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ADVENTURERS AND DUNGEONS
Adventurers seek out adventure, and the dlmgeons
of the world are great places to find such things.
Adventurers come together to form parties or teams
of explorers. What one can do, five can do better.

and no one wants to face the dark places of
the world on their own. No two adventurers

are the same; each one specializes in a set of
skWs that enhances the advantages of the
party and brings a different set of powers
10 the mix.

Fighters: Fighters are adventurers trained
10 lake the battle to the monsters. They wear

heavy armor. They \\field mighty weapons. The
fighter is the frontline warrior in every

adventuring party. The fighter knows
how to best use most kinds ofarmor,

weapons, and shields.
Clerics: No adventuring party

should head into a dungeon
\\fithout at least one cleric in the
group. Clerics serve the gods,
using divine magic to aid the party
with healing spells, blessings, and

prayers. Wearing armor and
\\fielding heavy maces. a cleric
can wade in and deliver a
well·timed blow when the
moment calls for it.
Rogues: Rogues can be

stealthy thieves, elite scouts, tricky



spies, or silver-tongucd tricksters. They are experts in the
use of skills, sneaking around, hiding. and disarming
traps. No dungeon expedition should forget to bring along
at least one rogue. Locked doors. trapped corridors.
watchful guards-the rogue knows how to deal with all these
challenges and more.

\Vizards: For sheer power, and to deal with the challenges
no one else can, adventuring parties caU on wizards. With
arcane spells of all descriptions, a wizard has an arsenal of
special effects at his or her disposal. With a gesture. a pinch of
strange components, and a few words ofpower, wizards can deal
devastating damage. turn invisible, or creatc walls of fire.

Other Classes: While t.he classic combination ofa fighter.
a cleric, a rogue. and a wizard typically form an adventuring party.
other classes regularly venture into the dungeons. Rangers, sorcerers,
barbarians, druids. monks, bards, and paladins also seek fame and
fortune as dungeon-delvers.

FANTASTlC RACES
lbe 'vorlds of DUNGEONS I< DRAGONS are filled with all kinds of
amazing characters. A myriad ofmythical races stand side-by-side
with humans, and all can rise to be heroes and adventurers.

Humans: Daring and adaptable, heroic and ambitious. humans fill the
world. They champion causes and promote ideas. Humans come in a wide
variety ofcultures, beliefs. and levels ofadvancement.

Dwarves: The dwarven people are short and broad, hailing from mountain kingdoms
where tJley excel at warfare. construction, and minillg. Dwarvcs are. generally. patient and
hard working, and they have longer life spans than humans.

Elves: Elven kingdoms fill the forests ofthe world, where tJle slender, pointed-eared people
study art, nature, and arcane magic. Elves have an amazingly long life span, which gives them
a unique outlook on the world.

Halllings: The small folk known as halflings appear much as half-sized humans. with
slendcr but athletic frames and nimble features. Halllings arc curious wanderers. clever
and ~esourcefuland always looking for something interesting or exciting to do.

ADVENTURING PARTY
A typical adventuring party consists of three to six adventurers of different classes and
of about the same level of experience, Regdar's companions are a good example of an
adventuring party.

Regdar: A male human fighter. Rcgdar's job on the teanl is to kill monsters and
protect his teammates.

jozan: A male human cleric, J07..an calls upon his faith and divine power to
heal and bolster tJle rest ofthe party. He swings a mean mace. too.

LJdda: A female halfiing rogue. Lidda is sneaky. curious,
and extremely fond of shiny objects. She handles hazards
and other challenges. such as traps and locked
doors,

Alialee: A female elf wizard, Mialee
uses her e"..tensi"e knowledge ofthe
arcane to cast speUs on behalfof
the party,

Tordek: A male dwarf
fighter. Tordek battles
alongSide Regdar in heavy
armor and wielding a
dwarven waraxe.
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ARMOR
Armor helps protect an adventurer from damage.
whether that attack comes from a wcapon, a slashing
claw. or a devastating bite. Some adventurers. such as
fighters and derics, like to wear heavy annaT that encases
them in solid protection. Others. like the rogue. prefer
lighter armor thai docsn', slow (]lcm down or hiJlder
their usc ofnimble skills. Wiz.uds don', wear any armor,
because it interferes wilh their ability to cast speUs, so
they depend on their armored allies to keep monsters
from attacking them.

