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lntrodudon 

Treasure Chest is the fourth in a series of special accessories for the AD&P game. It provides the 
Dungeon Master with basic adventure skeletons that can be expanded as she or he pleases, from simple 
encounters to heroic undertakings. 

Treasure Chest provides two full-color illustrations for each of its 16 adventures. First comes the game 
aid (often a map) for the DM, with encounter information and background on its reverse side. The sec- 
ond illustration is a handout for the players' use and serves to lead the player characters into the adven- 
ture. O n  its reverse side is a short explanation of the illustration, giving pertinent details not obvious 
from the picture, such as an object's weight, construction, state of repair, and so on. The players' illus- 
tration usually also lists rumors regarding the illustration-why it exists, what treasures it might lead 
to, the fate of previous owners, and the like. Many of these rumors contain clues that can help the PCs 
complete the adventure, while others serve to mislead or confuse the PCs. 

The adventures described herein are not based on any particular world, setting, or campaign in TSR's 
arsenal and can easily be adapted to any of the following settings: 

The Dungeon Mastefs own campaign world. 
The AL-QADIM" setting. 
The DARK SUN" campaign. 
The DRAGONLANCE" world. 
The FORGOTTEN REALMS@ campaign. 
The GREYHAWK@ setting. 
The RAVENLOFP realm. 
The SPELLJAMMERa universe. 

Have fun using them! 

The Adventures 

The Eye of All-Encompassing Vision: Tomb robbers have beaten the PCs to the loot, but the strong 

Birdsong: Why does the caged bird sing? Solving this mystery leads to a deadly confrontation at a 

The Keys: A brain teaser, but treasure-minded adventurers should watch their backs as they ponder 

What Lies Under the Rug? Even the most ordinary items can lead to adventure if you look at them in 

The Lamp of Mirrimar Naguub: A crafty efreeti sends this invitation to adventure. 
Puzzle Box: Deception is the order of the day when the PCs plumb the secrets of an antique box. 
Greater Than the Sum of Its Parts: An old debt stands to be repaid-in the PCs' favor. 
The Note: A cry for help holds out a promise of reward and unforeseen perils. 
When the Bell Tolls: A legendary treasure is there for the PCs' taking. Of course, the original owners 

The Great Stone Face: The faded glories of a fallen civilization are still rich enough to be worthwhile. 
The Font of Never-Ending Potions: An alchemist's damaged notes hint at an inexhaustible supply of 

In a Glass Darkly: An unusual mirror provides a gateway into a scene from every adventurer's 

Monument: The new tenants at an old temple do not appreciate visitors. 
Best Served Cold: The PCs can win big by settling an old score. 
You Really Bug Me: A feud between ancient rivals can be dangerous even after the antagonists are 

To the Lady's Aid Can the PCs prove that a lady can depend on the kindness of strangers? 

of heart can still gain an even greater treasure. 

lonely castle. 

the riddle of an ancient treasure vault. 

the right way. 

might have an objection or two. 

magical elixirs. 

nightmares. 

dead. 
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The Eye of .E n compassing Vision 
DMs Information 

~ 

The DWs Illustration 
This illustration is two maps showing the Sanctum o 
Wisdom, where this adventure's climax takes place. 

The Players' Illustration 
This shows the tomb of Donaugh of Lees, a pirate 
turned statesman who died some 400 years ago. Most o 
the tomb has been looted, but the vault containing 
Donaugli's coffin remains sealed. 

Notes 
In ancient times, Donaugh of Lees was an infamous 
pirate who later became a statesman of some repute. 
Donaugh managed to avoid the executioner's block and 
become a member of the gentry by using the divination 
powers of the Eye of All-Encompassing Vision, which he 
stole from an idol hidden on a remote island. 

Perspicutia, the diviner Donaugh tricked to get the Eye, 
spent her entire life trying to recover it, but Donaugh 
used the eye to evade her. With her dying breath, Perspi- 
cutia laid a curse on the Eye, so that no living being could 
own the eye. Donaugh resisted the effects of the cuse and 
died of old age. His servants, not wishing to succumb to 
the curse, buried the Eye with him. 

The Danger 
If the PCs open the vault and remove the Eye,'they fall 
prey to Perspicutia's curse. The PCs immediately become 
quested to return the Eye. The quest functions as though 
cast by a 25th-level priest. While pursuing the quest, the 
FCs face a long sea voyage to the island where the idol lies 
and a confrontation with the dragon turtle that makes its 

iron the island and the stone g o l m  that guard the idol. 
The Eye of All-Encompassing Vision lies inside the vault, 

atop Donaugh's coffin. The Eye rests in a shallow niche in 
the coffin's lid. The €ye and the coffin lid are caked with 
400 years worth of dust. Donaugh had the Eye fitted with 
a platinum chain and setting (100 gp) so he could wear it 
around his neck. ms chain must be removed before the 
Eye can be replaced in the idol it was originally taken 
from. The Eye itself is an oval gem about 4 inches long, 2 
inch- wide, and 1 inch thick. 

When a character picks up the Eye, everyone present 
feels an unpleasant tingling sensation. Then the Eye 
flashes, and an image of the island where the idol is hid- 
den appears on its surface. 

The Eye radiates both enchantment and divination 
magic. As a jewel, it has a value of 25,000 gp, plus the 
value of the platinum chain and setting. The FCs can sell 
the Eye (if they find a buyer who can afford it); however, if 
they do so, they immediately begin to feel the effects of 

ignoring the quest. In addition to the standard pe 
-1 to saving thmws for each day the quest is ign 
characters also lose 1 hit point per day Lost hit points 
return at the rate of 1 point a day when the quest is 
resumed, but any saving throw penaltiff persist until the 
quest is completed. Note that as the despoilers of 
Donaugh's tomb, the PCs are the Eye's "owners," no mat- 

they get the quest lifted or return the Eye to the idol. 
Some experimentation (or an identify spell) reveals 

once a week and an augury spell once a day. Both pow 
function at 18th level, but during this adventure the E 
commune power answers only questions regarding 
Eye's own hktory. 

The PCs can learn the story of the Eye and discover t 
idol's location by either communing or consulting a sag 

HD 14; hp 70; THACO 7; #AT 3; Dmg 2-12/2-12 
4-32; SA breath weapon, capsize ships; SZ 
diameter shell); ML 17; XP 12,000. 

Stone Golems (2): Int Non: AL N; AC 5; MV 6; H 
14; hp 60 each; WAC0 7; #AT 1; Dmg 3-24 (3d8); S 
slorv one opponent once every other round; S 
immune to most spells, +2 or better magical weapon 
to hit; SZ L (9%' tau); ML 20; XP 8,000 each. 

Inside the Sanctum of Wisdom 
The golems do not attack the bemr of the Eye of All-Encm- 
passing Vision, provided the bearer is entering the sanctum. 

The Take 
When the PCs place the Eye of All-Encompassing Vision 
the idol, the gem grafts itself into the statue, and the 
are granted a zoish. In addition, the lair of the dragon 
tle contains the following: 

l,B!XL3,000 (ld3xlpOO) copper pieces. 
20tb500 (ld4klxlW) silver pieces. 
200-5500 (ld4+1x100) gold piece. 
1W3W (ld3x100) platinum pieces. 
8 gems: an amethyst-500 gp, a carnelian-50 gp 

chrysoberyl (transparent yellow-green)--100 gp, 
rhodochrosite (light pink)-10 gp, a deep blue spinel 
500 gp, a star rose quartz-50 gp, a fire opal (fiery red- 
2,000 gp. and a lapis landi---in gp. - 

One weapon +2 (DMs choice). 
A vial of oil of aresovation (wan colored). 

ice,fabncate, and monster summoning V , 





The Eye of AlLE4compassing Vision 
’layers’ Information 

ou have found an ancient tomb. This place 
lust once have held a trove rich enough to make 
dragon proud. The walls are covered with 
ibrant mosaics in colored ceramic depicting life 
n the high seas. The floor is littered with frag- 
ients of pottery and chunks of wood still bound 
)gether with stout bands of iron. A large rack, 
ow twisted and empty, probably once held a 
unning array of armor and weapons. There cer- 
inly was a fortune stored here in the past, but 

now there is not a copper to be found among tl 
wreckage. One feature does keep alive yo1 
hopes of finding wealth: a massive stone do( 
with its seals still intact. A set of six parallt 
quarter-inch-deep scratches runs down the dol 
from about waist level to the floor. The doc 
bears an inscription carved with the skill of 
master dwarven stonemason. The inscriptic 
reads: 

E WAS A S C O U N D R  

, w  
IF  Y O U  W O U L D  INV DE D O N A U G H ’ S  T O M B ,  

BEWARE PERSPICUTIA ’5  CURSE, F O R  IT CLINGS TO 
D O N A U C H  h STILL. 





Bfiidsong 
DMs Information 

The DMs Illustration 
This illustration is a map showing the castle lair of a 
covey of hags. The hags love to use their special powers 
to tum passersby into all sorts of animakuntil  the pris- 
oners meet a more permanent fate. 

The Players' Illustration 
The. songbird in the cage is Scavin Rhudyrd, a half-elven 
bard who gcaped from the hags after being polymorphed 
into a songbird. Scavin is kept by Kylan Artumich, an 
innkeeper who keeps Scavin as a pet and performing ani- 
mal. Kylan's Bluebird Inn has become very popular, 
mostly due to Scavin's musical talents. 

Notes 
Savin's entire party was captured several years ago. The 
hags thought turning Scavin into a songbird was partict- 
larly clever and funny. However, Scavin used his rogue 
abilities to escape fmm his cage. He flew toward the near- 
est city, seeking help. Unfortunately, he failed his person- 
ality check only a few days after gaining his freedom. His 
reduced mentality prevents him from thinking clearly 
enough to arrange for his own release or to organize the 
rescue of his companions. 

The PCs can leam the rudiments of Scavin's story by 
casting a speak with animals spell. This must be done dis- 
d y ,  however, as Kylan d o g  not approve of customers 
meddling with his rare and valuable bird. Although he 
has retained a vestige of his bardic musical ability, Scavin 
now has the mind of a bird and has no clear recollection 
of his past. The only things he remembers with any clarity 
are Clarisse Averill (his girlfriend, also captured by the 
hags), being captured, and his intense desire to rescue 
Clarisse from the "awful women." If the PCs carefully 
question Scavin, they can get rough directions to the cas- 
tle ("big stone nest") where the hags live. However, these 
directions come in bird terms: "Fly away from the new 
sun for mornings and evenings to the great wood. When 
your wingtip [shakff left wing1 covers the rushing water, 
turn toward it and follow the water until you see *e nest 
in the sky." Roughly this translates into: "Go west for two 
days until you pass over a river, turn left, and follow the 
river until you see the mof of the castle on the horizon." 

If the PCs have difficulty questioning Scavin, they can 
follow up on some of the rumors they hear. The beautiful 
woman who tried to buy Scavin fmm Kylan was one of 
the hags hytng to get Scavin back. This woman tried to 
Im several local youths into the remotest parts of a forest 
many leagues to the west of the town. The PCs can also 
discover other rumors of a beautiful enchantress who 
lives in a haunted castle west of town. 

