, each cranuned fLll of bottles, jam and Mher 
containers. The air here is very edupfora 

J IOnghine. 

r This room is full of magical reagents necessary for enchanting items. espe- 
cially animate ones; whether or not these components are intact is up ro the 
IIM. The room i s  guardeJ by an iron cobra hiding under one of the bor- 
tom shelves, which attach one creature from behind (gaining a t 2  to hit) L&\p as soon as the oppormnity presents itself. 

I 

Iron cobra: AC 0; MV 12; HD 1; hp 8; THACO 19; #AT 1; Dmg 
ld3; SA poison (save at -2 or die); SD immune to mind-control 
spells and webs, na,f oamage from nonmagical weapons, invisible 
to infravision, saves as 18th-level wizard; SZ S (3’ long); ML 12; AL 
N; XP 420. 
Notes: The ron cobra has enough poison for three bites, after 
which it only does damage from its fangs (1 d3 hp). If destroyed, 
there is a 50% chance that its eyes (each a 500 gp emerald) can 
be salvaged from the wreckage. 

! 
I 

b 

F 

This room has no magical Iightmg. The golem on the table was a stone 
golem, but the magcal process that bound the elemental spint to ths stone 
shell faded at some pomt dunng the caun’s long abandonment, and it is 
now an mert statue. The table is uncarved, but has been covered in 
explosive nines (three sets total). 

G2I: Enchanting Room 

There IS no lighting m this room. The statue on the couch is a stone 
golem, whch attacks any non-Sue1 that enters the room. The statue on the 
table is an unfommate servant of the m d s  who has had flesh to stone 
cast upon hun The table itself IS blank. 

Stone golem: AC 5; MV 6, HD 14, hp 60; THACO 7; #AT 1; Dmg 
3d8, SA slow one target every other round; SD +2 or better 
weapon to hit, immune to most spells; SZ L (9‘ tall), ML 20; AL N, 
XP 8,000. 
Note: Rock to mud slows the golem for 2d6 rounds, mud to rock 
heals it fully, stone to flesh makes it vulnerable to normal weapons 
for the following round 

If one of the PCs casts a stone to flesh spell on the servant, the PCs can 
learn that he was a low-level kitchen assistant in the am’s old days. 
Named Onic, he was hired from a service agency in the ancient Great 
Kmgdom, capital Rauxes. He  can supply a number of interestmg bits of 
infomuon about the urban lower classes of the second century CY, and he 
can pass on some gossip (mostly true) about the goals of the Sue1 ulzards 
who worked UI the ca~ms. Unfortunately, he can’t tell the PCs any of the 
command words for the golems m this cairn; the locauon of the fifth cairn; 
or the traps here or elsewhere. If asked why he was left in &IS condtion, he 
has no answer except to look sheeplsh and blush. 

G22 Stone Storage 

The stone blocks were to be used to make stone golems; now they wat 
und their masters return. The pipe releases more water lfthe pressure plate 
in front of the grate is pressed. 

G23: Collapsed Room 

A couple of minor edquakes  in the mountains set off a weak spot in the 
ceiling of this chamber; the resident wizards never bothered to repair it, 
choosing instead to focus on ironworks (thu the large amount of raw 
stone waiting in area G22). Even if the rubble in this room was dug out 
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and the ceiling stabilized (probably requiring magic), the only items of any 
note in this room are some stoneworking tools and an incompletely carved 
piece of stone intended to be a golem. 

G24: Artisans and Servants 
Eghteen beds are aamgedin neat rows in th; room EBch bedhas a Luge 
box at the foot and a sunken-cheeked dead person curled up on top. 

These dead bodies are the servants and stonecarvers that once worked in 
this cairn. The wizards rewarded their efforts by killing them and 
animating them as zombies. The wizards then cast stoneskin spells on the 
zombies and ordered them to attack anyone that entered the room. 

Stoneskinned zombies (18): AC 8; MV 6; HD 2; hp 12 ( x  3), 1 1 
( x  3). 10 (x4). 9 ( x  5), 8 ( x  3); THACO 19; #AT 1 ; Dmg 1 d8; SD 
stoneskin, immune to mind-control spells; SZ M; ML special (never 
checks morale); AL N; XP 120. 
Note: For simplicity, assume that each zombie's stoneskin protects 
it from 11 attacks. 

The boxes contan personal effects of the former workers and a total of 
580 gp, 30 ep and 150 cp (wth most of the gold commg from the 
craftsmen and the rest bemg from the much-poorer servants). 

G25 Stoneworks 

ere i a &tsmell 

Tlus area is where the actual shaping of the stone into statues took place. 
The doorway is protected by a permanent filter spell, which kept stone dust 
from getting into any other parts of the cairn complex. The mushrooms are 
poisonous (save vs. poison or die if eaten), but are normal non-hostile h g i .  
They are growing on top of the skeleton of a man and the ancient remains 
of other types of food - left here for the fungi to grow on. The body has 
had animate dead cast upon it, and the resulting zombie (now a skeleton) 
has been ordered to attack any non-Sue1 that enters the room The fungus- 
covered undead probably causes anyone seeing it to try some plant- 
controhg spells, which naturally have no effect on the skeleton itself. 

Fungal skeleton: AC 7; MV 9; HD 1; hp 4; THACO 20; #AT 1; 
Dmg ld6; SD half damage from bladed weapons, immune to 
mind-affecting spells; SZ M (6' tall); ML special (never checks 
morale); AL N; XP 65. 
Note: The skeleton's movement and attacks are slightly limited by 
the numerous fungi growing on its joints. 

G26 Iron Stock 

The metal to be used for constructing the metal creations was piled up in 
this room for use in the forges: the stacks amount to about 10,000 pounds 
of iron. These resources are guarded by a blade golem, which arrives at the 

open door wthm one round of it bemg opened The blade golem looks 
lke a 12 feet-tall humanold wlth sharp blades for forearms; almost ~ t s  
entre surface is covered wlth blades of varymg szes. 

Blade golern: AC 3, MV 9; HD 9; hp 45; THACO 12; #AT 1, Dmg 
4d4; SA +2 to initiative rolls; SD +3 or better weapon to hit, 
immune to most spells, damages attackers; SZ L (12' tall); ML 20, 
AL N; XP 2000. 
Notes: Electrical attacks slow the blade golem for 3 rounds, magical 
fire attacks heal 1 hp per die of damage; other spells have no effect 
Characters striking the blade golem with hands or short hand-held 
weapons take 1 d4 damage from the golem's sharp spikes 

G27: Smiths 

si%He toward the door wl 
about io the center of the I 

md dance 

The zombies are the smiths and metalcrafters that worked here; all have 
suffered similar fates to the people in area G24. However, instead of stone- 
skins, the wizards have cast invisible mail spells upon their undead vassals, 
giving them each AC 3 (each spell dissipates after the zombie takes 16 
points of damage, but by then the zombie is destroyed anyway): note that 
the invisible mail spell .does not provide any AC bonus against magical 
weapons, so creatures attacking in that fashion attack their natural AC of 8. 
The glowing spheres are actually a dancing lights spell (will o'wisp variant) 
intended to distract anyone attackmg the zombies. 

invisible mailed zombies (14): AC 3 (8); MV 6; HD 2; hp 15 
(x2), 14(x2), 12(x3), 11 (x3), lO(x4);THACO19;#AT1; 
Dmg 1-8; SD immune to mind-control spells; SZ M; ML special 
(never checks morale); AL N; XP 65. 