WEAPONS
Weapons provide adventurers with the ability to take
the battle directly to the monsters. For close-quarter
fighting, an adventurer wants to carry a melee weapon,
such as a S'ovord, mace. axe. or quartcrstafI For making
attacks from a distance, an adventurer wants a ranged
weapon. such as a bow, crossbow, or sling.

ADVENTURING GEAR
Having tlle right gear on hand can mean the difference
between success and failure for a dungeon expedition.
Need light in a dark situation?Make sure yOll have a torch
or a hooded lantern in your pack. The rogue does her
best work when she has a proper set ofthieves' tools for
picking locks and disabling traps. And what wizard worth
his salt ever entercd a dungeon without a spellbook and
a pouch ofspell components?

Othcr important cquipment includes such usefu.l
items as vials. flasks. and pouches; torches and tinder:
lanterns; grappling hook and rope; 1O·foot pole: portable
battering rant; and a tent and sleeping rolL The well·
prepared adventurer carries at least some of this gear
into the dungeon.
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TYPES OF DUNGEONS
Adventurers and sages have identified four basic
types of dungeons. Each c1assilJcation refers to
the current state of the sHe in question. Many
dungeons combine 1\vo or more of these [eatures
in different ways.

Ruined Stmcture: What was once grand and
opulcm has faUen on lough times. A ruined stmcture.
whether on the surface or beneath t.h.e ground. is
usually a pale shadow of its former glory. Castles,
keeps, towers, strongholds. and other structures,
abandoned by their original creators, become
infested with wandering creatures, beast lairs,
or vile undead. Treasures from the past often
remain in these dungeons, crying out for
adventurers to explore and recover them.

Occupied Structure: Far from ruined and
still in use. this type of dungeon usually
serves as a home for intelligent creatures.
A yuan·tj fortress. a temple dedicated to
a dark god. a mine from which captured
prisoners extract gems and precious

metals for their beholder masters ... these
are just some examples of occupied structures that

adventurers might find to quest in. Watch out for guards.
organized patrols, and traps in these hostile areas.

Safe Storage: Some dungeons are created to serve
as vauhs. designed to protect valuable (or dangerous)
objects. TIle theory goes something like this-place
a valuable object in a dungeon. surround it with
barriers, traps. and guardians. and it will be safe
and sound forever. Few theories ever account for
adventurers. however. Fabulous treasure. forbidden
artifacts. and powerful magic items attract adventurers
like a moth to a flan1e. and they're w:illing to take on any
challenge to complete their quest.



Natural Cavern Complex: The expanse ofnatural ca\'erns beneath the world (known as the
Underdark) provides home and hunting ground for all kinds ofsubterranean monsters. The caves
stretch out in all directions, with no pattern or purpose. creating a labyrinthine system of 1mmeIs
and passages. Forests of fungi fill many of these chambers. and many predators roam the night
below in search of prey.

DUNGEON TERRAIN
Other parts ofa dlmgeon include a variety ofterrain types, as described below.

WALLS
Walls create the corridors. chambers. and passages that typify a dungeon environment. Dungeon
walls can be nearly impossible to break through, but lhey are generally easy to climb.

Masonry Wall: Most common in ruined and occupied structure dungeons. masonry walls are
usually a fooL or more thick and made with fitted bricks or stones. Masonry covered with plaster
is harder to climb, bw.t is usually decorated with paintings or carved reliefs.

Hewn Stone Wall: When a tunnel or chamber is carved from solid rock. hewn stone walls
arc formed. These rough surfaced walls usually contain hidden cracks and fissures where
fungus grows and vermin lair.

Unworked Stone WaIl: In natural caverns. the walls consiSI ofunworked stone. Such surfaces
are uneven and riddled with hidden alcoves. Many unworked slone walls are wei or damp. as
water usually creales natural caves.