The Danger 
When the party aypvacnr> me castle, the covey cas% - 
veil spell over itself, making the greenhags appear to 1 
two apple hees. The annis uses change self to appear to be 
a maiden picking apples. When a fight breaks out, the 

while she castsfog cloud. At the first opportunity, 
greenhags cast weakness on the lT fighters, then use in 
ibility to gain a melee advantage over the PCs. 

animate dead, dream, control weather, veil, forcecage 

point of damage per attac 
+1 point of damage fmm 
sz L (8' tall); m 15; XP 4, 

Greenhags (2): Int Very; A 

invisibility, pass wi th i t  trace, speak with monsters, wat 

The Take 
If the PCs defeat the hags, they find about a dozen caged 
animals of various types. Most are peasants who got lost 
in the forest and fell afoul of the hags. Two members of 
Scavin's party still survive, however. Richard Coate, 
human fighter polymurphed into a snail, is wanderir 
about in the garden. He, too, has lost his identit 
Clarisse Averill, a half-elven conjurer, has been polymc 
pked into a goldfish and lives in the pond. She has kept 
her identity and will be very grateful for being rescued 
and reunited with Scavin and Richard. Upon her rescue 
she presents the PCs with a ririg u f f e n f l w f n l l i q  and a 
runnd ufparalyzntion with 12 charges. 

In addition, the hags have accumulated the follow- 
ing treasure: 

500-5,000 (ld10x500) copper pieces. 
400-1,9M) (3d6+1x100) silver pieces. 
500-3,000 (ld6x500) gold pieces. 
A potion of plnnt coritrol (clear, with dark bro 

A potion of ivnter breathing (translucent crimson red 
One wizard scroll with f l l t ~ v m f t ~  wn l i t y ,  summi 

lycanthrope, demi-skadom mngic, permanent illusion, ai 
"-3  Mordenkai-"-'- disiun 

tiun. 

gold flecks). 

..... ..I. " .... -L:"-' 
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The newly opened Bluebird Inn IS quickl) 
becoming a favorite pub and cafe among well 
heeled merchants and adventurers. The food anc 
drink aren’t particularly good, but the owners 
Kylan and Milina Artumich, are quick to smile 
and generous when serving meals and refilling 
mugs. 

What is making the Bluebird famous, how 
ever, is its entertainment. All manner of bards 
jugglers, and actors take their refreshment there 
These folk often literally sing for their suppers 
passing their hats to pay their bills. There’s nc 
telling who or what will be performing at the 
Bluebird on any given night. 

The Bluebirds one steady performer, and its 
best loved, is called Drugi. Drugi is a small song 
bird Kylan keeps in a cage over the bar. Drugi i: 
an amazing singer. His musical talents go beyonc 
the repetitive chirping of normal birdsong (a: 
charming as some people find that) to true music 
with complex rhythms and melodies. Althougl- 
he cannot sing words, Drugi knows a range o 
tunes as large as any bard’s and is constantl) 
learning new ones from the bards who visit the 
place. When left to his own devices, Drugi sing! 
wistful love ballads that can melt even the hard 
est heart. 

song 
Rumors 

Kylan used D ~ g i  in a traveling show befo 
settling down to open the Bluebird. 

9 Several people have tried to buy Drugi since 
the Bluebird opened. Recently one disappointed 
buyer, a strikingly beautiful woman, surprised 
everyone by smashing a table into tiny bits with 
her fists upon Kylan’s second refusal to sell. 

This same woman convinced eight hardy 
local youths to carry her market purchases back 
to her home for her. When their path led to the 
remote parts of a distant forest to the west of 
town, the youths disliked mysterious noises they 
heard while camped for the night, and fled back 
home in a group, abandoning their task. Thi 
claim the forest is haunted by banshees. 

Drugi doesn’t seem to like female spellca: 
ers of any sort, but does seem fond of male spe 
casters. 

Kylan v c L J  cu.z.u. not to -uuII II,yuisin~ 
customers to get near Drugi. Kylan probab 
fears the bird will be stolen. 

When Kylan wasn’t looking, a priest once 
cast a speak with animals spell and asked Drugi 
why he sings such beautiful love songs. Drugi 
supposedly told the priest he is pining for some- 
one named Clarisse Averill, a beautiful maiden 
held prisoner in a castle filled with loathsome 
monsters. Kylan threw the priest out before 1 
could learn anything more. 





DMs lnformatcon 

Thd Keys 

The D M s  Illustration 
This reinforced portal is enchanted and cannot be opened 
magicdy--even by a knock spell--except with a special set 
of four keys used in the correct manner. Nothing can be 
seen behind the bars, even with magical light or aid. 

The Players' Illustration 
This set of keys found on a long-dead fellow (near his 
shield) are magical and can open an ancient vault full of 
treasure. 

Notes 
The skeleton with the keys once was a guard charged with 
safeguarding a wizard's treasure vault. When the wizard 
was killed, the guard fled, intending to return to empty the 
vault later. However, the guard died before he could do so. 
The PCs find the skeleton and the keys anywhere the DM 
wants to put them. If the ITS speak with dead to the guard, 
he will be suspidous of them and refuse to give any useful 
information. The ruins containing the vault can also be 
placed anywhere. 

The Danger 
The door to the vault lies at the end of a 10-foot corridor at 
least 40 feet long. The door has four magical locks that must 
be opened in the correct manner and in the right sequence. 
A series of magical traps await characters who tamper with 
the door. Knock spells, attempts to pick the locks, and chimes 
ofopening trigger the traps. The DM's illustration shows the 
location of each keyhole. When the proper key is inserted 
and turned the corrrct number of times, a bolt inside the 
door snaps back (open) with an audible click The door can- 
not be opened until all four bolts aTe released. So long as the 
door remains closed, the bolts reset themselves, with a muf- 
fled thud, after five minutes. 

The locks must be opened in the listed order: top, bot- 
tom, right, left. A chacter who breaks the order suffers the 
consequences of tampering with whatever lock he or she is 

ing to open out of sequence. 
Triangle The key with the hiangle opens the top lock. It 

must be inserted and turned counterclockwise three times. 
Improper opening releases an electrical shock that inflicts 2d6 
points of damage (save vs. breath weapon for half damage). 

Square: The key with the square opens the bottom lock. 
The key must be turned clockwise four times. Improper 
opening releases a burning hands effect cast at 18th level 
(ld3+20 points of damage). 

Pentagon: The key with the pentagon opens the right- 
hand lock. It must inserted and turned counterclockwise 
five times. Improper opening causes the character twning 
the key to save vs. petification OT turn to stone. 

Hexagon: The key with the hexagon opens the lefthand 
lock. The key must be turned clockwise six times. Improper: 
opening causes the limb holding the key to wither as though 
struck by a sta,(fojwithm'ng (save vs. spell for no effect). 

The Jermlaine: A colony of jermlaine and giant rats 
infests the corridor near the vault. The traps on the door 

The jermlaine do not attack immediately While the I'C 

steal forth and sabotage the PCs' equipment. If the PCs 
notice the saboteurs, the jermlaine release their giant rats, 

scuttle to the party's rear to attack. 

corridor in front of the door. These nets are 6 feet square, an 
the jermlaine use them to entangle spellcasten during a figh 

becomes severely weakened, the jermlaine release the 
and swarm to the attack, hying to take captives. 

If the PCs don't notice the sabotage and manage 
cumvent the traps, the jermlaine allow the party to loot the 
vault. When the PCs leave, the jermlaine follow and attack 
when the PCs' equipment begins falling apart. This tactic 
gives the jermlaine automatic surprise. 

The j d a i n e  have hung three camouflaged nets above the 

creature 50%. 75% undetectable even if listened or 
watched for; SZ T (1 ' tall), ML 12, XP 15 ea 

Giant Rats (4): Int Semi-, AL NE), AC 7, 
HD Y2, hp 2 each; THACO 20, #AT 1; Dmg 1-3; SA bite I -. 
causes save vs poison or contract a disease, SZ T(Z' 
long), ML 7, XP 15 each 

Rufina's treasure vault contains 500 cp; 330 sp; 1,400 gp; 40 
pp; 15 gems: an amethyst (100 gp), two banded agates (10 g 
each), an eye agate (lO.gp), a citrine (50 gp), a black chlorit 
(IO gp), a violet garnet (100 gp), two pieces of dark p e n  jad 
(500 gp each), a black pearl (1W gp), a rose pearl (500 gp), 
light pink rhodochrosite (IO gp), a jet (100 gp), and a viok 
spessarite (100 gp); a bronze statuette of a lioness (600 gp); 
jewelled silver chalice (200 gp, including four moonstones); 
small jewelled box (300 gp, including six banded agates); 
periapt of wound closure; one other miscellaneous magical iter 
of the DMs choice (but not an item unusable by necrc 
nancers); and a wizard scroll with stone to flesh on it. Als 

.omd are a set of spell books covering spell levels 14. The1 
are five spells of each level, and no spells of the illusion c 

E 





Thh Keys 
Players’ lnformation I 
You found these keys near a long-dead fighter of 
some sort. You don’t know who the unfortunate 
fellow was, but he looked harmless enough. His 
armor and weapons were broken beyond repair, 
but the device on his shield, a pyramid that has on 
one face a pentagon, with the pyramid sur- 
rounded by a hexagon, was unusual. His pouch 
contained a foul-smelling mass of something, 
probably rations gone bad a long time ago. The 
keys you found near his shield are more interest- 
ing. They are made of silver and each is decorated 
with a polygonal “handle.” Each also bears an 
inscription: 

Triangle: ’’I am the first, over the rest. Each 
point against the day I must turn, or Zeus’s ire 
shall you endure.” 

Square: ‘’I am the second, opposite the first. 
Each comer shall have its turn, or fire shall burn.” 

Pentagon: “I sit at the first’s right hand (and 
yours), and go his way plus two, or crude matter 
I shall make of you.” 

Hexagon: “I am last, and oppose the third. I 
turn one-for-one against the last, then one more, 
or your days of youth are past.” 

Rumors 

The unusual device on the shield is the wi: 
ard mark of Rufina de Motre, an infamous necn 
mancer. Rufina reputedly kept her treasure 

under her towel 

The captain of Rufina’s guard was a warric 
named Raoul. He disappeared when Rufin 
finally died. It is said that Raoul held the secri 
to recovering Rufina’s treasure. Several c 
Rufina’s enemies tried to find Raoul, but h 
eluded them all. 

Several years ago, a group of adventure] 
reported finding an ancient portal deep in 
nearby dungeon. They couldn’t open it, bL 
resolved to return to try once more. The adver 
turers were never seen again, but the bod 
of one of their porters was found in th 
dungeons. The pitiful corpse was naked, bounc 
and hairless. 



I m 
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What Lies nder the Rug? 
DM’s lnformatlon to end in a blank wall, but it IS illusory, and the PCs 

can walk right through it. The minotaurs within the 
labyrinth hear and smell the PCs coming down the 
stairs, and two are waiting to ambush the PCs as they 

The DM’s Illustration 

The shaded squares indicate sliding blocks in the walls. 2. Two minotaurs here exit though the northern pas- 
PCs arrive in area 1 (see the DMs map). 
sliding block south to block the passage, 

d through area 1 to charge the PCs. 

3. The four minotaurs in this chamber 
ory wall as the PCs approach this 
hey hear the PCs entering the room, 

they charge. The PCs suffer a -2 on their surprise roll. 

abyrinths walls. However, elves have a chance to 4. A huge sarcophagus rests against the south wall 

ne lid weighs nearly half a ton, but 

n it in the right direction with sufficient strength. 