Any wealth the smiths had was taken by the w m d s  when they left. 
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G28: Salamander Forge 

T ~ I S  area was used as a forge; it now is a very deadly trap. The four large 
ands m the room are each marked wth a rune of power; if the cloth 1s 
removed from all four an&, a salamander is summoned mto tlus room, 
where it assumes that the people it sees are responsible for its summoning, 
and attacks them. The salamander's great body heat ignites the sawdust, 
quddy m&mg the room an mfemo (Id6 damage per round of exposure, 
urlth the sawdust bummg away after 3 rounds). 

Salamander: AC 5B; MV 9; HD 7+7, hp 52, THACO 13, #AT 2; 
Dmg 2d6, 1 d6 (weapon); SA heat for 1 d6; SD +I or better 
weapon to hit, immune to sleep, charm, and hold spells and fire, 
SZ M (7' long), ML 13; AL CE, XP 2000. 

The an& and pdes of tools would be worth at least 500 gp per set h m  a 
bladcsrmth. Note that each set 1s very heavy and it 1s no easy task to move them 

The mages summoned four smoke mephits to this room before they left, 
t e h g  them to attack anyone who came through the door - and that they 
weren't allowed to open the door. The mephits are extremely bored and 
just want to get out; if whoever opens the door is amenable to that, they 
gladly take advantage of the opportuniv. 

Smoke mephits (4): AC 4, MV 12 FI 24; HD 3, hp 24, THACO 
17, #AT 2, Dmg 1 dU1 d2; SA breath weapon, /nv/s/b//iv and danc- 
ing lights once a day; SZ M (5' tall), ML 8; AL NE; XP 420. 
Notes: Their breath weapon is a sooty ball that automatically hits 
a target within 20 feet, causing 1 d4 damage and blindness for 
Id2 rounds (no saving throw). Each may attempt to gate in Id2 
mephits every hour, with a 20% chance of success (gated 
mephits are fire, lava, smoke or steam - equal chances) When 
killed, it disappears in a flash of flame for 1 hp damage to all 
within 10 feet. 

If hailed, they fly down from the smoky area and say hello; after chatting 
with the party for a bit they ask if there are any objections to them just 
walking out the door. If there are none, they do so; if there are, they'll 
attack, ducking out the door after blindmg opponents or turning hniibfe. 
If necessaty, they try to gate in aid. 

Everydung but the large anvils has been removed from this area 

G30: Hot Metal 
7% room appears to be another forge, empty save for four &e anvils. 00 
the floor on the far side of the room is a message in red p&t 

Standmg against the wall of the entry hallway is an iron golem attended by 
a lone &e mephit, which normally rides on the golem's shoulders. The pair 
goes into action as soon as someone comes into the room. 

Iron golem: AC 3; MV 6; HD 18; hp 80; THACO 3; #AT 1 ; Dmg 
4dlO; SA poison gas attack every 7 rounds; SD +3 or better 
weapon to hit, immune to most spells; SZ L (1 2' tall); ML 20; AL N; 
XP 13,000. 
Notes: Electrical attacks slow the construct for 3 rounds; magi- 
cal fire attacks heal 1 hp per die of damage; other spells have 
no effect. 

Fire mephit: AC 5; MV 12 FI 24; HD 3+1; hp 25; THACO 17; #AT 
2; Dmg Id3 (+I from fire)/ld3 (+I from fire); SA heat metal, magic 
missile, breath weapons; SZ M (5' tall); ML IO; AL LE; XP 420. 
Notes: The mephit has maximum hit points due to its extreme 
age (most mephits are destroyed within a year of their creation). 
Its first breath weapon is a 15-foot jet of flame that hits one target 
for 1 d8+1 points of damage (save for half), its second is a 5-foot 
fan of flame in a 120" arc in front of it, which hits all targets in 
that area for 4 points of damage (no save); it may use its breath 
weapon three times a day, in any combination of the two forms. It 
may also cast heat metal and magic missile (2 missJes) once a day. 

In the first round of combat, the mephit uses its heat metal ability on the 
golen Thus, the golem does an extra ld2 points of damage with its 
attacks due to heat on the second and SIX& rounds and an extra ld4 on the 
third, fourth, and fifth rounds; furthermore, the heat causes the golem to 
regenerate 1 point of damage on the second and sixth rounds and 2 points 
on the third, fourth, and fifth rounds. Meanwhile, the mephit follows up 
with its magic missile attack and its breath weapon; if at all possible it 
leaves the melee combat to the g o l m  

Suloise. 
T h e  painted words on the floor say LONG LIVE THE SUEL PEOPLE! in 

G3I: Barrier 
Over M o f  thir room i completdy obscured by a iron wall that spans floor U, 

c e h g  and wall to wall 

This half of the room is dark, as the continual light spell here is on the 
opposite side of the wall of iron. The w d  can be dispelled (it was created 
by a 16th-level caster) or destroyed if enough damage is done to i t  The 
other side of the room has a smal l  staircase leading downward 

GOiEM h F W :  VAULT biVEL 

G32 Vault Landing - 
The staitWay ends in a m a g i 4 v  hi room with five iron doors 

Only three of the iron doors are actual exits - two are trapped fdse doors. 
Each has a secret catch like the other doors in this place, but if the trapped 
doors are fiddled with, they fall right out of their housings, crushtng 
whoever stands in front of them for 2d10 points of damage unless a saving 
throw vs. breath is made. The false doors are set in front of a 5-foot-deep 
space (which is sufficient to fool listeners into t h i n h g  that there is a full 
hallway back there). 

G33: Kennel 
A s m g e  metal dog sits chained to a post in the center of the mom. The 
canine seems to be contmt chewing on a bone-shapedpiece o fmed .  
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The dog is  a sort of guardian golem that the w m d s  were working on; it 
attacks if it is attacked or one round after the door i s  opened (droppmg the 
piece of metal to do so). 

Iron hound: AC 3, MV 12; HD 5; hp 30; THACO 16; #AT 1, Dmg 
2d6; SA rear attack from surprise for triple damage, SD +3 or bet- 
ter weapon to hit, immune to most spells; SZ M (5' long); ML 20; 
AL N; XP 420 
Notes: Electrical attacks slow the hound for 3 rounds; magical fire 
attacks heal 1 hp per die of damage; other spells have no effect 

When not attackmg, it emulates most of the mannerisms of a dog - 
panting, scratching, chewing, and sniffing at thmgs. If the command 
words for this hound were known, it would be a very powerfd servant. 
Unfortunately, those that did know them died several hundred years ago. 
A legend lore or s d a r  spell w~ll  help recover this informatlon; the dog 
and its command words would be worth upwards of 10,000 gp; broken, 
the golem might be worth 5000 gp as a cunosity or as a object of 
magical study. 