FLOORS
Floors in a dungeon also come in a variety ofstyles. depending
on the type ofdungeon and the needs of the location.

Flagstone: Like masonry walls, f1agslone floors are made
•••i11 using fitted stone. In dungeons, flagstone floors urel'

~:::!!~.::~""usually cracked and pitted, with slime and
~ mold growing ill the cracks. and wal~r

nmning between lhe stones or collecting
in puddles in the more uneven spots.

Hewn Stone: Rough and uneven.
hewn stone floors are carved out of

the natural rock..
Natural Stone: The floor of a

natural cavern is as uneven as
the walls, and walking across such

a surface can be difficult.

•
•
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Smooth Stone: Capable and carefu.l bunders sometimes finish and polish the stone floors of
a dungeon complex. Sometimes mosaics aTC set in such floors. while others are left as smooth.
unadorned marble.

Difficult Terrain: \oVhen a dungeon floor is covered WitJ1 rubble. debris. or dense growth, it
becomes difficult to walk across. In such places, adventurers need to pick their way through
the area slowl)' and carefully.

DOORS
Doors found in dungeons can be much more than entrances and exits. Explorers need to treat

doors with care and respect. for they could offer a due. trigger a trap. set off a speU, or
block your path, depending on how you interact with them.

Wooden Doors: TIlick wooden planks. nailed together and
sometimes bound with iron bands, fonn the most common doors
that adventurers will encounter in dungeons. These doors come in
a variety ofqualities, from simple to strong, and man}' are either
stuck or locked when adventurers come upon them.

Stone Doors: Carved from solid blocks ofstone and set to pivot
when opened, stone doors are heavy and unyielding. Secret doors
concealed within a stone wall are usuall}' stone doors. \-Vhen stone
doors are visible, they are often set before vaults or other chanlbers
as tough, impenetrable barriers.

Iron Doors: Iron doors provide the toughest form ofnon-magical
protection available in most dungeons. Usually locked or barred, only
the most capable dungeon explorer can get past an iron door.

Locks, Bars, and Seals: Dungeon doors are only as good as the
protections placed upon them. They might be locked, trapped.
reinforced, barred, magically scaled or warded. or simply stuck ,vith
age when adventurers encounter them.

The rogue is best-suited to deal with locked doors, thanks to
Iockplcking skills and a nimble touch. When all else

fails, though, a wizard's knock spell or a fighter's
broad shoulderor heavy boot can also gel the

job done.

1



ROOMS
Dungeon rooms "aI)' in size and shape. Some may be
partially collapsed. Some have only one exit. others have
multiple doorways leading off in all directions. Some
common chambers that adventurers may come across
Include the following.

Guard Post: Intelligent creatures. including kobolds.
orcs, and gobUns. place guards at key points within the
portion of a dungeon they claim as their lair. Guards
stationed in these areas keep a look out for intruders. Some
guards rush to engage intruders In battle. while others
sound an alarm or retreat to warn the lair and get help.

living Quarters: \¥hether its the lair ofa monstrous
beast or the bedroom of an intelligent crealure, most
dungeons include c11ambers where the occupants sleep.
eat, and store their personal possessions.

Work Area: Most intelligent creatures do more than
sleep and eat. Chambers throughout a dungeon might
be devoted to making weapons, repairing armor, and
conducting magical experiments.

Shrine: \¥hether a humble offering or an expansive
temple. intelligenl creatures often have some place of
worship established within their lairs. Most monsters
foUow the teachings ofvile and hated gods or demons.
and a few have clerics or shaman dedicated to these
dark powers.

Vault: Usually the goal ofmany dungeon delves, the
vault is a well'protected chamber, often hidden and
trapped. that contains some kind oftreasure.

Crypt: Many dungeons contain places where the
dead have been laid to rest. A crypt might be a single
mausoleum or a vast underground graveyard. It
could be a series of rooms, each with its OWIl coffin or
sarcophagus, or a long hall with shelves on each side to
hold the bodies of the dead. Tomb raiders Ileed to be
prepared to deal with undead in such places.