Players’ Illustration 
moth-eaten Oriental carpet is actually the gateway 

S weapons are ineffective). Note that magical attacks 
could destroy the treasures inside. 

en unrolled in the proper location and under the 

s into a magical staircase that leads into the 

ns eight boltsof silk worth 
ues worth 250 gp each, a 

staff of command (seven charges remaining), and a 

Further, the carpet still functions as gateway to th 
labyrinth so long as it remains intact. Its condition : 
deteriorating, and it is up to the DM to decide ho! 
much more use it can stand. Note that the carpet doc 
not work like a portable hole; if the PCs store item 
inside the labyrinth, then roll up the carpet and carr 
.t away, the items stay behind. The carpet must ‘c 

-4/by weapon type; SA grapple, charge; SD +2 to 
urprise rolls, immune to maze spells; SZ L (7’/2’ 
U); ML 13; XP 1,400 each. 

e4 by TSR. I= #I R i i  R e d  
~ i o n ~ a n t s d o p ~ ~ w m o n i  UIOMIIY. 
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What Lies 1 

I Players’ 1nformatIon 

This Oriental carpet shows unusual workman 
ship, but it obviously has seen better days. Curi. 
ously, it seems to be much heavier than it should 
be. The carpet is 4 feet wide and 9 feet long, yet it 
must weigh close to 300 pounds. 

A closer examination reveals that the carpet’s 
material feels-and smells-like old cloth, but 
you also notice that the floral and trapezoida 
patterns on its surface seem to shift as the lighi 

ianges. 

A solitary old wizard named Shuuc had th 
carpet made. The material in its weave inc 
hairs from a ki-rin’s beard, strands of phas 
der silk, and chimera fleece (presumably ta 
from the monster’s goat head). 

Shuuc was known for preferring the com- 
pany of charmed monsters to that of other peo- 
ple-even other wizards. 

Shuuc never used his considerable 
to build a residence. He seems to have li 
whole life in rented rooms, and often le 
without paying his landlord. Several ti 
dlowed his spell books and other equipm 
be impounded, only to return with knock 
md a host of monsters to stealthily recla’ 
goods. Shuuc’s treasures never have b 
found. 

Shuuc was known to attempt unusu 
mchantments by moonlight, under rainbo 
and in other conditions where the qualit 
light or the condition of the atmosphere 
abnormal. 

Several years ago, an adventurer who ow 
this carpet traveled about asking lots of q 
tions. After a week or so, the fellow disappea 
A month later, another adventurer supposed 
tried to sell the carpet to a merchant in a neig 
boring town. Nobody knows what happened 
the first adventurer. 
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The rla 
DMs Informatio 

k The DM's Illustration 
This illustration shows the efreeti, Ramij Ajjit (posin 
as a friendly djinni), greeting the PCs as they enter hi 

When the PCs light this magical lamp and read t 
ancient parchment they found by its light, they 
open a hidden portal leading into the lair of 
Ramij Ajjit, who has planted the lamp and 

lair. 

The Players' Illustration 

about it to lure unsuspecting mortals to their doom. 

Notes 
Ramij Ajjit's lair lies in a secret desert cave. A hu 
sculpture of a phoenix's head conceals the m 
entrance. When the PCs approach the head, light 
lamp, and read the scroll, the phoenix's beak opens. 
teeth form a wide stairway going up into the cave. 

Once the PCs ascend the stairs and ente 
they see a vast mound of glittering treasure w 

mij standing before it, using his polymorph seffa 
to appear as a bored djinni who is very glad to 

e PCs. He claps his hands together once and bows 
e PCs. He profusely thanks his ancestors and a bei 

e calls "the Great Lawgiver" for sending the PCs 
im and freeing him from his onerous task of defe 
g the treasury of Marrimar Naguub. 
After this joyful salutation, Ramij adds that ther 

a small matter of furnishing the required proofs of 
PCs' claim to the treasure. It can be claimed only 
virtue of blood or "the patronage of Fate." Ramij inte 
rupts himself, however, and hastens to offer the P 
his hospitality, as he has not had guests to entertain 
10,000 years. 

e Danger 
amij Ajjit has no intention of handing ove 
re to the PCs. In fact, he used the lamp and par 

ment to lure greedy characters here so he could r 
and kill them. The glittering mound of riches in t 
cave is nothing but an illusion he has generated. Ra 
cautions the PCs not to touch a single coin without 
leave, as to do so with be an affront to Fa 
would be forced to whisk the treasure off to the City o 

touches one of his illusions it will disappear. The refe 
Brass. (Ramij is well aware that if a living 

Cs surely never could enjo 
idden there ) 

re if  It wer 

, M l l Y  18 

,mimar Naguub 
If the party members play along (or are just gullib 

Ramij bids them to sit down and be refreshed. Wit 
flourish, he produces a plump silk cushion for eac 
PC-he has 12 of these in a bag of holding, but pretends 
to create them to order. Once the PCs are seated, Ramij 
makes a few more theatrical gestures and pots of cof- 
fee and piles of food appear in front of the PCs. All the 
utensils are silver. Ramij is pretending to create the 
food and the dishes, but his jann servants have,entered 
the cave invisibly, with the dishes hidden in their 
clothing. They create the food as they place the dishes 
in front of the PCs. 

poison (no save, onset time 2d4 rounds, victi 
ity scores are reduced by half for ld4 hours . 
tract the PCs while the drug takes effect, Ramij 
the PCs some "illusory" entertainment. Once again, he 
makes a few grand gestures. As he does so his jann, 
two males and two females, appear and begin to 
dance. They use their swords as props. When the PCs 
notice the drug taking effect, Ramij and the ja 
attack. 

If the PCs ignore Ramij's ruse and attack before t 
can be drugged, the efreeti fights while the jann inv 
bly bypass the PCs' front line and engage the par 
spellcasters. 

The food and drink is drugged with a debili 

3-24 (3d8); SA once a day: grant 3 wishes, dete 
mngic, invisibility, enlnrge (as a 10th-level wizard 
polymorph se l f ,  iunll o f f ire ,  create illusion, an 
assume gaseous form; at will: prodrrce Inm 
pyrotechnics; SD immune to normal fi 
damage per die from magical fire; S 
ML 16; XP 8,000. 

HD 6+2; hp 30 each; THACO 15; #AT 1; Dmg 1-8 
or 2d8+3 ( jam scimitar); SA rrente food mid 7unt 
once a day, enlnrgelredirce twice a day, iitvisibili 
three times a day, etherealnees (as the armor) one 
day (for up to 1 hour); MR 20%; SZ M.(7' tall); M 
15; XP 3,000 each. 

The Take 
Ramij .4jjit's actual treasure includes hi 
(capacity 1,500 lbs.), 12 silk cushions worth 20 gp e 
a pair of gold and ruby earrings worth 4,000 gp, 
his platters and other eating utensils, which are w 
a total of 1,200 gp. Further, each jann is wearin 
piece of jewelry worth 300-1,800 (3d6x100) gp. 





The Lamp of arrcimar Naguub 
Players’ Information 7 Rumors 

Far away in the desert to the east, a huge sculpture 
of an eagle’s head stares down at the sand. A vast trea- 
sure is said to lie behind the earle’s head, but no one 

t There’s no telling how old this ancient brass lamp reall 
is. Its tarnished surface and alien design suggest that i 
might have lain unused for centuries. The alwhs c a w s  

Y _I .  - 
on its sides suggest that the lamp bears a powerfu. 
enchantment-but rubbing it and malung a wish pro- 
k e s  no effect 

ever has found an openmg. 

11. 
The anaent parchment found near the lamp speaks or 

a long-dead sha’ir (genie-controlling wizard) namec‘ 
Marnmar Naguub who, lamenhng the fact that Fate hac 
not blessed him with children, hoped fate would ulh- 
mately find his worthy heir in spint-ven If it took ”ten 
hmes 10,000 years.” 

The notes scrawled in the m a r p s ,  next to the flow- 
ing calhgraphy of Marnmar‘s native tongue, read 

head of a p 
it wll be atta rserk fire elemen 

guarded by 

T h e  heirs ofJV\arrimar Naguub 
st must pass the test of grace. 
hey must be generous hosts and 

to the head of the raptor at 
ight on the first mght of th 

oon and read aloud the list of you 





Puz 2 lel3ox 
DM's lnformaKon 

The DM's Illustration 
The illustration shows a partially functional cu 
gate. The two faces through which holes ha 
been drilled are inactive. The other four $3,- 

work. 

The Players' Illustration 
The picture shows the cubic gate as the PCs m 
find it in an obscure shop or in a treasure ho 
It is made of carnelian, a kind of gem-qua 1 

quartz. It radiates conjuration/summoni 
magic. 

Notes 
This cubic gate is a hollow box. Something insi 
rattles when a character shakes it; however, t 
box is not a container, and there is truly no w 
to open it except by smashing it. Breaking 
destroys the box and reveals nothing. Deb 
inside the box from previous misuse and abu 
caused the rattle. 

The Danger 
The cubic gate has three working faces. Once fa 
is keyed to the Prime Material Plane, one 
keyed to a lower outer plane, and the third 
keyed to any plane the DM chooses. The remai 
ing three faces are jammed or broken and a 
permanently nonfunctional. When the PCs b 
experimenting with the box, perhaps try' 
open it, they inadvertently create a nexu 
lower outer plane, and an imp steps through. 

An evil extraplanar power has sent the imp 
steal or destroy the cubic gate to prevent medd 
some adventurers from getting access to t 
plane. The imp has used one pinch of its dust 
disappearance and is all but undetectable whe 
arrives. The PCs cannot see the imp unless th 
are using dust of appearance. 

The imp carries out its mission by droppin 
2d6 missile from its necklace of missiles onto t 
cubic gate. Alert characters might briefly see t 
missile at it leaves the imp's hand; otherwise 
appears that the box has exploded in a fireb 
Note that this attack could destroy the gate 
PC is not holding onto it or if the PC holding 
cubic gate fails his or her saving throw vs. t 
ball. 

After this first attack, the imp waits a round o 
two for the PCs to begin wondering what hap 
pened. The moment a PC begins examining o 

experimenting with the cubic gate again, the imp 
drops a 4d6 missile onto the cubic gate. If the 
group continues to persist in fiddling with the 
cubic gate, the imp responds by dropping a 6d6 
missile onto it. 

Once the PCs decide the cubic gate is danger- 
ous or after the imp explodes its 6d6 missile, the 
imp uses its suggestion power. It chooses the PC 
who is the most bored, angry, or fearful about the 
cubic gate and suggests that the item is dangerous 
and ought to be destroyed immediately. If the PC 
chosen has been particularly vocal about not 
playing around with the cubic gate, a penalty to 
the saving throw vs. spell against the suggestion 
is in. order (see the suggestion spell description in 
the Player's Handbook). 

If this initial attempt to destroy the cubic gate 
fails, the imp stays near the PCs. It follows the 
character who carries the cubic gate, hoping for a 
chance to steal or destroy it. 

Even if the imp succeeds in destroying the 
cubic gate, it tags along with the PCs for awhile, 
using its suggestion power to harass the PCs. In 
either case, it uses its remaining dust of disappear- 
ance sparingly, depending on its natural invisibil- 
i t y  power to remain undetected as much as 
possible. 

Imp (1): Int Average; AL LE; AC 2; MV 6, F1 
18 (A); HD 2+2; hp 11; THACO 19; #AT 1; 
Dmg 1-4; SA poison, at will: polymorph into 
raven or rat form, detect good, detect magic, and 
invisibility; once a day: suggestion; SD immune 
to fire, cold, and electricity, regenerate 1 hit 
point a round; MR 25%; SZ T (2' tall); ML 8; 
XP 1,400. Magical Items Carried: Dust of disap- 
pearance (4 pinches), necklace of missiles (5 mis- 
siles: two 2d6 missiles, two 4d6 missiles, and 
one 6d6 missile). 

The Take 
If the PCs defeat the imp, they can keep what- 
ever treasures have survived the encounter. This 
most likely will be one or more pinches of dust of 
disappearance, the necklace of missiles (provided 
there are any unused missiles), and perhaps the 
cubic gate itself. 