G34 Aviary 

These two birds were designed for spymg, to be given as gifts to mdwiduak 
with access to sensinve mformatlon; each appears to be notlung but a hfe- 
sized magical replica of a real bird, complete with typical bird habits (the 
brds move ther heads to track movement near them, and d swoop down 
to grab worms or s m a l l  game, as appropnate), but each blrd 1s lmked to 
one of the crystals - whatever the bird sees is  displayed m its crystal orb 
as long as both are on the same plane. The birds do not attack unless 
ordered to do so, and smce the wzards thought they were too valuable and 
fragde to nsk ~fl such a manner, they snnply sit m place if people enter the 
room (each would be worth at least 8000 gp). They can be removed &om 
thelr perches easdy enough, although the robm weighs ten pounds and the 
falcon twenty. The commands for each are wntten in the small book. 
Their stats are as follows: 

Silver robin: AC 8; MV 1 FI 24, HD 1 ; hp 4; THACO IO; #AT 1, 
Dmg 1 (beak); SD immune to mind-control spells; SZ T (1 ' 
wingspan); ML 20, AL N; XP 35. 

Gold falcon: AC 4; MV 1 FI 36; HD 2, hp 11; THACO 19, #AT 3, 
Dmg 1 d2/1/1 (beak/claw/claw); SD immune to mind-control spells; 
SZ S (3' wingspan); ML 20, AL N; XP 120. 

G35: Vennin 

These creatures were budt to dispatch enemies that were especially wary of 
new faces or were otherwise difficult to reach by conventional means. Both 
monsters attack as soon as the door is opened. The papers were a couple 
of scrolls with the commands for the creatures; the rat destroyed them over 
the centunes, and they are beyond even magical repar. With mstructions, 

the wasp would be worth 10,000 gp and the rat 5000 gp; without them, 
the deactivated golems are worth no more than half thaL 

Brass wasp: AC 5; MV 1 FI 24; HD 3; hp 20; THACO 17; #AT 1; 
Dmg 1 d4; SA poison (save vs. poison or die); SD immune to mind- 
control spells; SZ S (1' wingspan); ML 20; AL N; XP 420. 
Note: The wasp has enough poison for five stings; if it can 
immerse its stinger in salt water for one turn, it can replenish its 
stores of venom. 

Lead rat: AC 6; MV 12 Sw 6; HD 2; hp 12; THACO 19; #AT 1; 
Dmg ld4; SA infectious bite; SD immune to mind-control spells; 
SZ T (1 ' long); ML 20; AL N; XP 120. 
Note: The lead rat's bite inflicts its target with a contagion (as per 
spell, saving throw negates). 

REPLAYABILITY 
As all of the creatures in this cairn have the potential to be freed from 
their rooms or even the entire cairn, repeated expeditions into the cairn 
to destroy them are certainly possible. Any constructs that make it out 
of the cairn wander about the hillside and wreak havoc; if it is 
discovered that the characters are responsible for releasing the golems, 
they are held accountable for any damages or loss of life. If Xaxe the 
disguised iron golem makes it to a town or city, it begins to kill people 
under the cover of darkness; since it needs neither a place to sleep nor 
food, it can hide from the authorities indefinitely. 

the area are likely to move in and take the place for themselves. 
Powerful wizards might want to study golem parts, possibly wanting an 
intact specimen. The beholder might send some of its demo to this 
cairn to add to its territory. 

If all of the open areas are cleared out, normal monsters common to 

LEVEL VARIANTS 

Low-Level Characters 
The greater golems in this cairn could single-handedly destroy a low- 

magical weapons; to reduce the power level of this cairn, make the iron 

9 
> % 
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level party simply because most young adventurers don't have +2 or +3 

golems out of a lesser metal such as bronze, which would reduce their 
AC to 4, their HD and hit points by 1/3, and the weapons needed to 
hit them to +1 (if this is done, the iron stock in area G26 should be 

a p 4  
h 

bronze stock or copper and tin and the iron golem in B19 should also 
be made of bronze). Making the iron golems into lead golems would 
make their AC 6,  reduce their HD and H P  by SO%, and negate their 
immunity to heat spells. Alternately, reduce the hit points of the golems, 
assuming it is due to defects in the manufacturing process, errors in the 
enchantment procedure, or damage from testing. Reduce the number of 
zombies with stoneskins, or remove them entirely. 

High-Level Characters 
0 

Multiple golems ought to pose a challenge to even a high-level party, 
but should a power increase be needed, consider adding stoneskin to the 
golems, painting them with explosive runes, covering them in yellow 
mold, and fire rrapping all of the doors. One or two of the iron golems 
might use a magical sword instead of its fist. A well-placed permanent 
wall offire is also certain to toughen up the opposition, especially if the 
golem was ordered to stand in it, providing continual regeneration. 
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of Rary’s soldiers, which are there to show a token force of the “Bright 
Empire” as well as to deter outsiders. THE CAIRN’S HISTORY 

This cairn, the convergence of the two great lines of force on which the 
other cairns were built, was used to research powerful and terrible new 
spells. The magical focus was so strong in this place that not only were 
all spells cast here hard to resist, but magic charged the very minds of 
wizards who stayed here, allowing them to cast more spells than they 
were normally able. There were no locks on any of the doors - the 
servants were all charmed slaves and the wizards saw no need to set up 
any sort of security other than the capstone on the top level. 

Two of the most powerful wizards involved in this project were 
researching ways to recreate the twin cataclysms that destroyed the Sue1 
and Bakluni empires; their hope was to find a more controlled way of 
decimating a large number of opponents. One, a woman named Alatla 
Minah, explored the invocation of pure elemental matter, thinking to 
emulate the Rain of Colorless Fire. The other, a man known as The 
Longsword for his unusual abiliry to fight with that weapon, studied 
the means to open a gate to the lower planes and unleash a fiendish 
horde, inspired by a similar event which occurred during the Invoked 
Devastation due to the mysterious Bringer of Doom. A third wizard, a 
quiet man called Titianus Cremul, worked on spells to hide and move 
entire armies. During a critical point in their research, the first two 
wizards tested their findings simultaneously, creating an overlapping 
effect that interacted with the coincidental crash of the meteor in the 
Abbor-Alz; the cairn and all of its inhabitants were pulled into a 
juncture between the Astral, Ethereal and Prime Material planes. The 
demon-summoning spell partly succeeded, trapping a glabrezu demon 
(or tanar’ri) within the cairn. The other inhabitants of the cairn have 
either been killed or changed due to their exposure to the other planes. 
The magical lights continue to function here, providing illumination 
for all of its strange residents. As the cairn is no longer above the 
Oerthly ley-line, the magical enhancement that made this place so 
valuable is no longer in effect; the two lines have altered a bit over time 
and no longer complement each other, making the actual site on Oerth 

Light horsemen (2d6): AC 7 (studded leather); MV 24; HD 1; 
hp 6; THACO 20; #AT 1; Dmg 1 d6 (light lance) or 1 d6 (short 
bow); SZ M (5 ‘6 ’  tall); ML 12; AL N(E); XP 15. 

THE MODERN CAIRN 
The site of the cairn itself is an enigma; the matter from Oerth is now 
in the planar nexus, and the space that matter occupied on Oerth has 
been replaced by ethereal stone. The area radiates magic, and there is a 
20% chance every six hours that an astral or ethereal creature is in the 
area, exploring the strange energies of the site. There is nothing else to 
indicate that this area is the location of the last cairn. 

used. Any spell that displaces matter via a dimensional transition 
(deepockets, blink, dimension door, teleport, astral spell and similar 
spells) immediately shifts everything standing above the ethereal stone 
to the surface of the displaced cairn. The Soul of the Doomhearc or the 
Spear of the Doomheart grows cold if brought to the site on Oerth, 
and each has a 10% chance of spontaneously causing such a shift; if 
both of these items are brought to the site and remain there for more 
than one round they automatically cause a shift. 