OTHER FEATURES
Vast corridors connect dungeon chambers. These
twisting passageways can be straight and true, or
complex and rnazelike, filled with shadows and often
punctuated by traps or hidden doors.

Some dungeons have multiple levels connected by
ascending or descending stairs or ladders.

Bridgesofrope or stone can helpexplorcrs cross chasms
or underground rivers. Intelligent creatures might use a
drawbridge to defend their lair from intruders.

Verdcal shafts in the form ofchutes or chinmeys can
also connect different dungeon levels.

Pillars often support the Ceilings in large dungeon
chambers or wide hallways. Many pillars tend to be
decorated, and some have magic placed upon them.

Stalagmites and stalactites are taperiJlg natural rock
columns that extend from the floor or Ceiling and
sometimes meet to form natural pillars.
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DUNGEON DENIZENS
The monsters that inhabit the dark places of the world are legion.
Some monsters are wild beasts, ready to rip and tcar and shred anything
that wanders too dose. Others are intelligent and calculating, plauing
to raid or destroy the civilizations of humans. elves, and dwarves in
any way they can. In almost all cases, the most dangerous things in the
dungeon are the monsters. Here are a few samples ofwhat adventurers
need to be ready for.

GobUns, Hobgoblins, and Bugbears: These related goblinoids often
fonn tribes that use dungeons as bases from which to launch raids on
nearby human towns and villages. The biggest and strongest rules in
a goblin tribe.



Draw: Drow, or dark elves, rule vast subterranean
kingdoms within the Undcrdark. Drow outposts can
be found in many dungeon complexes. The dark elves
venerate the spider goddess Lolth, and usually coat their
weapons with a deadly venom.

Slimes and Oozes: Oozes inhabit dlUlgeons with only
onc purpose-to search out organic maner and devour
it. Oozes include the dreaded black pudding, which
slithers along dungeon corridors and uses acid to destroy
prey. Another form ofooze is the gelatinous cube, which
travels slowly through dungeon passages absorbing any
living or dead creatures it comes across.

Slime covers many surfaces in a dungeon, but
adventurers need to be wary ofthe green variety. Green
slime devours flesh and organic material on contact,
and in time can even destroy mctal. It drops from walls
and ceilings when It detects movement.

ADVICE
"Don't use slashing weapons when you take on an
ooze.~ explains Regdar the human fighter. "I learned
the hard way that my greatsword simply cut a black
pudding In half-and suddenly I was fighting two of the
disgusting creatures instead of just onel~

Undead: Dungeons arc often crawling with undead
creatures. Skeletons and zombies are the most common
forms of undead you might face. but they are far
from the only types you may encounter. Ghouls and
vampires. wraiths and specters, and even dread Iich
lords occupy some of the most feared and famous
dungeons around.

Dragons: True dragons arc extremely rare. but they
do make lairs in dungeon settings. Dragons are among
the most powerful creatures advcnturers will ever meet,
and such meetings rarely go well There are many types
ofdragons. frOIll the evil chromalic dragons (including
the red and black dragons) to the metallic dragons
(including the gold and silver dragons). There are also
a number of dragon-like creatures to be encountered,
such as wyverns and drakes.

TRAPS
Traps keep intruders oul of dungeons-and some are
even designed to keep Ihill8s inside. Some traps threaten
death and dismemberment, while others arc placed as
a warning to keep explorers at bay.

Traps can be either mechanical or magical in nature.
Mechanical traps include pits, arrows, falling blocks,
poison gas. and anything else that requires a mechanism
tooperatc. Magicallraps either employ spells or magical
de\rices to deal harm to those that blunder into them.

Mechanical Traps: \>\'hether a hidden crossbow fires
bolts. a sealed bladder releases a cloud of poison, or a
spring·loaded blade slices out of the wall, a mechanical
trap requires a trigger mechanism to set it of[ Pressure
plates in the floor, trip wires, weights anached to doors-

these are just some ofthe mechanisms that cleaver trap
designers usc to ensnare victims.

Mechanical traps include the basic arrow trap, the
camouflaged pit (\\rith or ,vithou! spikes at the bottom),
a poison needle in a lock. a faUing net, and a ceiling
pendulum.