*l 
* 



a 
arii 

a 

a 

. .& 



Box 
Rumors 

This curious little box decorated with geometr’ 
patterns and embossed wreaths of leaves i 
about 4 inches square. Its surface is smooth an 
very shiny. It looks almost like old wax, but fee s 

J 
as smooth and cool as stone. 

Something inside the box rattles when yo 7 

ick it up. And holding the box up to the ligh 
veals shadows in the interior-there is n 

telling what the contents are. 
There seems to be no way to open the box, b 

you can feel joints along each edge. Perhaps slid 

You also can see where several sides of the bo 

The serpents and cranes decorating the box 
represent energy, mystery, longevity, and dili- 
gence. 

Magical puzzle boxes test a character’s 
patience and insight. They always defeat the 
foolhardy. 

Ito Shi, a dwarven artisan from the land of 
Kara-Tur, is said to have constructed 200 puzr’- 

A rogue named Dahle the Eel once stoli 

boxes, each containing a different magical char 

’ 

i Players’ Lnformation 

ing or twisting the faces will reveaI what is 

have cracked, as i f  they had been 

The lanyard attached to the box 
through a hole that appears to have 

. box very similar to this one-perhaps it was thls 

low thieves for not being able to ope 
one. He became a laughingstock amon 

vanished some time later. 

exposed to great heat. 

in the box long after it was made. 
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Greater Than th Sum of Its Parts 
DMs Infonnat€on 
The DM’s Illustration 
These two maps show the ki-rin‘s mountain and the 
ambush spot where the ogre mage attacks. 

The. Players’ Illustration 
This golden locket holds half a silver coin given to a 
deserving mortal long ago. If the PCs can discover its hue 
meaning, they can claim a favor from Lunguma Ikauuchi, 
one of the descendants of the ki-rin who originally pre- 
sented the coin. 

Notes 
During their battles against evil, the Lunguma family met 
several people who impressed them with their valor and 
goodness. Many generations ago, one of Ikauuchi‘s ances- 
tors broke some silver coins in two and gave the pieces to 
deserving morals he knew. Thewhalf coins were tokens of 
the Lunguma family’s esteem and could be redeemed by the 
holder for a favor at any time. Most of the coins were 
redeemed within a single generation, but one was lost- 
until now. 

To claim a favor, the holder of a coin must p a n t  it in the 
name of the origmal holder to a k-M of the Lunguma family 

This, however, is easier said than done. The PCs must use 
a legend Ion spell or consult a sage to learn the coin’s history 
and purpose. Once they know the coin’s history, they still 
must locate Lunguma Ikauuchi’s lair, which easily might 
require a second legend Im spell or consultation with a sage. 

The Danger 
Lunguma Ikauuchi’s lair lies at the peak of a remote and 
towering mountain. To reach it, the PCs must traverse half a 
continent or more, then fly or climb to the mountain’s mst. 
The peak is continually shrouded in clouds and snow- 
storms. 

On the way, Shi-tchepn, the ogre mage mentioned ear- 
lier, and her baud of ogres waylay the PCs in an attempt to 
steal the coin. The ogre mage knows about the l” inquiries 
regarding the coin. She hopes to u5e the coin to force 
Lunguma Ikauuchi into doing her a favor that will cause the 
h-rin as much embarrassment and anguish as possible. 

Shi-tchee-pn uses her polymorjh self ability to appear as 
an elderly human who has lost her horse. She explains that 
the area of the country the PCs have e n t e d  is the domain of 
an eccentric copper dragon who insists that all travelers 
must go single file. When she failed to heed this request, Shi- 
t c h e p n  explains, the dragon killed her horse and her ser- 
vants. If the PCs decide to form a single file line, 
Shi-tcherpon uses her cone of cold on the entire party, then 
calls her ogres to the attack. If the PCs defeat the ogres and 
Shi-tchepn escapes, she tries to waylay them again while 

the PCs are searching the mountain for Ikauuchi’s lair. 
A clan of yeti also share the upper reaches of Ikauuchi‘s 

mountain, and the Fcs must deal with them before they can 
search for Ikauuchi’s lair. 

Ogres (4): Int Low; AL CE; AC 5; MV 9; HD 4+1; hp 19 
each; THACO 17; #AT 1; Dmg 14+6 (club) or 1-10; SA 
+2 to attack roll from Strength; SZ L (9’+ tall); ML 11; 
XP 270 each. 

Ogre Mage (11, Shi-tchee-pon: Int Exceptional; AL LE; 
AC 4; MV 9, Fl15 (B); HD 5+2; hp 27; THACO 15; #AT 
1; Dmg 1-12; SA at will: fly (for 12 turns), inuisibilif:y, 
cause darkiiess i n a  10’ radius, polymorph self into 
humanoid form; once a day: cone of cold (60’ long, 20’- 
diameter at terminus, 8d8 points of damage), gnseoiis 
form, sleep, and charin persoi~; SD regenerate 1 hit point a 
round;SZL(lO’/z’tall);ML14;XP650. 

Yeti (7): Int Average; AL N; AC 6; MV 15: HD 4+4; hp 
24 each: THACO 15; #AT 2; Dmg 14/1-6; SA squeeze 
(2d8 points of cold damage if a claw hits on a 201, para- 
lytic gaze; SD immune to cold, suffers extra 50% dam- 
age from fire, invisible in snow and ice unless observer 
within 10’; SZ L (8’ tall); ML 13; XP 420 each. 

Ki-Rin (l), Lunguma Ikauuchi: Int Supra-genius; AL 
LG; AC -5: MV 24, F148 (B): HD 12; hp 60; THACO 9; 
#AT 3; Dmg 2-8/24/3-18; SA psionic abilities (see 
Monstrous Manual), converse telepathically with any 
intelligent creature; spells as 18th-level mage (see Mon- 
strous Manual); c o n e  things or magic of the sky or air 
are double strength or damage: once a day: create fwd 
and beverages, cFate sofi goods, create wood or metal, 
items, generate illusion, assume gaseous fnrm, wind rualk, 
summon twfher,  and call lightning; SD nearly impossible 
to surprise, enter Ethereal and Astral Planes at will; M R  
90%; SZ H (13’long); ML 18; XP 11.000. 

The Take 
If the PCs present their half coin to Lunguma Ikauuchi, 
they can request any one favor that is within the ki-rin’s 
power, so long as the favor is not contrary to Ikauuchi’s 
lawful good alignment. The ki-rin has no intention of 
allowing himself to be manipulated by evil beings who 
happen to find the coin (Shi-tchee-pon learns this the hard 
way if she steals the coin from the PCs). The locket con- 
taining the half coin is merely a container, and the PCs can 
keep it after claiming their favor. It is worth 1W gp. 

If the PCs defeat Shi-tchee-pon and her ogres, they 
gain 10-40 (ld4x10) gp from each ogre and an emerald 
necklace worth 6,000 gp from the ogre mage. 

“1994 by TSR, 1°C AI1 Rights Resewed 
Pamlssbn granted m phomcapy lor pnonal use only. 6 





Greater Than the Sum of Its Parts 
Players’ lnformation Rumors 

is antique golden locket might be worth a littl The coin is at least 1,000 years old. It coul 
have been cut at any time since it was minted, b 
probably no more recently than 200 years ago. 

The creature pictured on the locket’s lid is a 

our ancestors, Lunguma, I present this toke 
or. Grant me whatever ancie A valiant knight once owned a cut coi 

power over the elements. 

The infamous counterfeiter, Deynus GI 

way when spent. It is said that Deynus was p 

Funny you should ask about silver coins 
in half. A female dwarf was just in here inquir 
if anyone had dropped by to ask questions ab 
cut coins or ki-rim I didn’t like her looks ver 
much. 





DMs Information 

Thd Note 

The DM's Illustration 
This is a map of the Huvergil estate, where a clan 
dopplegangers are d n g  things. 

The Players' Illustration 
This shows an old tin plate. Ian Huvergil wrote a me 
sage on it after he was captured by dopplegangers se 
era1 years ago. 

Notes 
Ian Huvergil traveled widely, pursui 
import/export business. He became well kno 
respected in many places. The PCs will have no 
culty learning where his estate lies (the location 
out of the players' section so the DM can place the esta 
anywhere in his or her campaign world). 

The dopplegangers killed Ian as soon as they learn 
enough about his family and business to take over. On 
in place, they killed the rest of Ian's family Now I 
business is really flourishing. It ought to be-' 
Huvergil" can literally be in several places at once, ma 
ing deals and reaping the profits. 

The Danger 
If the PCs visit the Huvergil estate to inquire about 
note, Ian and Flax Huvergil receive them in person 
pay the 1,ooO gp reward promised in the message. The 
people, and almost everyone else on the estate, a 
dopplegangers. The dopplegangers offer the PCs jobs 
couriers. Ian also offers the PCs accommodations for 
night so they can depart the next morning with a pac 
age. During the night, the dopplegangers attack t 
PCs-they are afraid that thePCs might discover w 
and what they are. 

If the K s  accept the invitation to stay the night th 
are led to the tower in the northwest comer of the 
house. They are given separate moms on the to 
Each PC is provided with a tub of hot, soapy water 
a set of fine, freshly laundered clothes. The par 
inviied to bathe and join the family for dinner. 
dopplegangers give the PCs about five minutes to 
bathing or changing clothes, then attack. Four doppl 
gangers remain in the corridor while two doppl 
gangers enter each Pc's room and attack to kill. 

If the PCs decline the offer, four dopplegangers pl 
two dopplegangers per PC follow the party when 
leaves the estate. They wait until the party splits up 
do routine tasks (such as buyingequipment) th 
attack. If the dopplegangers kill a PC quietly, th 
impersonate that character to make further attacks 
the party easier. 

Inside the Estate 
1. Gatehouse: This stone and timber building is 

built right above the estate's main gates. Six guards, 
all dopplegangers, live here. 

2. Stable Three grooms (all human) tend the ani- 
mals here under the supervision of the coachman (a 
doppleganger). 

3. Manor House: This two-story stone building has 
a staff of eight servants (all human). In addition to the 
guards in the towers (noted below), there are 11-22 
(ld12+10) dopplegangers here at any given time, pos- 
ing as merchants involved in the Huvergil family 
business. 

The tower in the southeast corner is three stories 
high; eight archers (all dopplegangers) live here per- 
manently 

The tower in the northwest corner is four stories 
high, This tower contains guest rooms and a barracks 
for eight doppleganger guards. 

4. Warehouse: This stone building is crammed with 
assorted goods. Ledgers detailing its contents are kept 
in the manor house. 

5. Servants' Cottages: The estates' nondopple- 
ganger servants live in these buildings. 

6. Chapel: A doppleganger priest lives here. 

7. Family Cemetery: Three generations of Huvergils 
lie here. Several unmarked graves hold Fleur Huvergil, 
four of her sons and daughters, and various servants 
the dopplegangers killed and replaced. Ian Huvergil's 
body is not here (it is buried near the place where the 
PCs found the plate). 

Dopplegangers (46): Int Very; AL N; AC 5; MV 9; 
HD 4; hp 19 each; THACO 17; #AT 1; Dmg 1-12; SA 
surprise, ESP; SD immune to sleep and charm 
spells, saves as 10th-level fighter; SZ M; ML 13; XP 
420 each. 

The Take 
A hidden cache of gold in the manor house holds 1,245 
gp worth of assorted coins (this is in addition to the 
1,000 gp reward). "Fleur Huvergil" wears 2,000-5,000 
(ld4+1x1,000) gp worth of jewelry. The warehouse 
contains goods worth 3,000-36,000 (3d12x1,OOO) gp. 

e 





Players' lnformaKon 

ew years. The message crudely scratched into 
surface, however, still seems urgent: 

near [text unreadable] anb receive 

n made by wagon wheels. This suggests that 
plate originally was dropped or thrown into 

e road, perhaps from a moving wagon. 