The cairn itself wanders between three phases - Ethereal, Border 
Ethereal and Astral - swinging like a pendulum between them every 
half-hour to an hour. Shifting from Oerth to the cairn automatically 
sets the phase to the Border Ethereal; it proceeds with its wanderings 
normally thereafter. 

*When in the Border Ethereal, the solid terrain of Oerth can hazily be 
seen beyond the hundred-foot radius of the transplanted Oerthly 
matter. Leaving this area means the character is in the Border 
Ethereal and can m y  enter the Prime at wdl or delve deeper into 
the Ethereal. 

When the cairn is in the Ethereal, the “sky” above the cairn’s surface 
is the multicolored mists typical of that plane. Wandering away 
from the cairn in this phase takes a character into the Ethereal, 
and she may not be able to get back the way she came, as the 
cairn eventually shifts back to the Border Ethereal and becomes 
invisible. See the Guide to the Ethereal Plane (TSR #2633, 
1998) for more information on this dimension. 

When in phase with the Astral plane, the “sky” is a silver void speck- 
led with shining white “stars.” Leaving the cairn during these 
times drops a character fully into the Astral plane, with a chance 
of not being able to return as with the Ethereal phase. See the 

Accessing the displaced cairn is relatively easy if the proper spells are 

THE SURROUNDING LANDS 
Less than ten miles from the site of the final cairn is the village of U1 
Bakak. The nomads of the Bright Desert and the wanderers of the 
Abbor-Alz use this place to meet and conduct trade, exchanging goods, 
food and water. The village has an unwritten truce that keeps feuding 
tribes from engaging in violence; any that violate this truce are immedi- 
ately slain by witnesses of the deed. 

If the party explores the desert near the village and the last Star 
- -.trols 
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Guide to the Astraf Plane (TSR #2625, 1998) for more infor- 
mation on this environment. 

THELOSTLABORATORY 

Note that nothing that was in the cairn at the time of the original 
transition is capable of leaving the place under its own power; to these 
creatures, the edge of their native soil is an impenetrable wall. The 
demon also remains trapped in the cairn; somehow its position at the 
crux of the overlapping magical effects has locked it into the planar 
nexus, intangible most of the time. Despite the fact that it has an 
innate plane shift ability, the use of that power simply shifts its phase 
slightly, bringing it M y  into phase with the cairn for a short time (see 
the demon’s description for more information). 

Titianus Cremul had a few pet toads in a terrarium; the energies of 
the planar nexus, exposure to the ley lines and inbreeding have caused 
them to mutate and grow at a great rate. Now there are three distinct 
breeds of mutant toads living in the cairn, each claiming a different 
portion as their territory. They feed on the leavings of other toads and 
whatever small Astral or Ethereal animals they find. 

Occasional wanderers from the Ethereal or Astral pop into this cairn, 
being forced out when it changes phase to a plane opposite its native 
home; thus, none of these sorts of creatures actually has a lair here. 

SPELL CAIRN: SURFACE LEVEL: (BORDER 
ETHEREAL) 

SO Cairn Entrance (not shown on map) 

em the f& shapes of the 
the m e ,  although it seems to be 
mist Rather than a plan b 

t slab on top ofit rises i b m  

The party is now 
cairn shifts and tl 
Ethereal or Astral space, as appropriate. 1 he capstone on the cairn is 
missing, so the entry to the cairn itself is unrestricted. 

hour; there is a 30% chance per hour of a random encounter. Note 
also that if the cairn makes a shift from the Border Ethereal into the 
Astral, any living Ethereal-native creatures vanish immediately, left 
behind with the change; the same effect happens to Astral creatures 
when the cairn shifts from the Astral to the Border Ethereal. 

L less than an hour, the 
. away, being replaced by 

While the PCs are in the cairn, roll for random encounters once per 

Roll 

8-13 
14-18 

19 
20 

1-7 

Random Cairn Encounters 
Result 
Glabrezu 
Toads (1 d6) 
Servants (I&) 
Wizard vision 
Roll on Astral or Ethereal subtable, as appropriate 

Ethereal Subtable 
1-16 
17 

18-20 

Astral Subtable 
1-5 
6-12 
13-18 

20 

Phase spiders (ld4) 
Ghost (1) 
Nathri (3d4) 

Astral Deva (1) 
Githyanki (1) 
Kodragon (1) 
Berbalang (1) 

The glabrezu shifts itself into phase with its plane shift power and tries 
to kill one party member. See area S I 7  for information on the glabrezu. 

The toads are of the type appropriate to the territory the encounter 
takes place; if outside a territory, there are equal chances for any of the 
three types. See areas S3, S6 and S12 for information on the toads. 

The servants attack (50%) or flee (50%); they’re normally seen 
carrying things or cleaning the floors. See SI 1 for servant information. 

There is an equal chance to meet visions of any of the three wizards, 
Alatla Minah, The Longsword, or Titianus Cremul. They behave as 
described in their room entries (areas S13, S I 4  and Sl6). 

Phase spiders: AC 7; MV 6 Wb 15; HD 5+5; THACO 15; #AT 1; 
Dmg ld6; SA -1 to initiative, type F poison (-2 to saving 
throw); SD phasing; SZ H (14’ diameter); ML 15; AL N; XP 1400. 
Note: Phase spiders attack on sight, but flee to the Prime 
Material plane if close to death. 

Ghost: AC 8; MV 9; HD IO; hp 45; THACO 1 1 ;  #AT 1; Dmg age 
1 Od4 years; SA magicjar, age and fear on sight; SD none on 
the ethereal; SZ M (5’ 8“ tall); ML 12; AL LE; XP 7000. 
Note: A wandering ghost either attacks (25%) or wanders off 
(75%). Even if it chooses not to attack, the sight of it still 
causes aging. 

Nathri are short green-skinned humanoids with long unruly black hair 
(see PowEscApE MONSTROUS COMPENDIUM Appendix I11 [TSR 
#2635, 19981). They wander in and out of demiplanes looking for 
food and loot. This small band is scouting the cairn; if the party doesn’t 
look particularly tough, they’ll attack, otherwise they make room for the 
party and don’t cause trouble. 