Magical Traps: Using spells that can reset themselves,
some of the most pervasive and devastating traps in a
dungeon are magical in nature. These kind of traps are
usually set offwhen an intmder touches something (such
as a door handle or steps upon a spot on the floor) or
passes through a door or archway.

Magical traps include the inflict 'ifjht wounds trap
which automatically harms the recipient, the fire trap
that splashes the target with Oanlc, and the lightnin8 bolt
trap that fills the corridor with a jagged bolt ofe1ectricil)f
after it is triggered.

ADVICE
"As annoying and self·centered
as a rogue can be, no party of
adventurers should enter a
dungeon without one; advises
Regdar. MWho else can spot the
tell·tale sIgns of a trap before you
blunder Into It? Who else can
find the trigger me<hanlsm and
disable It before the trap
goes off? The rogue, that's
who. So, as much as I dis­
trust Udda and her ilk, I'll
always bring a rogue on
any quest I undertake."
MI'm standing rIght here,

you know.~ snarls Udda
the halfllng rogue.



NATURAL HAZARDS
Ancient dungeons and natural cavern complexes contain a variety of dangers that have nothing to do with
inhabitants or traps. Always keep your wits about you and never take anything fOT granted when venturing around
a dungeon.

CAVE-INS AND COLLAPSES
Many portions of a dungeon can be unstable. Adventurers could set off a cave-in and have a ton of rock
and rubble fall on their heads. That would end the quest, and not in a good way. Even if adventurers survive
the failing rocks and avoid being crushed, they could wind up buried beneath the rubble or sealed in when
the corridor behind them collapses.

\Vatch for the teU-tale signs ora weakened ceiling (cracks, a steady rain ofdirt and debris from above. damaged
pillars, and so on). Loud noises or a sudden impact can cause a weakened ceiling to collapse. For those

lUlexpected burials from above, make sure yOli have a pick, crowbar, or shovel on hand so that
you can dig your way free.

FLASH FLOODS
\Vater can often be a hazard when advcnlurers travel underground. Weakened walls

and ceilings can suddenly give way to a lorrent of water, as an undergrOlmd river claims
a portion of a dlmgeon as its own. 111is isn't the only water hazard to be on guard for,

however. A weakened dungeon floor can coUapsc under the weight ofa heavily
armored adventurcr and drop tile unsuspecting victim inlO a deep pool or

underground lake, Depending on a dungeon's layout, and the proximity
ofwater, some corridors can be completely flooded, and opening a door

can release a rush ofwater,

THIRST AND STARVATION
If adventurers don'l carry enough food and water with them for
their quest, they run the risk ofdying ofthirst or starvation before

they can exil and return to tile nearest town.
Brackish water might be all around you
in a dungeon, bUI finding fresh water
suitable for drinking can be lricky. FoUow
the creanlres and sce where Ihey go to
drink. (Allhough you might not be able

10 survive drinking whatever a hellhound
or purple worm use to slack their thirst.)

Some dungeons can be as dryas a desert,
containing no water whatsoever,
Food can usually be found, if you can hunt

and you aren't too particular about what you eat.
When hunger really grips an adventurer, even
dire rats and monstrous spiders start to look
appelizing. Ofcourse, the besl way to avoid these
problems is to carry plenty ofwater and rations

along with you, and having a cleric inlhe party who can
help with spells such as crearefood and waler.

GErnNGLOST
Some dungeons arc huge, multile\'e1ed complexes
with winding corridors and dozens of chambers.

Inexperienced adventurers can easily lose their
way In the lightless passages. Spells can help, but

learning to track and discern directions wiU serve
the career adventurer on every quest he or she

undertakes.
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~n treasure isn't tfie prilTllJtyBoa!tifan tufwntur!', it's o[most a(ways a secontfary consUferation.

'U'7iat joffows is a wlijrfwjna tour oftlie fjrnfs oftliines tliot tUfwntum'S can ~ct to rt'01~r

anticalke! wftiu scoun"ng a dungeon.