When 
DMs InformaKon 

the 

The DM’s Illustration 
This shows the bell of panic, a magical item similar to 
drum of panic. The bell hangs in a ruined tower of Castle 
Bheldburg. The inset diagram shows the shaft where the 
bell hangs. The map depicts the ruins of the castle where 
the bell hangs. 

The Players’ Illustration 
This shows a V L ~ W  of the ruins where the bell of panic 
hangs 

Notes 
An order of paladins once owned and maintained Castle 
Bheldburg. They accumulated a large treasure, and used 
it to support their order’s efforts in many areas. The bell of 
panic was the castle’s last defense. It was hidden in a 
secret chamber in the keep‘s upper walls. The bell rope 
ran down a hidden shaft, and could be accessed through 
secret doors dn several floors. When attacked, defenders 
inside the tower could pull the rope and magically 
frighten the attackers away. 

One day an army of bandits bribed a servant to climb 
into the shaft and cut the rope so that the defenders could 
not ring the bell. Although the defenders took a heavy toll 
on the attackers, eventually the paladins were defeated. 
After the battle was over, the attackers fell to squabbling 
over the castle’s trrasures and killed each other. 

The bell is still hidden in the keep walls. Particularly 
shnng gusts of wind can penetrate cracks in the SeMt com- 
partment and cause the bell to sound. The party can find 
the bell by searching the keep’s interior walls for secret 
dwrs. This meals one of the hidden portals that once con- 
cealed the shaft containing the pull rope. The rope’s moldy 
mmains still lie at * e  bottom of the shaft. Alternatively, the 
FCs can find the bell by flying or climbing to the top of the 
keep and semhinc for secret doors them. This also reveals 

a fighter so he can go slay the wights If t b  attempt fa 
he materiallzes and orders the PCs to flee ”thls cursed a 
benighted place of traitors, or be counted as traitors y 
selves ” The ghost attacks any PC who does not comp 
turned or reduced to 10 hit points or less, the ghost vatl 

ghost that all the wights have been slain, the gh 
departs, never to trouble the mortal world again. 

cold-based attacks, poison, a 
tall); ML 14; XI’ 1,400 ea&. 

51; ?HAC0 11; #AT 1; Dmg age 1 W  yean; SA magic jur, 
sight causes save vs. spells or age 10 years and flee in 

by silver (half damage) or magical weapons (full dam- 
age), immune to sleep, charm, hold, cold-based attacks, poi- 
son, and paralysis; SZ M (5 ‘4 ’  tall); ML special; XF 7aW. 

The Take 

40-foot radius, and the bell’s fear effect has a 240-foot radi 
Between them, the 20 wights have the following 

sonal treasure: a chaotic szuord +2 (special ability 1 

rk green jades (50 gp and 100 gp), two zircons (50 

lows will uncover the treasure that is still, buried below 
the keep. Generally, the wights hide in the ruins and do 
not venture out during daylight, even to attack the PCs. If 
the party begins digging in the ruins of the keep;how- 
ever, the wights attack no matter what time of day it is. 

The ghost of Castle Bheldburg’s sergeant-at-arms also 
haunts the keep. This former paladin became very bitter 
when he learned that a servant had beacherously cut the 
bell rope. This spirit cannot abide the fact that enemies 
.still occupy the ruins, and he longs to drive them away. 

keep if they dig through the rubble for a full day. It includ 
1,000-4,OOO (ld4x1,000) copper pieces. 
300-700 (ld4+2x100) silver pieces. 
200-700 (ld6+1x100) gold pieces. 
100400 (ld4x100) platinum pieces. 
Two full jars of Keoghtom’s ointment. 
A rod ofresurrection (12 charges). 
A clerical scroll of three spells: cre, 

A potion ofhealing (sparkling and orange colored), 
upon holy might, and cure poison. 





When the Bell Tolls 

Players’ lnformat€on Rumors 

This old ruin sure looks eerie in the moonlight. 
The flame-blasted stone and scattered bones are 
a testimonial to the epic battle that must have 
raged here once. 

A restless breeze adds to this place’s brooding 
atmosphere. The wind makes ghostly whistles in 
the shattered stone, and it creates an uneasy 
rustling in the tall grass and briars that have 
overgrown the ruins, then died. Strong gusts of 
wind produce an even more chilling sound. 
Somewhere within the main keep’s broken bulk 
a spectral bell tolls. Its ringing sends icy shivers 
down your spine, making you want to tum and 

The ruins are all that remains of Cast1 
~ Bheldburg, a fortress that once belonged to ail 

order>of holy knights. 

Over the years, the knights became cor- 
rupted by all the treasure they had gained i 
their various quests. They lived in splendor an 
forgot most of their vows. They hid portions c 
their treasures in small but strong castles thz 
were scattered all across the world. 

Castle Bheldburg fell when rival knight 
came seeking the treasure hidden there. The 
battered down the outer wall but could not tak 
the keep. Whenever they threatened to break iI 
x bell inside the keep would sound and most of 
the troop would flee in fear. 

The attackers fell back, then bribed a servant t 
cut the bell rope. The strategy worked, and th 
keep fell. The knights would not give up thei 
treasure, even in death, and hordes of new1 
risen undead drove the attackers away befor 
hey found so much as a copper piece 

n from this forsaken place. 

The knights of Castle Bheldburb IIsvcI uI’ 

rget their vows. Nevertheless, rumors that the 
ad accumulated a great treasure brought a 

umy of brigands to their gates. The brigand 
failed to storm the castle, so they won their wa 
inside through treachery. Even now the spirits c 
the brigands stalk the ruins, searching for the trei 
jure they never found. However, the treasure th 
brigands had looted from the countryside does li 
ter the ruins. 

A vampire lord and his minions rule th 
ruined castle. An artifact, a great golden bell, 
holds the undead within the boundary where the 
castle’s walls once stood. If the bell ever falls from 
the tower where it hangs, the castle’s undead will 
be free to ravage the neighboring lands. 
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DMs Informat€on 

The Great Stone Face 

The DM's Illustration 
This is a close-up view of the great stone face. The cur- 

away view shows the layout of the caverns the face bides. 

The Players' Illustration 
This shows the great stone face as the player characters 
might see it. 

Notes 
Long ago, an ancient civilization built a huge idol in the 
shape of a gargantuan humanoid visage, perched high on 
the face of a sheer diff. Pilgrims made the difficult climb up 
the cliff to speak to the idol. A cadre of priests tended the 
idol and spoke to pilgrims through a speaking tube. 

The civilization fell, and the idol remained disused for 
many centuries, though a few survivors from the civiliza- 
tion's collapse still lived a primitive life as cavemen in the 
valley. For a time, an evil wizard used the priests' quarters 
as a hideout and laboratory. The wizard used the idol to 
play on the cavemen's superstitions, fordng them to serve 
him. Eventually, however, the cavemen d h v m d  the wiz- 
ard's deception and killed him. 

Today, a will 0' wisp and a behir share the cave behind 
the idol. Since neither can hurt the other, they have settled 
into an uneasy truce. Cavemen still dwell in the valley, and 
the two monsters have convinced them that the angry spmt 
of the wizard haunts the idol. 

The Danger 
To examine the idol, the PCs must first traverse the valley 
where the cavemen live. As they do so, a hunting party 
comes to meet them. The cavemen are not hostile. but they 
are very suspicious of outsiders, espmaUy wizards. Player 
character wizards who are rude or who try to frighten the 
cavemen earn a volley of poisoned javelins for their fnoubles. 

To further complicate maters, the cavemen speak no 
common, only a degenerate version of the old avilization's 
language. A PC who speaks one or more ancient languages 
might be able to communicate with some difficulty; other- 
wise, the party must use hand signals or a tongues spell. 

The cavemen want to know why the Pcs are here. If the 
Pcs ask about the stone face, the cavemen say it is an anaent 
p l a m n c e  great, but now only haunted by evil spi&. 

To reach the idol, the PCs must fly or climb the cliff. 
Climbing requires the rogue climbing ability or the moun- 
taineering nonweapon pmfiaency and twls. The cavemen 
h o w  how to climb the cliff and can be persuaded to ferry 
the party up for the price of several metlll twls or weapons. 

Once the PCs reach the idol, the will 0' wisp uses the 
speaking tube to address the PCs in common. Its voice 
sounds particularly ghastly, and any cavemen with the 

uarhi flee when they hear It. (The WIII 0' WISP IS one of the ilr)r 
. I  

exceptional members of its species that has mastered the 
skill of vibrating very quickly to produce audible speech.) 

The will 0' wisp can view the party through the idol's 
glass eyes and through a series of minors in the idol's nose. 
The wisp's glowing body makes the eyes appear to glimma. 
The only access to the cavern beyond the idol is thmugh the 
idol's open mouth, an entrance that the behir has blocked. 

The Fcs can crawl though the idol's mouth one at a time, 
but the behir attacks, b i k g  with a +2 attack bonus. 

If the PCs start casting spells, the behir sticks its head 
out the face's mouth and uses its lightning bolt on the 
spellcasters (and on as many other Fcs as it can). Once a 
fight starts, the will 0' wisp passes through the mouth of 
the idol and attacks, retreating back inside when it is 
reduced to 15 bit points or less. 

If the PCs force their way through the idol, the behir 
uses all its attacks, while the will 0' wisp uses its inuisibil- 
ity and flying powers to harry spellcasters. 

(spear) or ld6 (hand axe); SA poison; SZ M; ML 9; XP 120 
each. Weapons Carried: Javelins tipped with type C poi- 
son (a), spear, hand axe. 

Behir (1): Int Low; AL NE; AC 4; MV 15; HD 12; hp 60; 
THACO 9; #AT 2 or 7; Dmg 2d4/1d4+1 or 2d4/6xld6; 
SA lightning bolt once a hun, swallow opponents whole 
on an attack roll of 20; SD immune to electricip and po' 
son; SZ G (40' long); ML 15; XP 7,030. 

Will 0' Wisp (1): Int Exceptional; AL CE; AC 43; MV 

SD immune to most spells, become inui 
muds at a time; SZ S (3 1; ML 17; XP 3,OM) 

The Take 
The idol is 20 feet high, 14 feet wide, and 4 feet thick. It is 
carved from a slab of lapis lazuli and, intact, it is priceless. 
It also weighs at least 20 tons. If the idol is reduced to rub- 
ble, the PCs can recover 10-100 (10d10) gem quality 
chunks, each worth a base 10 gp (see the Gems subsection 
of the treasuretables in the DLINGEONMASTER@'Guide). 
The remaining fragments are worth 500 gp a ton. 

Inside the cave, the PCs find spell books for a 14tl 
level transmuter (covering levels 1-7, containing s 
spells per level for levels 1-5 and four spells per level 6 
levels 6-7. and containine no abiuration or necmmanG " 
spells), a censer of controlling air elemental 
containing 2,782 gp and 83 pp. 

-1994 by TSR. Inc. All Righis RBSeIYed. 
PBrniS8b" granted to phaompy 101 perSona1 use only. 





The Great Stone Face 
Players’ Information 

What is that enigmatic stone face? For what pur- 
pose does it cast its majestic gaze over this lush 
valley? 

The sculpture appears to be about 20 feet high. 
It is located over halfway up the side of a cliff 
face several thousand feet high. (Distances are 
hard to judge in this terrain.) The face’s eyes 
seem to twinkle or glow eerily from time to time, 
but perhaps that is a trick of the light. 