Nathri: AC 6;  MV 18; HD 1 + 1 ;  THACO 19; #AT 1; Dmg Id4 
(arm spikes) or by weapon (short or long sword); SA poisoned 
arm spikes (save vs. poison or be -1 on all actions for 2d10 
rounds), +I  to hit with weapons; SD +I on saving throws vs. 
charm; SZ S ( 4  tall); ML 12; AL CN; XP 120. 
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tome) was carrying an urgent message back to one oj 

when it spotted the strange “island and paused to ir 
long enough to heal any good-aligned creatures (it c: . _  _ _  ~ ~ . .  

enough to assist adventurers in their exploring. If att 
it looks sadly upon the mortals and leaves wi&out re 
is AC -5, has 12 hit dice and 70% MR, so it can ea 
round of attacks if necessary). 

the Upper Planes 
ivestigate. It stops 
m cast cure light 

wounds 7 times per day and heal once per day), but cannot stay long 
acked by the party, 
:taliating (the deva 
sily survive one 

AsTrai oeva: AC -3; IVIV ~4 ri 45; nu IL; np 70; THACO 9 (6 
with mace); #AT 2; Dmg 3d6/3d6; SA spell abilities; SD spell 
and weapon immunities, regeneration, spell abilities, never 
surprised; MR 70%; SZ M (7’ tall); ML fearless (20); Int genius 
(1 8); AL NG; XP 15000. 
Notes: The deva takes half damage from acid, cold, fire, and 
electricity/lightning, and is immune to gasses, vacuum, level 
loss, death spells, and poison of all sorts. It can use the 
following powers at will: aid, augury change self, comprehend 
languages, detect evil, detect invisibili@ detect magic, know 
alignment, read magic and teleport without error. Twice per 
day it may use a blade barrier. A +2 or better weapon is 
required to hit it. Its macelike weapon has a +3 to hit bonus 
and the special abilities of a mace of disruption; furthermore, 
any creature struck twice in one round by it must save vs. spell 
or fall senseless for 1-1 2 rounds. 
Source: MONSTROUS COMPENDIUM PLANESCaPE Appendix. 

The githyanki is the lone remnant of a scout group attacked by 
githzerai. It saw the cairn floating in the Astral and thought that it 
might he a safe place to stop. Upon seeing the party it decides this 
place is not safe and, if possible, leaves without starting a confrontation 
(by plane shifting if necessary). If attacked, it remembers those that did 
so and comes back with others of its kind for revenge. 

Githyanki (3rd level fighter): AC ; MV 96; HD 3d10; hp 17; 
THACO 18; #AT 1 ; Dmg 1 d l  0 (2-handed sword); SZ M (6’ tall); 
ML 12; AL CE; XP 65. 

The berbalang (a strange humanoid that resembles a winged gargoyle 
or perhaps a demon or devil - see A GUIDE TO THE ASTRAL PLANE) 
is content to follow the party around for a few turns; its Astral self is 
only a projection and flees (or returns to the Prime Material plane) if 
threatened. 

A GUIDE ro THE ASTRAL PLANE); it carries a stylus and tablet with 
which it records information on its discoveries, preferably knowledge 
and creative works. It was sent by a mated pair of astral dragons whose 
castle is nearby (“nearby” being a relative term in the Astral): it happily 
chats away with anyone it meets, but uses its innate teleport ability to 
escape harm. 

The kodragon is a 2-foot-long furry dragon with manlike hands (see 
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Kodragon: AC 5; MV 6 FI 24; HD 5; hp 26; THACO 15; #AT 3; 
Dmg d2/d2/d6 (claw/claw/bite); SA breath weapon; SD teleport 
and plane shift a t  will; SZ SM (3’ wingspan); ML elite (13); Int 
exceptional (1 5); AL N; XP 975. 
Notes: The kodragon’s breath weapon is a I O ’  diameter cloud 
of gas that shrinks victims to 5% of their size or cancels that 
effect from a previous breath (saving throw negates). 
Source: A GUIDE TO THE ASTRAL PLANE, 

SPELL CAIRN: UPPER LEVEL 

SI: Landing 

the other &, no b k k  
ck with all sorts of trash, dirt and 

d there k a staitWe2lleadmg downward 

Caught between the three warring “tribes” of mutant toads, this room 
has been the site of some very strange battles. A few half-eaten toad 
bodies are buried in the refuse on the floor of this room - casualties 
of war. The stairwell is slippery due to rotted matenal and toad slime 
(save vs. petrifaction or fall down the stairs for Id6 damage). s. 

SIa: Short Tunnel = \ u  

a p 4  
x a  

Due to some strange side-effect of the phase-shift, the end of this 
entire hallway and whatever lies beyond it has been sealed off as if it no 
longer exists (and perhaps it doesn’t). Digging, passwall and 
disintegrate reveal nothing beyond this hallway - the area is solid 
stone. There is a 10% chance that any spell cast at this area when the 
cairn is in phase with the Ethereal or Border Ethereal opens a 
temporary portal to one of the elemental (70%) or para-elemental 
(30%) planes; if in phase with the Astral, this portal leads to the first 
layer of the Abyss (the Plane of Infinite Portals). This gate lasts 2d10 
rounds and can he used to travel to the appropriate plane. 

S 2  Storage 
‘2 

Thip was apparmdy once some sort of storage area, but has suffered much 
plundering. Boxes, harm5 and crates lay smashed and oveitumed, whatever 
conreno thy held long gone. Even the numerous shelves .bve been torn down. 

Whatever stores were originally kept 

- 



scraps and 
of junk. 

S3: Slime Toad Colony 

bits 

that crawl and tire area. 

This room was once a mess hall; it is now used as a lair by 35 slime 
toads. Unless the group smells of blood or of other toads, they do not 
attack unless provoked (as far as the toads are considered, bringing fire 
into the room, launching an attack and approaching the nest-mounds 

**  r . ,  

N; XP 65. 

. _  . , _ . . .  

are all forms or provocation). 

Slime toads (35): AC I O ,  MV 4 Hop 4; HD 1, hp 4 each; 
THACO 20; #AT 1, Drng 1 (bite) + poison, SA poison (save at 
+2 or fall comatose for 24 hours); SD cannot be surprised; SZ T 
(18" long); ML 7; Int 2; AL 

4 All of the toads of this section of the cairn (which includes areas S4 ' and S5) have a mutation that coats their bodies in a toxic slime. They 
also have a tendency to be born with multiple eyes - most have four, 
whde some have six or more; extra eyes might be located behind the 
standard location, or on the back, or (with one or two individuals) 
inside the mouth. These extra eyes mean that the toads cannot be 
surprised by visible opponents. 

If the toads attack, they do so in swarms, seeking to overwhelm their 9 prey in pure numbers. Anyone touching their skin suffers the effects of 
g' the toad poison as if they were bitten. 
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This kitchen area is the breeding ground of the slime toads; the edges 
of the 1-foot-deep pool are lined with strings of egg sacs (constant 
weight of garbage on the pressure plate keeps the water flowing). The 
toads defend the eggs with great vigor (morale rises to 12). The 23 
toads here otherwise are identical to the ones in S3. 

r -  

c 
S5: More Slime Toads 

Other than the fact that there are 45 toads here, this area is identical to 
area S3. 

S6: Flame Toad Colony 

room Theremain 
seen M-buried in d t h e f i  

couches, 

d i n g  that comes into their territ 

l-,---L--J-,4-,. * C  *n_ I.",, 

This visiting room is occupied by 12 toads. They immediately attack 

a") ory. 

riame TWO~US \ ILJ: HL IU, IVIV' 6 Hop 9; HD 2; hp 10 each; THACO 
"ithin 3 feet 

for 2d4 damage; SD fire-based attacks on them are reduced 1 
point per die; SZ S (3' long); ML 8; Int 4; AL CN; XP 120. 
Note: The fire these toads create is not considered magical fire. 

While the population of these toads is fewer than either of the other 
two breeds, they are larger and more intelligent. They use limited 
tactics, such as surrounding one foe and peppering it with fiery breath. 
The flame toads also have a secondary mutation - all of these toads 
have six legs. While they don't secrete slime all over their living space, 
their territory is still disgusting after 400 years of being an animal 
habitat. 