WHY TREASURE?
\,vhy do adventurers care about treasure? vVell, a rogue's got to eat. after all, and most adventurers
supplement their income in whole or In part with the things they find in dungeons. Treasure motivates
adventurers. oftcn serving as the catalyst that sends them on a dungeon crawl. It also empowers them,
because the more treasure an adventurer cams, the more and better equipment he or she can afford.
More lTeasure equates to more power, which allows adventurers to take on more challenging (and
more dangerous) quests.

WHERE DOES TREASURE COME FROM?
\Vhen adventurers enter a dungeon. all sorts of opportunities
for gathering treasure. exist. Any monsters or other
enemies thai they defeat naturally provide some
kind of loot. Coins, gems. and equipment
usually drops off a defeated monster.
Dungeons also can· lain storehouses
of treasure.. Some. of this might be
forgotten wealth from an ancient
lime, but other hoards consist of
the acclUnll..Iatcd wealth of
whatever boss creatures
occupy the dungeon. In most
cases, treasure hoards are
heavily protected and guarded
by the strongest monsters in
the dungeon.

TYPES OF TREASURE
Treasure comes in a number of forllls.
Experience is certainly a type of treasure, and
it helps adventurers become better and morc
capable. but we're talking about tangible
currency ofone. form or another.



MONEY
In the 0&0 worlds, the common currency is the gold
piece. The entire economy is built around tltis simple
coin. With I gpo an adventurer can purchase a belt pouch
or SO feet ofrope. Other coins in circulation include the
copper piece, the silver piece, and the platinum piece.
Monsters and other enemies usually carry handfuls of
coins in pockets and pouches. while chests fuJi ofcoins
can often be found among a boss monster's hoard.

IOsp=lgp IOgp=lpp

GEMS
Adventurers love to find gems because they're smaU and
lightweight. and they can readily be com'crted to gold
pieces in most towns and cities.

ART
Idols of solid gold. gem-encrusted crowns, ancient
tapestries depicting long-dead kings. and similar objects
ofart that can be easily carried out ofa dungeon form
another category of treasure. Some adventurers won't
louch these types ofobjects because legends of cursed
items abound, but others sec it as just another form of
gold piece waited to be cashed in.

MUNDANE ITEMS
Many mundane items make fine treasure. either because
they are lIseli.ll or valuable. Weapons, armor. and
tools make up most of the items in this category. If
adventurers defeat enemies or monsters that have
better armor and weapons than they do, then they have

no problem upgrading
once the fight ends.

Adventurers should be especially on the look out for
masterwork items-well·crafted weapons and armor used
by monsters. (TIle monsters usually gain maslenvork
ilems when they raid human settlements or trade
caravans.)

MAGlClTEMS
When advenhlrers look back on the legendarycampaigns
they have participated in, two things usually immediately
spring to mind-chaIlenging monster battles and amazing
magic items won in those battles.

Armor and Shields: Enchanted armor and shields
offer improved protection and sometimes an additional
magical effeCLAmlor offire resistance, for example. offers
not only the normal protection from weapon attacks,
but also extends protection to the wearer against
fire damage.

Weapons: In addition to giving a weapon a better
chance to rut and better damage. enchantments can
include bane (extra damage against a specific foe).
frost (dealing additional frost damage with every attack),
and vorpal (a head severing enchantment placed on Tare
and powerful weapons).

Potions: Magical elixirs concocted to create liquid
spells provide the uscr with a benefit when swallowed.
Adventurers particularly like to find potions of healins.
potions ofmaBe annor, and porions ofremove curse.

Rings: Magic rings are imbued Witll a spell-like power
tllat can be used by the wearer. Common magic rings
include rinss of protection, rinBs offeather fall, and rinBs
of invisibility. Rarer and more powerful rings include
rinBs of rC8e1leration, rin8s of three wishes, and rinDS of
spell umtina.

Sc..olls: Many kinds orscrolls exist. but in this category
we're chiefly concerned with spell scrolls. These are
enchanted parchments onto which arcane and divine
spells are inscribed. These scrolls can later be lIsed to
cast the spell upon them or 10 transfer the spell into a
spellbook.