Rumors 

This area once was the domain of a wiza 
called Wembur of the Blue Face. The scul 
might mark the entrance to dungeons that s 
as his lair. 

Many parties of explorers have disappear 
in this area while looking for the lost city 
Koontz Ur, a glittering metropolis built by a va 
ished civilization. The stone face could be a 
left over from that civilization. It could eve 
the gateway to Koontz Ur! 

The primitive people in this area are kno 
to venerate benevolent spirits who live in 
mountains. Many sages believe these “spirits” to 
be couatl. The stone face would be a good place 
for a couatl to meet people without revealing 
itself. 

Dwarves are known to take unusual form 
tions of natural rock and work them into colos 
works of art. The face could mark the location 
a dwarf clanhold. 
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The Font of Ne\; 
DMs InformaKon 

The DM's Illustration 
These fearsome visions might await adventurers who 
seek the Font of Never-Ending Potions. 

The Players' Illustration 
These pages from the notebooks of Shibastian Avital, a 
legendary alchemist, give crude directions for locating 
the font. 

Notes 
Deep in a sylvan forest lies an enchanted spring. The 
spring bubbles up to fill a basin of carved marble about 
l'h feet in diameter and 8 inches deep in the center (hold- 
ing about two gallons). Its watem have several powers: 

Drinking the water directly from the spring p e m -  
nently turns the drinker into a minnow in the pool. 
There are 3 4  (ld4+2) minnows in the pool at any given 
time. The victim must make a system shock roll to sur- 
vive the transformation, but there is no saving tlmw. 

Removing the water from the spring in a cup or 
other container and drinking it immediately allows the 
imbiber to change form once, as if she or he welp using a 
polymorph self spell. However, the victim is permanently 
stuck in whatever form he first assumes. 

When the water is removed from the spring and 
allowed to age one hour before it is consumed, the water 
acts just like a potion ofpolymorph self. 

When the water is removed from the spring and 
allowed to age a full day, it loses all its magical proper- 
ties. A silver coin added to the container keeps the water 
potent at the "aged one hour" level for a week. 

When drinking directly from the spring, even a small 
sip produces the polymorph effect. A character must 
drink at least one pint of water from a container before 
there is any effect. A successful dispel magic spell ends 
the water's effects. A character permanently trans- 
formed by the water must make a system shock roll to 
survive the change back into his or her normal form. 

The Danger 
A small band of pixies lives near the spring. They 
delight in harassing adventurers who come searching 
for the spring. They regard themselves as the spring's 
protectors and do not look kindly on anyone who 
drains it dry Typical pranks the pixies might play on 
the PCs include: 

rer :-End€ng Pot€ons 

ance of the "dragon" itself. When the dragon appears, 

disorient the PCs and simulate the dragon'sfear aura. 
If the PCs parley with the dragon, the pixies use their 

ESP powers to determine which possessions the party 
holds most dear. The dragon then demands these as a 
payment for safe passage. 

If the PCs attack the illusion, the dragon blpathes, and 
the pixies fire volleys of their sleep anows. 

Creating the illusion of a beautiful maiden. The p 

the PCs agree, the maiden's face transforms into that o 

Casting dispel magic on the spring's minnows. If t 

spring, they cast dispel magic. This transforms them 

arrows, special arrows (war arrow, sleep, memory 
loss-see the Monstrous Manual), become visible or 
polymorph self at will, once a day: create illusions, 

tall); ML 11; XI' 650 each. One of the pixies 

The Take 
The tall grass around the spring is littered with 5 

potion of polymorph seffat a cost of 175 gp a potion. 
If the PCs cast dispel magic on the minnows in t 

return for their hwdom. 
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Players' lnformation 

The Font of Never-Ending Potions 
Rumors 

Time has not been kind to this hoary old tome. 
Dampness and mildew have made most of the 
pages stick together. However, a bookmark helps 
you pry open the tome. The page is torn and 
much of the ink has smeared, but you can just 
make out a crude map and a few notes: 

"1 founbe ye fonte of neour- 
nbeing potions just mhere ye olbe 
ipsi momin fortolit yt modbe 
ee.... Cakine uttmoste cair, 1 tooke 

a meuure of the presisous flemibe 
e ye basinn anb mithbreu .... 

is mater ganes the pomer of 

ore modem translation might read: 

found the Font of f lever-  
'ng Potions just wheve the 

an  said i t  would 
the utmost cave) J 

took a measure of the precious 
jluid from its resting place and  
withdrew .... IZ;rake especial 

a re  not to offend the wee folk/ 
who hold the waters in the 

hest esteem.. . . [Dlrinking 
tows the power to 

There is a magical fountain hidden deep 
within the forest. Its waters have miraculous 
powers, but a shapechanging nixie jealously 
guards the place. 

A cunning and deceitful green urdgon lurks 
in the woods near the fountain. It can be bribed, 
but it also preys upon travelers who have fa1 
under the fountain's spell. 

Mortals can drink only the smallest qua 
ties of water from the fountain. A deep draft 
drive a person permanently insane. 

Carrying water away from the fountain i 
glass bottle is sure to bring bad luck unless 
put a silver piece in the bottle before filling it. 

Three drinks from a magic well that lies 
beneath the oaks will give you wisdom, health, 
and the storyteller's gift. But beware! You must 
tie a new shirt to the branches of the oak or the 
dramn of the well will eat you. 
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In a Glass Darkly 
DMs Information 

e DM’s Illustration 
s a map of the vampires’ la.. 

e Players’ Illustration 
s minor marks a portal into a vampires’ lair 

mirror of mental prowess inside the vampires’ lair 
rms the portal. Jakob, the master vampire, uses the 
irror to scry the room where the PCs are located; this 
rms a two-way portal between the lair and the PCs’ 

m. Since Jakob wants the characters to find the por- 
he has marked it with the false mirror in the mom 

he false mirror is a glassteeled glass panel with an 
ge of the room painted on its back side. Anything 

ihere the PCs are. 

uching the mirror passes into the lair. 

e Danger 
en the PCs enter the lair, the vampires and their 

servant, Michael, attack. 
en the FCs step through the portal, they find Mari- 

ho look like a normal, pretty woman, waiting in 
gantly furnished room hung with tapestries. 
el is hiding behind the tapestries. Marianne 
s and dashes through the archway to the east. An 

ble glamer produces the sound of retreating footsteps 
‘le Marianne assumes gaseous form and escapes 

rough holes in the ceiling. When the PCs leave the 
, Michael commands the mirror of mental p”wess to 
scrying. This closes the portal and traps the PCs in 

e lair. The subterranean lair has no physical exits bigger 
an a human’s index finger. There is a spiral staircase 
ading to the surface, but it is blocked with rubble. The 
s can leave only by slaying Jakob and getting his rod of 
sage, or by capturing Michael and forcing the com- 

If the Fcs attempt to follow Marianne, they eventually 
ch a dead end with three doors (entrance to C1, see 

). Jakob opens the door to C1 and attacks. While he 
p6 the Fcs busy, Marianne attacks from behind the PCs. 
f turned or reduced to 10 hit points or less, the <an- 

res assume gaseous form and retreat to their coffins, 
hi& are hidden behind brick walls with no doors on the 
per level-the’vamp&ts reach the coffins by becoming 

s. The ITS can reach the coffins by t m g  out the 

d word for the minor from him. 

01990 b, TSR. Inc. All Rights Resewed. 
emwon granted m photocaw lor pemnal use only. 

(ld6+4)+energy drain; SA spells as 11th-level wiz- 
ard, +2 to attack roll due to Strength, spider climb. 
gaze causes charm (save vs. spell at -2 negates), 
summon rats, summon bats, summon wolves, 
assume gaseous form, shape change into bat; SC 
+l or better magical weapon needed to hit, 
immune to poison, sleep, charm, and hold, half dam- 
age from cold or electricity, regenerate 3 hit points 
a round; SZ M (6’ tall); ML 16; XP8,OOO. 
Spells: 1st Level: Grease, hold portal, magic missile, 
unseen servant; 2nd Level Detect invisibility, dark. 
ness 15’ radius, mirror image, shatter, blindness; 3rd 
Level: Slow, lightning bolt (x2), hold person; 4th 
Level: Confusion, wall of ice, fumble; 5th Level: Fee- 
blemind, telekinesis, cloudkill. 
Magical Item: Brooch of shielding (34 charges). 

Vampire (l), Marianne: Int Exceptional; AL CE; AC 
0; MV 12 Fl18 (C); HD 8+3; hp 39; THACO 13; #AT 
1; Dmg 5-10 (ld6+4)+energy drain; SA spells as 
5th-level wizard, +2 to attack roll due to Strength, 
spider climb, gaze causes charm (save vs. spell at -2 
negates), summon rats, summon bats, summor 
wolves, assume gaseous form, shape change intc 
bat; SD +1 or better magical weapon needed to hit, 
immune to poison, sleep, cham, and hold, half dam- 
age from cold or electricity, regenerate 3 hit points a 
round; SZ M (5’ tall); ML 16; XP 5,000. 
Spells: 1st Level: Audible glamer, color spray, grease, 
venhiloqnism; 2nd Level: Invisibility, de‘tect inuisibil- 
ity; 3rd Level: Nondetection. 

Human (l), Michael: Int Exceptional; AL N; AC 
10; MV 12; H D  6 (W6); hp 18; THACO 19; #AT 1, 
Dmg 1-4 (dagger); SA spells; SZ M (5’ tall); ML 10 
XF 975. 
Spells: 1st Level: Shield, audible glamer, uentrilo- 
qnism, magic missile; 2nd Level: Detect inwisihilitu 
rope trick; 3rd Level: Dispel magic, lightning bo 

I - 
The Take 
Jakob’s coffin holds 1,000 cp, 800 sp, 1,000 gp, 1,l 
pp, 10 gems, a spear +I, and a rod ofpassage (12 charge 
Michael carries a potion of plant control, a potion ofai 
mal control (all types of animals), an elixir ofmadne 
and a wizard scroll with comprehend languages on it. 
the DM desires, Michael’s, Marianne’s, or Jakob’s sp 
books may also be found in a small secret alcove nc 
the coffins. Such spell books would reflect knowled,- 
of the spells taken in this encounter and other spells 
appropriate to the owner’s level. Of course, the 
entrance chamber holds a mirror of mental prowess. 





Players’ Information 

This nondescript room is empty except for a full- 
length mirror mounted on a wall. You can see the 
mm’s  four walls, floor, and ceiling reflected in the 
minor, but you cannot see yourself. 

The mirror is about 7 feet tall and 3 feet wide. It 
is mounted in a heavy frame made of iron and 
does not seem to be in the least bit unusual- 
except for the fact that you cannot see your reflec- 
tion in it. 

In a Glass Darkly 

Rumors 

It is said that a hero can reap a great reward 
gazing into the depths of ”The Faceless Mirror”! 

have come and gone through her mirror. 

This area once was the home of Mad Bar 
Jakob, an eccentric wizard known for his tr 





Monument 
DMs In€ormat€om The Danger 

A chamber about 40‘ square lies under the stah 
Alcoves in the left and right walls contain fi 
resistant mummies that guard the treasure va 
The vault lies behind an 8-foot-wide portculli 
the center of the wall opposite the stairs. 

Valphazaur, the beholder, floats behind the 
portcullis, aiming his anti-magic ray at the PCs. 
As the owner of the treasure in the vault, Val- 
phazaur can command the mummies. The PCs 
can maneuver out of way of the anti-magic ray 
fairly easily, but this makes them vulnerable to 
Valphazaur’s other eyes. 