S 7  More Flame Toads 
The w& of this mom are painted in bukht bands of blue, green, gold and 
red F i m e  toadr hop about in search of t h e ,  

seem to eat I 

Eight flame toads live in this wizard's bedroom. They also attack any 
creature on sight; use the stats from area S6. Buried in the filth on the 
floor is a wand of fire (17 charges), owned by the former tenant of 
this room. 

S8: Flame Toads Hatchery 

bed and chest 

The 23 toads in this room conform to the statistics of the ones in area 
S6, and attack with a frenzy to defend their eggs. 

This is the room of Titianus Cremul, the wizard that owned the 
original pet toads; the basin is where they were kept. The water is 
fouled enough to make anyone but a toad sick (if imbibed, save vs. 
poison or be at half Constitution for Id3 days); strings of dull red eggs 
float just beneath the surface. The chest is badly burned, and its base 
has almost completely rotted through due to sitting in wet filth; if 
moved or lifted, the bottom falls out of it. The chest contains several 
pieces of clothing (all rotted) and five brass tubes fused together. The 
tubes are crimped shut at one end and corked on the other; they 
contain a total of five doses of dust of disappearance. 
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I Flame Toads 

The large mound is actually what’s left of Titlanus Cremul’s bed. The large 
toads are just &e the other flame toads but they have m m u m  hit pomts. 
They and the others attack intruders on sight. Nodung of value is left here, 
hamg been destroyed by the toads or taken away by planar nsitors. 

SPELL CAIRN: LOWER LEVEL 

S I 0  Lower Landing 
L, 

The Jime-covered stairwell en& in a s i r m L v l y  ditty chamber. As with upstairs, 
no magical rune floats overhead Each of the mom’s five walls has a hallway. 

A person listening carefully from this room can hear a crackling sound 
coming from the direction. of area SI 6 (the sound is actually f r im area 
S17, but carries through area S16). 

SI I: Servant Chambers 

There are Id6 undead servants in this room at any one time; there are a 
total of 8 servants in the entire cairn. The servants either attack (50%) 
or flee (50%) when they are spotted. 
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Servant spirits (9): AC 8; MV 9; HD 4; hp 20, 19 ( x  2), 18 
(X3), 17 (x2). 16; THACO 15; #AT 1; Dmg I d 6  + age victim 1 
year; SA aging; SD silver or magical weapon to hit, immune to 
mind-control spells; SZ M (5’-6’ tall); ML 12; AL N; XP 420. 
Note: Their attack is a chilling touch that ages the victim one 
year. They are turned as wraiths. 

The servants were transformed into insubstantial undead by the mis- 
matched spells. They try to carry out their normal routine, but their 
bodiless forms have only a lunited effect on the physical world (each 
can move about 1 pound of material at any one time); they still attempt 
to continue their duties, although the sight of other living humans 
sometimes drives them mad with jealousy, causing them to attack. The 
servants’ treasure has been swept into a neat pde under one of the beds: 
3 gp, 29 sp, 13 cp. 

The daily chores of the servants in life were to clean the rooms and 
halls and feed the wizards. Their ghostly forms wander about the first 
and second levels, de~ectedly moving dust, refuse, and garbage about to 
the best of their limited ability. They are conhsed by the strange tmn- 
cated hallways, and are 75% likely to attack if discovered m such a 
location. They bow respectfully if one of the spirit-wizards come near. 
The servants and toads ignore each other. 

S I 2  Phase Toad Lair 

This was a waiting room for the wlzards’ use. The toads here evolved a 
defensive power and have little to fear from their larger counterparts 
upstars; they also use this ability to their advantage when attacking 
their rivals. They have eaten everything edible in this room, and 
constantly move about in search of things to eat. They approach if 
offered food, but do not allow themselves to be touched. 

Phase toads: AC 8; MV 3 Hop 3; HD 1 hp; THACO 20; #AT 1 ; 
Dmg 1; SD intangibility; SZ T (4” long); ML 2; Int 4; AL N; XP 1 
Notes: Phase toads can make themselves intangible a t  will, 
protecting them as if under the effect of a wraithform spell. If 
threatened, they normally become intangible and flee; only 
threats to their eggs or the presence of other toads might 
make them attack. 

As with the other toad lairs, anything edible has been consumed and 
the rest befouled by generations of little hopping things. The two 
circular tables keep things heated and chilled, respectively, which is why 
the little toads avoid them. 

sI3: Ghost Worship 
7% mom ic mmplete&hre offirmishrngs except h a  h g ~  stone table and small 
chau. Sittine in the &is a SueJ man, hunched over as if writ& a t  the &le. 7he 
floor is 6 and d+, and a horde of Lttle blue toads sit & 
The ZOO+ phase toads continue to watch the man unless attacked; from 
time to time new toads come in and present ones leave. The man is the 
remnant of Titianus Cremul, the wizard that studied stealth and 



movement spells. His form is completely noncorporeal; he is little more 
than a faint psychic remnant of a living person. He  cannot attack or be 
attacked, and perceives the cairn as if it were the last day it existed on 
Oerth. Thus, he cannot see the characters, the toads, the servant spirits or 
the trapped demon. H e  repeats his last day's routine over and over again, 
and cannot be interrupted from it, even by attempts to turn undead. 

The wizard begins his day in area S8, his original sleeping chamber. 
After using the privy, he wanders over to S3 and eats a ghostly meal 
(apparent to none but him). Returning to his bedroom, he changes into 
clean clothes, talks (silently) into the stone basin for a while, and then 
sits in S6, socializing with his cohorts (again, making no noise). After an 
hour of this he goes to S13 and begins working, taking a break for lunch 
once he has worked for a short while. Returning to S13, he scribbles 
intently on a nonexistant notebook, gathers some materials, then begins 
to cast a spell. Partway through the spell, he gives a start as if he has 
heard a loud noise. He  then looks at his hands with a horrified 
expression, then vanishes, only to reapper in his bedroom hours later as if 
nothing had happened. He  otherwise ignores the other inhabitants and 
guests of the cairn, living and dead. 

The phase toads retain some fragment of a racial memory, and 
recognize that he is the original owner of the pet toads kept in this 
cairn long ago. As such, this unknown wizard has achieved god-like 
status in their small minds; they gather in this room to watch him 
work, and should he pass through an area in which there are phase 
toads, they stop to watch him go by. 

SI3a: Short Tunnel 
This hallway ends exactly like area Sla. 

This is another waiting room, budt outside the study of the elemental 
invoker, Alatla Minah. There is a 25% chance that when the party 
arrives here, she is moving through this room. If not, touching the can- 
delabra or the candles immediately draws her here. The invoker appears 
as she did in her last moments - clad in the garb of a Suel wizard, the 
flesh of her head consumed by multicolored flames, leaving only the 
screaming skull visible. Alatla, like the other wizards of this place, is 
completely intangible, living out fragments of her last day. She normal- 
ly is seen running, her ghostly hands to her immolated head, a faint 

SI4a: Short Tunnel 
This hallway ends exactly like area Sla. This area is slightly different in 
that the elemental gate is 85% likely to open onto one of the elemental 
Planes (and opens to the Plane of Fire 50% of the time in those cases) 
and only 15% likely to open on a para-elemental plane; an Astral gate 
still opens to the Abyss. 