'E.:{Jremefy powerfultreasures caffetfartifcurs survivefrom die

most ancient times to tne present aay. 'WJien aaungeoll contaillS an

artifact, tne entire stl1lcture is often aesi[]neato guaraana fiirfe tne

itemfrom areerfy tfiieve:; anarawers.

<J1iese feaenaary refics were mateoin tfit DIStant past, using

magic antitecfiniques t"ost weven tfie most power1viunfs ojtFie aay.

jfawntunr:f quest tojillffdues to tlie fixation ojallffrecOWl' artifacts

oJfegena, wfiBFit 4jJainst tliose usilllJ an artifaa to dvanu evilplans,
and to finda metFiooto destroy an evilartifact 6eJon it can 6e u.sea.
Sometimes ancient mapsproWle tIU tey to uncovenn8 artifacts, sometimes
tufwnturers D/Stowr tFiem 6y acd4ent wfiife searcFiin8Jor sometFiilllJ efse.

)I few oftfie most famous artifacts are DlSCusstQ6e[ow.

BOOK OF EXALTED DEEDS
A holy book sacred to divine spcllcasters, the Book of
Exalted Deeds is a m..inor artifact that specifically aids
good-aligned clerics. Heading the sacred book increases
a cleric's wisdom and experience, making him or her
Immediately more powerful. An evil cleric who reads
the lome immediately loses an equivalent amount of
wisdom and power. Once read. the artifact disappears
until some adventurer finds its new hiding place.

DECK OF MANY THINGS
Be careful should you ever find a Deck ofMany Thinn5. A
set ofcards or plaques made ofivory. this unusual deck
usually rests in a leather pouch. Each card is engraved
with sigHs and glyphs. and only one card can be drawn
nom the dcck at a time. When drawn, the magic of the
card is bestowed upon the user-for better or for worse.

Upon finding one of these decks. a user can dedde
to draw a small number ofcards. These cards must be
drawn and revealed within one hour. or the cards flip
out of the deck on their own.

Cards within a Deck ofMany l11iflyS include the fates
(avoid any single situation you choose), the key (gain a
major magic weapon). and the ruin (you immediately
lose all ofyour wealtll and possessions).

HAMMER OF THUNDERBOLTS
'nlis legendary dwarven warhammer returns when
thrown and is more accurate and damaging than a
normal warhammer. Ifit is combined with a belt ofyiarlt
srrell8fh and 8a1l1ltlets of0nre !,ower. it becomes even more
powerful. It kills giants with a single hit, and wlleashcs
a stunning clap of thtmder when hurled.

SPHERE OF ANNIHILATION
A two-foot·diameter ball ofabsolute blackness, a sphere
ofannihilation is a terrible artifact ofdestructive power. It
appears as a black hole set in a wallar on the floor. Any
matter that comes in contact with the sphere is sucked
into the nothingness and utterly destroyed.

STAFF OF THE MAG!
Sigils and runes cover this long, wooden staff. imbuing
it with arcane power. A wizard that wields the staff
rcreives resistance against spells cast against him, as
well as gaining access to a variety ofarcane spells. SpelJs
that can be cast from the staffinclude detect manic, mane
armor,fireballlinhtnilln boh, web, and plallcsh!ft.

"111e staffcan also be used to deliver a retributive strike.
The wielder can purposely break the staff. wlleashing
its stored power in a 30-foot spread that damages



everyone in range. The wieldcr either gets blasted to another plane ofexistence or
is utterly destroyed in the process.

THE HAND AND EYE OF VECNA
Perhaps the most evil and powcrful wizard to ever walk the world was Vecna.
Death did not end Vecna's accumulation ofpower, for he became an archlich
and eventuaUy a god well aftcr his natural life span came to an end. TIle
mummified remains ofhis hand and eye serve as relics ofpowcr for those
willing to put them to usc.

TI1C eye ofVerna must replace the user's own eye, and it stays with its
host until death. With the eyeofVerna, a host has access to a number of
evil abilities, including daminiotl, destTUclioll, and unhallow spells, as well as darlMsion
and true serino.