If the PCs trv to force open the portcullis so 

The DM’s Illustration 
The beholder, Valphazaur, is ready to dive the 
PCs a fight they will not soon forget. 

The Players’ Illustration 
The statue shown here originally was detlicated 
to Nephythys, the Egyptian goddess of wealth 
and the dead. 

Notes i 
Centuries ago, priests of Nephythys maktained 
a huge temple. There, they deposited all the 
wealth from priests of their order, who hbd trav- 
eled far and wide to collect it their goildess’s 
name. The treasure was stored in a secret vault 
that could be opened only by placing treiiswe in 
the hand of the goddess’s statue. 

After many years, an army dedicated to the 
evil deity Set found the temple and lmted it. 
They despoiled the statue of Nephythys, but 
could not destroy it. They did gain entrahce into 
the trrasury and carried out all of the wealth, but 
the priests made their last stand there and killed 
nany of the attackers. At Nephythys’$ divine 
-ommand, the greediest of the Set followers 
killed in the raid have been forced to remain 
behind as special fire-resistant mummies to 
guard the temple from further intrusions. 

Much later, Valphazaur, a beholder, moved 
into the temple and convinced the mummies he 
belonged there. Valphazaur was delilfhted to 
learn that he could store his treasures in &e vault 
and have a guard of special mummies tG protect 

The statue of Nephythys conceals a semt door 
hat can be opened only by placing at ledst 10 gp 

rth of maswe in the statue’s outstIvt&ed right 
d. The treasure disappears (it is teleported 

nto a vault hidden beneath the statbe (and 
uarded by Valphazaur), and the statQe slides 
ack to reveal a staircase leading down, A pres- 

e plate on the bottom stair closes the statue. 
ssing this plate a second time causes the statue 

to slide open for two rounds, then shut again. 

* they can fight ;he beholder hand-io-hand, Val- 
phazaur calls in the mummies and uses his charm 
person and telekinesis rays to foil the attempt. 

Beholder (l), Valphazaur: Int Exceptional; 
AL LE; AC 0/2/7; MV F13 (B); HD 9; hp 50; 
THACO 9; #AT 1; Dmg 2-8; SA eye rays (see 
Monstrous Manual); SD anti-magic ray; SZ M 
(4‘ diameter); ML 18; Xl’ 14,000. 

Fire-Resistant Mummies (8): Int Low; AL LE 
AC 3; MV 6; HD 6+3; hp 30 each; THACO 1 2  
#AT 1; Dmg 1-12; SAfear, disease; SD immunL 
to nonmagical weapons, half damage from 
magical weapons, immune to fire (due to 
Nephythys’s divine blessing), immune to 
sleep, charm, hold, cold-based spells, poison, 
and paralysis; SZ M (6’ tall); ML 15; XP 4,000 
each (special mummies). 

The Take 
Each mummy bears a winged scarab worth 
200-2,000 (2dlOx100) gp. Valphazaur’s vault 
contains 2,345 sp, 4,678 gp, 2,535 pp, and a potion 
of sweet water (cloudy and platinum colored), a 
potion of healing (thick and metallic orange col- 
ored), a potion of undead (vampires) control (cloudy 
and dark green colored), a philter of love (efferves- 
cent and azure blue colored), a potion offlying 
(thick and russet colored), and a potion ofsuper- 
heroism (bubbling and sapphire colored). 

i 





Monument 
Players’ ln€ormation 
This colossal lady must have been a splendid 
sight once. Pry marks around the eye sockets 
indicate that the statue must have sported two 
very valuable orbs at one time. Likewise, the 
studs covering the body suggest that the figure 
must have been sheathed with some precious 
metal. Could the metallic shards still clinging to 
some of the studs be gold? 

Whoever looted this statue apparently wasn’t 
satisfied with just stripping it of valuable adurn- 
ments. The pitting and scorch marks on both the 
statue and the floor surrounding it must have 
been produced by a hail of lighting bolts and fire- 
balls. It‘s amazing that the statue held up as well 
as it did. This must have enraged the despoilers, 
who seem to have gone out of their way to 
deprive the figure of its fingers, ears, and nose 
after unleashing the spell attacks. 

Rumors 

Folktales from this region tell of a huge tem- 
ple where the priests gathered a golden treasure 
each year. The priests were false and hid the trea- 
sure away instead of putting it to good use. One 
day, the deity in whose name the treasure was 
gathered turned the high priest into a ferocious 
monster who killed all the other priests. Years 
later, a clever hero tricked the beast out of some 
of its treasure, but most of it still lies hidden in 
the depths of the temple. 

Another tale tells of a gang of bandits who 
broke into a temple and slew the priests. When 
they located the temple’s treasure room, they 
began a drunken celebration and soon fell asleep 
among the coins and gems. The temple’s deity 
called down fire from the sky, but this just made 
the bandits more comfortable as they slept, as 
they had strong magic to protect them from the 
flames. Even more angry, the deity turned the 
sleeping bandits into hideous monsters who 
guard the treasurr to this day. 

An old proverb from this region speaks of 
giving alms to the golden lady as a w-v to chaw= 
one’s fortunes. 

A many-eyed giant and his blind children 
once lived in a castle on a cloud. One day a 
clever thief lured the giant down from his cloud 
and into a temple. The thief promised that the 
temple’s deity could grant sight to the giant’s 
brood. However, the temple had long been aban- 
doned and had become a den of thieves. The 
giant fought so hard that the thieves couldn’t kill 
him, so they tricked him into stumbling into a pit 

over 
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Best Served Cold 

DM’s lnformation 
The DM’s Illustration 
This is a complete map of the three floors of the Happy 
Den Inn. 

The Players‘ Illustration 
This shows Roll0 Gius!in’s knife stuck into a k e ,  where 
he left it just before his death. The charred remains of 
Rollo’s wagon lie heaped under the tree. 

Notes 
The Wraj family of jackalweres has maintaineil an inn 
for many decades. They have found this is the best way 
to lure victims into their clutches. It also give$ them a 
base from which they can raid the surrounding farms. 

About 20 years ago, a local farmer, Rollo Giustin, dis- 
covered the Wrajs’ secret. Rollo set out to buy cold- 
wrought iron weapons so that he and other farmers 
could attack the jackalweres. Unfortunately, the Wrajs 
discovered Rollo’s intentions with the aid of a ring of 
human influence Jeane wears. Jeane ambushed Rollo, 
killed him, and burned his body before he c o d  return 
to distribute his weapons. 

Jeane keeps many of the locals charmed and makes 
liberal use of the ring’s suggestion power as well, so 
Rollo did not make his intentions common knowledge. 
Most of the locals believe Rollo simply left the area to 
seek a better life elsewhere. 

To unravel this adventure, the PCs must do a little 
detective work or use a speak with dead spell dast by a 
caster of 16th level or higher. From the rumors they have 
heard, they will want to call at the Greene farm and on 
Whedan Field, the weaponsmith. 

The Greene Farm: If the PCs visit the Greehe farm, 
they can learn the following fmm the G m e  family and 
the staff: 

The first rumor they heard is true. The present 
owner’s grandfather, Morris Greene, did give away 
knives to seal contracts. These days, the farm uses writ- 
ten contracts. 

There’s no telling who originally received the knife 
discovered by the PCs. Moms was a busy and prosper- 
ous man, and he gave out a lot of knives. However, he 
gave out his last one 20 years ago. 

Moms Greene is still alive, but the PCs cannot see 
him-he is very old and not at all well. 

If the PCs mention Rollo’s name, they get a cold 
reception, If the PCs linger mound the farm a d  drop a 

few coins among the X I V ~ ~ ~ S ,  they learn that Rollo once 
was engaged to marry Elizabet Greene. For some rea- 
son, Monis gave Roll0 Elizabet‘s dowry before the wed- 
dmg. The young man took the dowry and disappeared. 
In exchange for a few more corn, the servants sneak 

the PCs in to see old Morris. He tells the PCs that Rollo 
had somethmg against the Wraj family who runs the 
local m. Morns cannot quite member  what. 

Whedan Field‘s Shop: The journeyman running 
Whedan’s shop knows nothing about rusty old weapons. 
However, if the PCs have bmught one of the swords with 
them and show it to the journeyman, they get some 
action. Whedan himself receives the PCs and agrees to 
mswer their questions. He knows the following: 

About 20 years ago, when Whedan had just become 
a master weaponsmith, a young man named Rollo 
Giustin came to the shop and ordered up a small arsenal 
of special weapons to be dehveml in a hurry 

The weapons were to be made from pure m n  and 
worked cold-no heat or fire was to be used at all. 
Whedan himself made two swords while his staff ham- 
mered out many lesser weapons. 

Since then, Whedan has made many more cold imn 
weapons Their construction has become his specialty. 
Cold iron can hurt some creatures that are immune to 
normal weapons 

Rollo bundled the weapons onto a wagon and le 
in great haste, never to return. 

The Danger 
If the PCs visit the Happy Den, they must deal with 
Jeane Wraj and her four daughters. If the FCs are carrful, 
they might be able to surprise the jackalweres. Other- 
wise, the jackalweres attack first 

Jackalweres (5): Int Very; AL CE; AC 4; MV 12, 
HD 4; hp 24,21,20,20; THACO 17; #AT 1, Dmg 2-8 
(2d4); SA sleep gaze, SD hit only by cl or better 
magical weapons or cold iron weapons; SZ S (3’ 
long) as jackal, or M (6‘ tall) as human or hybrid; 
ML 12; XI’ 270 each 

~ 

The Take 
In addition to her ring of human influence, Jeane wears 
jewelry worth 1,200 gp. Each daughter weare 20-120 
(2d6x10) gp worth of jewelry The inn’s till contains 
20-50 (ld4+1 x10) gp, and a secret compartment in 
Jeane’s room holds 1,254 gp and 245 pp 





Play 

Best Served Cold 

It’s hard to say how long this excellently made 
knife has been stuck in this tree trunk. If who- 
ever owned it kept it clean and well ailed, it 
might have been here for years before beginning 
to rust. The handle’s brass fittings are only a little 
tarnished, so perhaps the knife hasn’t been here 
long at all. 

Near the tree and the knife lies an intriguing 
pile of charred debris. A partial skeleton Ues atop 
the heap. Only the teeth and a few fragments of 
assorted bones remain. The position of the 
remains suggests that the flames consumed the 
missing pieces, and that all the bones ptobably 
were there when the fire started. 

The pile of debris under the bones dbes not 
suggest that this was a funeral p y r e a t  least not a 
formal one. The pile contains what seems to be 
two rusty iron bars, four iron hoops, and a heap of 
crude weapons: spearheads, arrowheads, dag- 
gers, and a few swords. The swords seem to be 
fashioned from the same rusty metal fro131 which 
the other weapons were made, but a lot mare time 
and skill went into their making than was ihvested 
in the lesser weapons. Still, the swords are as dull 
and corroded as the other weapons. An inscrip- 
tion on one blade is still readable: ”Forged, sans 
flame.” Both swords bear a mark shaped some- 
thing like a crescent moon entwined with 8 sickle. 
Thismight ith’s mark. 

Rumors 

The knife is similar to the ones a wealt 
farmer called Morris Greene used to give a 
to people when agreeing on a contract or maki 
some sort of promise. 

A famous weaponsmith named Wheda 
Field uses an interlocked sickle and crescent 





You Realty Bug Me 

The DMs Illustration 
This map shows a section of an underground complex 
that once belonged to the long-dead wizard Phrancois 
Phorbes. Cuprum, a copper dragon, occupies it now. 