SI 5: Invocation Room 
This mom is empv but for a small  chair andgreat stone table The s d k e  of 
the table appears to be blackened, as if  by a great fire, and the air above it 
wavers ocnsiondv. 

Alatla Minah tested her invocation spell research here, and the 
elemental vortex it created killed her while it simultaneously warped the 
summoning spell of the other wizard, The Longsword. The surface of 
the table has been scorched by these energies; the only undamaged 
spots are a rectangular place where her spellbook sat and an oval 
section of the table that shifts with strange red mists. The mists are a 
permanent portal to the elemental Plane of Fire; the portal is only open 
when the cairn is in the true Ethereal; at any other time, it is simply a 
strange visual effect that gives off significant heat. Note that characters 
traveling unprotected to the elemental Plane of Fire are likely to suffer 
a quick death at the hands of the efreet or from the environment of the 
plane itself. 

S 16: Coniurer's Lounge " - .  

The walL of rhis room are hung with great tapestries and paintings showing 
&adfLl fiendish laoakcapes. Tl4e couch is placed tu loo!: upon one espeady 
dreatyPainthg o f a  grayish landscape fi&d m.d! b&--looking infernal crea- 
~ r e h .  A cra&I,ng sound can i.r heard coming .+om down the ocher exic 

screaming hcing heard 2s if from far AWA!~. Anvonz rhat secs her tLr rhc 
f k t  timC inusr s a w  vs. ;learh magic a t  -4 or flee in terror for 2.j6 
r o i d s :  but)srquent siphrinp - .  r q u i w  a save withour pendh. Thc m q e  
cannot percriw or harm anlone. nor can she bc hamled hcrself, being 
norhing more than  a vision. Shs I O l l o w ~  thz parh she rook on hcr Inst 
day, although she always appears to be runnkg and holds her hands to 
her burning skull. She starts in S7, moves to the privy, visits S3 for a 
short while, then disappears down the southern closed hallway on the 
first level. About an hour later she reappears there, then moves to S15. 
She goes back and forth between Sl6 and the room beyond S14a sev- 
eral times before drifting in front of the table in S15 for an hour, after 
which she vanishes and appears at S7 hours later. As with the other two 
wizards, she ignores any inhabitants of the cairn. 

This was the conjurer's relaxation room; The Longsword found the 
depiction of the Gray Waste and its hordlings inspiring. There is a 40% 
chance at any time that his apparition is floating through this room. The 
Longsword, is a short thin man of Suel heritage, although he looks taller 
in death than he did in life because his major joints (neck, shoulders, 
elbows, hips and knees) have been separated and the various body 
segments float a few inches away from where they normally would be 
attached. He  drifts through this room and the rest of the cairn with a 
blank look on his face, as if it takes all of his mental energy to keep all of 
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his pieces nearby. Lke the other two wizards here, The Longsword is 
completely immaterial and cannot touch or be touched. He serves as a 
ghoulish reminder that the Lower Planes are not to be dealt with casually. 
The dsmembered wizard also repeats the path of his last day, although 
he doesn’t actually reenact the events along that path. He appears in S9, 
drifts immediately to S1G and floats in front of the dreary painting for 
nearly an hour. After visiting the privy on the first floor, he goes to the 
kitchen, floats about there, then returns to Sl6, where he waits near the 
couch for another hour. He finally moves to S17, vanishes briefly into 
S17a, stands in front of the circle of protection on the floor there, then 
vanishes, reappearing in his room shortly thereafter. He pays no attention 
to the creatures of the cairn. 

Most c d the floor oi 

S 17: Conjuration Room 
r 

,- ,.. floor, m a s  ot 
chair take 
&g pres 

This is the site where the conjuration took place. The force of the 
overlapping magics tore The Longsword apart and left him in his 
strange undead state. The summoned fiend, a glabrezu, lurks in this 

room often enough that the sense of its evil lingers here even when it is 
gone. If it is here (60% chance), it invisibly communicates via telepathy 
with any intruders, asking if they have the power to release it. If the 
answer is no, it phases itself into solidity and attacks the party. 

Demon (Tanar’ri), True - Glabrezu: AC -7; MV 1 5; HD I O ;  
hp 46; THACO 1 1 ; #AT 5; Dmg 2d6/2d6/1 d3/1 d3/1 d4+1 (pin- 
cer/pincer/claw/claw/bite); SA grab, magical powers; SD +2 or 
better weapons to hit, immunities, magical powers; MR 50%; 
SZ H (15’ tall); ML 17; Int 15; AL CE; XP 12,000. 
Notes: The glabrezu is immune to lightning/electricity, poison, 
gas and normal fire. It takes half damage from cold, gas, silver 
weapons or magical fire. A successful claw attack means it has 
grabbed a creature of 150 pounds or less (Dex check to avoid 
being grabbed, Str check to break free; grabbed opponents 
attack at -4). It has the following powers (once per round, one 
at a time, at will, unless otherwise stated) at the 10th level of 
spell use: burning hands, charm person, confusion, detect 
magic (always active), dispel magic, enlarge, mirror image, 
power wordstun (7 times per day), reverse gravity and true 
seeing (always active). Its gate ability is not working in its 
trapped state, and its plane shift power only allows it to come 
into phase with the cairn for 5 rounds a t  a time; after the 5 
rounds have passed, it becomes invisible and intangible and 
cannot interact with anything in the cairn for at least one turn. 

The glabrezu can only be freed from this nexus-prison by the 
application of a spell such as dismissal or banishment, by having its 
material form destroyed, or by somehow moving the cairn back into 
the Prime Material plane. If it attacks, it does as much damage as it can 
before fading back out at the end of 5 rounds (any characters held by 
its claw are released when this happens); it stalks the characters 
thereafter, phasing in and attacking when it thinks it is unexpected. 

The circle of protection on the floor lost its potency during the 
shifting of the cairn; out of spite the demon obliterated most of it. The 
book on the table contains the wizard‘s notes on his summoning spell 
and what he expects it to do (he refers to the glabrezu as a “Type III 
demon”); it also contains an intact copy of the cacofiend spell, a 7th- 

3 %  
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a B 4  level conjuration/summoning spell described in the first WIZARD’S 
SPELL C O M P E N D ~ U M ~ ~ ~ ~ ~ ~ .  The crackling noise is a side-effect of the 
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demon’s imprisonment; it abates when the demon is no longer here 

S17z Short Tunnel 
This hallway ends exactly llke area Sla. 

SI8: Stairs to Vault 

Despite the fact that these “windows” should look out only on stone, 
they actually do show other places on the current plane. Crawling 
through one of these portals drops the character somewhere else in the 
Ethereal or Astral (depending on the current location of the cairn). As 
long as the cairn doesn’t shift, the character can come back through the 
portal, but once the shift is made, they must find another way home. 



SPELL CAIRN: VAULT LEVEL 

SI9: Vault Landin 

This room is empty. 

SI9a: Short Tunnel 
This hallway ends exactly like area Sla. 

S20: First Vault Room 

The mirror is decorated with fiendish images, skulls and other 
unpleasant icons; it is a mirror ofmental prowess. The book is a 
Boccob’s blessed book with no spells in it. The glabrezu can be found 
here 40% of the tnne, using the mirror to scry its home plane. It has 
tried to use the mirror’s portal abdity, but it has not worked. The 
wizards were going to complete their spells, scribe them into the book, 
and use the mirror to contact like-minded wizards to join their cause. 