The Players' Illustration 
Opening this moll tube will lead the Fcs to explore part 
of Phorbes's lair-en if they do not want to. 

scroll tube actually is a flask of curses Phrancoi 
made a long time ago. Phorbes intended that it 
all into the hands of his rival, Kostigg, but this 

The tube is xaled with a wivlrd lock, and PCs can open 
it either by smashing it or by casthg a !mock spell. When 
the PCs do open the tube, the character who apened it 
and every creature within 10 feet of that character is 
instantly teleported into the center of the maze (with no 
saving throw). Inside the tube, the PCs find a brass key 
and a scrap of brittle parchment with some anaent Soipt. 
The K s  can decipher it with a rogue's read languages 
ability or with magic; it reads: "My dear Kostigg, hope 
you enjoy your romp with my playmates-I suppose 
you're going to get all mad about this, tw." 

The Complex 
Phorbes constructed the labyrinth to be as challenging 
as possible for his rival. Within the maze, no spell, magi- 
cal item, or psionic ability that produces flight, levita- 
tion, teleportation, or planar travel works. All 
necromantic magic also is ineffective (note that this 
indudes some priestly curative spells of the necromatic 
sphere). However, creature with wings or innate flying 
abilities, such as djinn and dragons, can still fly. Clever 
PCs who use alter self or polymorph self spells to sprout 
wings can also fly. 

The maze fills a cavern about 50 feet high; however, 
the maze's interior walls are only 20 feet high. Areas 
keyed on the map are as follows: 

1. The tekjmrt deposits the PCs here. 
2. These chambers contain ~ t ~ ~ a l  chimney$ that lead 

to the lower section of Cuprum's lair, 70 feet above the 

3. The Pts can open this secret door and exit the maze 
by tapping on the door with the brass key from the scroll 
tube, or by casting knock or passwall. There is no other 
way to open this door. 

4. The south wall of this huge cavern rises Lpo feet to a 

. .  maze floor. 

second c h b e r  where C u p m  k e e p s  his 
ond chamber has an exit to the surface. 

The Danger 
The entire maze is literally crawling with giant scor. 
om. Each turn, the PCs meet ld4 of them until Cuprum 
arrives to extract the PCs or all the scorpions are killed. 
The scorpions can climb the maze walls and can atti 
the party from any direction. 

Cuprum notices something is amiss after 3 4  (ld6+2) 
turns and flies down into the maze to investigate; he 
comes sooner if the DM decides the party needs a res- 
cue. Cuprum is amazed to find adventurers wandering 
around in his larder (giant scorpions are his favorite 
food), and he pretends to be very angry with the PCs. 
He brooks no disrespect. If the PCs act aggressively, 
Cuprum quickly dumps a load of mud onto them (g 
erated with his rock to mud ability, cast on the ceiling). 

The Take 
Cuprum is amused if he learns the PCs came here 
because of a practical joke played by a wizard who has 
been dead for more than 600 years. He knows about the 
secret door, and will trade the PCs a magical item for the 
key to it. If a PC amuses him further with a joke or rid- 
dle, he gives the character a 10 gp gem. Should the PCs 
slay Cuprum and get into his upper lair, they find the 
standard trrasurr, as randomly generated by the Dk 
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Giant Scorpions (22): Int Non-; AL N; AC 3; MV li 
HD 5+5; hp 28 each; THACO 15; #AT 3; Dm: 
1-10/1-10/14 (hit with pincers means opponent i 
grasped for automatic 1-10 each round, grasped vi( 
tim gets one bend bars/lift gates roll to break fref 
grasped victim also automatically hit by stingei 
scorpion may attack up to three opponents at once 
SA poison sting (type F?; SZ M ( 5 ' 4 '  long; ML 1: 
XF 650 each. 

Mature Adult Copper Dragon (l), Cuprum: 11.. 
High; AL CG; AC -4; MV 9, Fl30 (C), Jp 3; HD 16; 
hp 80; THACO 5; #AT 3; Dmg 14+7/16+7/520+7; 
SA snatch, kick, wing buffet, tail slap, plummet (for 
definition of the former special attacks and their 
damage, see the Monstrous Manual), spells (3 1st- 
level and 1 2nd-level wizard spells), breath weapon 
(acid (14d6+7 damage) or slow) once every three 
rounds, spider climb at will, neutralize poison three 
time a day, stone shape t k c e  a day, forget and rock to 
mud once a day, fear aura (25-yard radius) when 
attacking (+1 to victim's saving throw); SD immune 
to acid and gas, clairaudience (within lair); MR 20%; 
SZ G (73' long plus 50' tail); ML 16; XP 16,000. 
Spells: First Level Phantasmal force, spook, wall offog; 
Second Level: Tasha's uncontmllabfe hideous laughter. 
- 





You Really Bug Me 
Players’ lnformation 

Who knows what lies within this ancient scroll 
case? The name engraved on the outside is Phran- 
cois Phorbes, although it isn’t clear whether this 
identifies the tube’s owner or if it indicabes that 
the tube should be delivered to this person. 

In any case, somebody went to a great deal of 
trouble to see that the tube stays closed. One end 
is solid, and the other IS a steel cap sealed with 
wax. Two metal studs that probably lock the steel 
cap in place protrude slightly from the cap’s top. 
The studs seem to be constructed to be pressed 
down, and the entire steel cap appears to be 
removable by turning it or pulling it off the tube. 
However, the studs seem to be stuck. Perhaps 
you need a knock spell to open the cap. Maybe a 
more direct method, such as smashing the tube, 
is required. 

Rumors 

Phrancois Phorbes was a wizard widely 
known about 700 years ago for his experiments 
with arachnids and insects. He is rumored to have 
met his end during an expedition into the Under- 
dark to collect specimens of driders for study. 

Phorbes exchanged letters with wizards, 
sages, and other wise creatures, such as dragons, 
all over the world. It is said that he kept a staff of 
djinn to carry all his messages. 

Phorbes was an inveterate prankster who 
was fond of puns and practical jokes that embar- 
rassed friends and enemies alike. He filled his 
tower with strange creations such as roses that 
sported multifaceted eyes. These plants would 
spy on guests and spray the unwary with per- 
fumes or dyes. Likewise, Phorbes was fond of 
wands of wonder and other items that had unpre- 
dictable effects. 

Phorbes’s greatest enemy was a necromancer 
named Kostigg. This wizard vainly tried to cap- 
ture or kill Phorbes for decades, but always was 
outwitted. It is said than when Phorbes died, 
Kostigg went insane because he knew he’d never 
have an opportunity to challenge and defeat 
Phorbes again. 

Kostigg became a lich, but was finally 
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To the Lady‘s Aid 

~ 

cult, as James’s body is found after a short search in the 
area of the town (and will be found within a couple days 
of the K s ’  meeting with Valera whether they semh for it 
or not). The wererats threw it in a ditch just outside 

. 

town. Wagon tmcks near the site lead toward the city. 
Once the PCs reach the city, a simple inquiry about 

griffon eggs for sale leads the PCs to the wererats. The 
wererats demand 2,500 gp or more each for the eggs, and 
the PCs cannot make a profit on this adventure unless 
they defeat the wererats and take the eggs (though bL 
ing the eggs allows them to avoid a fight). 

DM‘s ln€ormation 
The DM’s Illustration 
This is the cloud giantess Valera Tiphi, who ju$t might 
have a proposal for the Ks. 

does her best to try and negotiate first. She will not 
strike the first blow in a fight. If faced with resolute 
attacks, she throws a few boulders, then casts wall offog. 
Once hidden in the fog, she levitates back to her cloud 
castle, hurling boulders from her pack (she has 10) at 

ers’ Illustration 
s some of the footprints Valera left wiii summons three griffons to cover her retreat. 

If the PCs are level-headed enough to parley with 
Valera, she explains her situation. If the Fcs agree to help 
her, they must track the thieves to the city (Valera is not 
aware that she is dealing with wemats). This is not diff- 

’s treasure. But the treasure was tloo well 
by Valera’s griffons, so the wererats $tole the 
the griffons’ n e s t w e n  of them. 
eaving the castle, the wererats dropped and 

one egg. but got away with the rest. The w m a t s  

ck the thieves. Although the locals are vety fright- 
of her, she means them no harm. Valera ha6 tracked 

wererab as far as the town, but since the wererats 
wagon, she hasn’t picked up their trail. 
reward mentioned in the players’ sectian is real, 

the stolen griffon eggs and returning; them to 

If the PCs begm investigating, they can find no one in 
r around the town who has actually experienced any 
isfortunes recently except James Warden‘s family. 

learn that James Wkrdm, a strapp&g young 
pared from his job with two horses, a 
the horses’ tack and harness. 

town, they cannot find a soul who actually met 
ough the innkeeper recalls two thin, WirY mer- 

who drnnkenly bragged that they wen2 about to 

elixir of youth (translucent and lavendar colod), a philter 
of persuasiveness (clear and brilliant yellow colored). The 

i 

Cloud Giant (l), Valera llphi: Int Very; AL NG; AC 
0; MV 15; HD 16+2-7 hp; hp 84; THACO 5; #AT 1 
Dmg 6-24+11(6d4+11) fmm morningstar or 1-10; SI 
lantate and fog cloud thm times a day, wall offog onct 
a day, rock throwing for 2-24 (2d12) with a 240-ym 
maximum range; SZ H (24’ tau); ML 17; XP l0,W. 

Wemats (5): Int Very; AL LE; AC 6; MV 12; HD 3+1 
hp 25,20,19,15,14; THACO 17; #AT 1; hng 1 4  (loni 
sword); SA summon 2-12 giant rats (see statistic, 
below), surprise, assume human, rat man, or giant ra 
form; SD hit only by silver or +1 or better magica 
weapons; SZ S (3’long) m rat form, M (5’ tall) in rat 
man form, or M (5’/2’ tall) inhuman f0rm;ML 11; XI 
270 each. 

Giant Rats: Int Semi; AL N (E); AC 7; MV 12, Sw 6; 
HD’/2;hp2each;THACOZO;#ATl;Dmg1-3 (ld6+2); 
SA bite causes save vs. poison or contract a disease; 
SZ T (2’ long); ML 7; XP 15 each. 

The Take 
Valera offers the PCs 2,000 gp each for any griffon egg 
they recover intact. The wererats also have 150 sp each, 
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Players' Information Rumors 

hese footprints obviously were made by an 
anoid of immense size-at least 20 feet 

-but what on earth was it up to? It seems to 
ave been diligently searching for something, 

g by the the path it took and the disturbed 
oken vegetation along that path. The crea 

e paused for a bit next to-of all things-: 
en egg, then appears to have set off at a deac 

. After less than a quarter mile,, the tracks encl 

A horrible giant has been stalking the ar 
the past few nights. It comes only when t 
moon is out, perhaps so it can search for pn 
Nobody knows where the giant hides during t 

peared the very first night the giant was out 
stalking in the moonlight. The lad probably went 
into the forest after a stray animal and got caught - - 
and eaten. 

So far. the giant has keot to the fields. but its 

64 

" 
tracks were found very near town last night. It 
probably is planning to raid the town. A local 
noble is offering a reward to anyone who defeats 
the giant. 

A pair of famous knights were passing 
through town several days ago. They promised 
to return mounted on griffons to slay the giant 
necessary. They had urgent business elsewhe 
and could not stay 

The giant is magical and cannot hartr 
house guarded by an iron horseshoe, nor can 
harm a warrior clad head to toe in iron (not stet 

During its nightly tours, the giant stole a fc 
eggs from the farmyards and burned the she1 
As a result, the fowl in nearby farms have ceas 
laying eggs. 

The giant has come down from the CIWUD LY 

find a lost pouch of silver. If the townsfolk gather 
up enough silver and leave it in the hollow 0-' 

in the woods, the giant will go away 
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