S2I: Second Vault Room 

The book is a Jibram ofgainhJ conjuration, the metal object is a 
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LEVEL VARIANTS 

Low-Level Characters 
This cairn is the culmination of the Srar Cairns adventures, and should 
be a relatively difficult scenario. If necessary, reduce the glabrezu to a 
hezrou (appropriate, considering the other toads in the cairn), mock or 
hordling. If the main foe is weakened in this manner, be sure to reduce 
the magic items in areas S20 and S21 to something more in line with 
the power of the party. 

High-Level Characters 
High-level characters can easily handle mutant toads; increase their sta- 
tistics to equal the fire toads or poisonous toads listed in the 
MONSTROUS W A L .  
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Arm of Nerull: long sword +1; once a day the sword can create a wall 
of black energy that has the effects of an enervation spell (as if cast by 
a 16th-level caster) on any who touches it; this 10-foot tall wall 
extends outward in a straight line from the sword for a length of 50 
feet; there is a 1-in-20 chance each use that the sword's power back- 
fires and affects the wielder instead; the sword is of dull metal etched 
with dull red runes, and a pair of nonprecious green stones are set in 
the crossbar 

Coldheart long sword +3, host brand; bearer sweats uncontrollably in 
above-freezing temperatures, causing a loss of 1 Con per turn (lost 
Con points are restored at a rate of 1 hour of rest per point); the 
sword is white steel, engraved with ice-blue runes. 

Eye of the Basilisk long sword +l; on a to-hit roll of 20, the target 
must save vs. petrifaction or turn to stone; if the target makes the save, 
the wielder must save or turn to stone; the blade is unadorned save for 
a reptilian eye inscribed at its base. 

Frenzy: long sword -I ,  cursed wielder is affected by a slow spell. 

Fury of Wee Jas: long sword +2, nine lives stealer; if the life-stealing 
effect is invoked and the victim makes its save, the sword drains a level 
from the wielder; the sword's blade has an etching of a skull set on 
top of a fireball, the latter inlaid with red enamel. 

Great Parapet: long sword +I;  once a day the wielder may invoke its 
power to become invulnerable for five rounds (as a potion ofinvulner- 
abdiy); the wielder always suffers double damage from all spells, silver 
and magical weapons, even when the invulnerability power is inactive. 

Mighty Blade of Renho: long sword -I, cursed; wielder's Str and Con 
drop to 3 (although they feel very powerful while fighting); lost points 
are recovered at 1 per turn after the weapon is sheathed. 

Silvet Tongue: long sword +3, cursed wielder suffers no non-profi- 
ciency penalties for using the sword in combat; semi-intelligent; mass 
cham once a week as W18; charm spell directed at wielder when 
drawn - user is urged to take command of an army and conquer; the 
hilt is shaped like a silver dragon. 

Unholy Vengeance: sword o f  wounding +1; if a hit with a natural 20 
is made, the weapon breaks into useless shards (the target is damaged 
as normal). 

Vampire's Fang: long sword +1; acts as a ring o f  regeneration (vampir- 
ic), but any round that it does not draw blood causes it to drain 1 hp 
from its wielder. 

Greater Cloak of the Arachnik This cloak has all the powers of a cloak 
of arachnida, plus the wearer may strike once per round with a bare 
hand to poison a target (save vs. poison or die). 

Boots of the Horizon: These metal-shod boots have especially thick 
soles; they change size to fit their wearer just as other magical boots do. 
The boots of the horizon were created to allow messages to be carried 
very quickly; the wearer of these boots may travel at a rate of 96. 
However, the wearer can barely turn when moving at that speed; one 
round must be taken to slow down to normal speed before any turns 
greater than 45" in one round can be taken. The boots glow with great 
heat for five rounds after being used if the wearer makes a kick with the 
boots during this time, the attack does ld4 damage from the force of 
the blow and another l d 4  from heat. The boots otherwise are as boots 
of speed for limitations on use, need for rest and so forth. 

Staff of the Necrophidius: a black wooden staff topped by the skull of a 
necrophidius (golem). The staff acts as a rod of absorption (currently 
there are 15 charges spent and 5 charges stored) with the additional 
power of being able to animate dead as a 9th-level wizard (this use costs 
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it have a 50% chance of having one of their effects enhanced (equal 
chances of area of effect doubled, duration doubled, or -4 on saving 
throw). Each use in this manner bears a 25% cumulative chance that 
the spell causes the item to overload, ruining the spell and causing the 
wielder 5d6 electrical damage. 

Soul of the Doomheart An 18-inch-tall egg made of an unknown gray 
metal. Shining dimly beneath its surface can be seen runes too faint to 

" I  

figure out. On two sides are parallel diagonal grooves tapering slightly 
at one end. The side on the downward point of the diagonal grooves 
has a 2-inch deep hole bored into it. If the egg is in the area effect of 
any invocation/evocation spell, it has a 30% chance of absorbing the 
magic, completely protecting whoever is carrying it; the egg glows red- 
hot for 1 round per die of damage afterwards (2 points of heat damage 
per round to its bearer while in such a state). 

Hand of the D o o m h e  This U-shaped piece of metal has four inden- 
tations, almost as if it were meant to be gripped and held with the 
points outward like some strange dagger. Its ends taper off into sharp 
points; if wielded in combat, it does Id4  points of damage and is con- 
sidered +3 for the purpose of what creatures it can hit. If held in this 
fashion and placed against an item that requires a command word, 
there is a 25% chance that the hand activates the item as if the com- 
mand word had been spoken. 

T h e  D o o m h e  If the Hand of the Doomheart is slid downward into 
the diagonal grooves on the egg, the runes on the Soul brighten, show- 
ing themselves to be markings of danger, destruction, warning and 
death. In this form, once a round the wielder may (by force of will) 
activate the partially built Doomheart; the Doomheart sends out a hori- 
zontal plane of energy to a radius of 500 feet. Everything within that 
radius (including the wielder) must immediately save vs. spell (disinte- 
gration for iteins) or be disintegrated; those that save take lOdlO 
points of damage (items that suffer great amounts of damage are likely 
to fall into fragments). Only magic resistance blocks this effect; other 
protections or defenses do not stop it. 

If the Spear of the Doomheart is pushed into the hole in the front 
of the egg, the weapon is complete; some of the runes on the egg dim 
to less alarming levels. In this form, the Spear focuses the energy of the 
egg to some extent, producing a cone of destruction 500 feet long and 
700 feet wide at its end (essentially a 90" span in front of the 
Doomheart). Anything within this cone suffers the same effects as if 
they were hit by the unfocused beam; everything else within 500 feet of 
the weapon takes lOdlO points of damage (save for half). This weapon 
can only be safely used by attaching it to some object and activating it 
remotely; a great juggernaut was built for this purpose, but the current 
location of the juggernaut and its fate are unknown. 

Putting the Spear into the Soul without the Hand has no effect. 
Any use of the weapon (including the unfocused attack) has a 1% 

cumulative chance of destroymg the weapon due to feedback; the current 
chance of this occurring is 3% (it has been used twice before in testing). 

Once two or more pieces of the Doomheart are assembled, only a 
limited wish or wish can separate them again; assembled pieces lose 
their individual special abilities. 
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