The hand afVerna replaces the severed hand of its host and bestows the a number
ofevil abilities unlil it is removed (which results in the host's death). The hand can
draw life force from or inflict cold damagc on a victim, as well as cast blasphemy and
unJw9' aura.

A person who bears both the hand and the eye gains additional
powers, but the temptation to commit evil acts is even greater when
a person hosts both artifacts ofVecna.

THE ORBS OF DRAGONK1ND
The fabled orbs ofdragonkind were created in an ancien! age, during
the time of the terrible Dragon Wars. Each orb is magically linked
to a spccHk dragon type, For example, a red dragon orb allows the
bearer to control red dragons and provides protection from a red
dragon's breath attack. Those who possess the orbs can communicate
with onc another, always know the location ofdragons tied to their
orbs, and gain an individual power invoked from an orb. lhey also
forever earn the enmity of all dragonkind. for dragons hate the
orbs and the potential for enslavement that they represent.



Famous

'11ie mostfamous (anainfamous) aunaeons ofugenaattract at/venturersfrom far amIwiae. 'What filJliter

wottli. fiis sworaaoesn 't 1vant to 6rave tlie cfio{fenges of tfie rf'ofge ofPury? 'WIiat wizorr[in searcli ofOf'CiJTU

secrets aoesn 't rona to ,Crm6 tlie stairs oftfie gftost Tower of Inverness? 'Wliat rooue's curiosity aliatgo

isn't umptttf5y tfie penCs of tfie Tom6 a/Horrors?

JlQ1vao aawnturers [earn cOOut tn.ese praas ofaanger, mystery, am!treasure? Some focations art $0 famous

tfiat tliey aft t4~tfa60ut at inns, spo~n ofat tawms anaguiUffUJfI.s, aMwliisptreao60ut aroumfcampfires.

'Ewn tfUn, most peapCe aon't~ tlie ~at;t focation ofany oftliese fegemlary dungeons.

IJ@m.orsproviJUfjintstfiatfeat{aawnturmtoclaus tfiat eventually (if t/iey're (ULi.J) fed to tlie

tfutIfJeon in rpustion. Ot/in tinus, tUfwnturm gain tUces.s to a map orpiece oftfesaiptiw~ tliat

points tnt way. )Ina, in some insflJnu.s. dvmturm accUfentaffy QISl:DWr a tfu"fJeon ojfegena

wliih lOOfjngforsometfting else entinCy.

WARNING
~Don't let the thrill of exciting stories make you stupid,~

growls Regdar the human fighter. uJust because you
wear armor and carry a sword doesn't make you an
adventurer. I've seen more than my share of wide-eyed,
Inexperienced, wannabes with more guts than sense
get lost, hurt, or worse in no-name dungeons-let alone
what I've seen happen to them when they venture into
one of the dungeons of legend. Questing is hard work.
Dangerous work. It isn't all fun and games.
-My advice to all you would-be adventurers

and hero wannabes-give it up. Forget about
the dungeons. You'll live longll!:r if you leave the
adventuring to the professionals. To people like me.-

MEMORIES
UI remember the first time J ever heard about the
wonders of Castle Ravenloft: recalls Udda the halfllng
rogue. uThe ever-present mist, the Hofy Symbol of
Ravenklnd and other artifacts, the treasure-filled
crypts ... 1couldn'twait to test my skills against that place.
Sure, the idea offac1ngexplodlngzomblesand a vampire
as powerful as Count Strahd made me a tad nervous,
but that's what clerics and fighters are for. right?-



ADVlCE
"Prepare, prepare, prepare," urges Tordek the dwarf
fighter. ~Ifyou have a specific quest I" mind, find out
everything you can about the place before you head
out. Wizards, clerics, rogues, bards. and sages are good
at digging up Information. The more your team knows
about the potential threats and challenges awaiting
you, the better prepared you can be. If you know a
black dragon is waiting for you ilt the bottom of the
dungeon complex. then you can make sure you have iI

few potions ofacid resistance on hand for the battle.
Better prepared than dead. I always say."



The

n
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Gelatinous Cube: Sometimes referred" to as tfie -gar6aoe dlSposa{

oftfie Vntfcrd"arli,. " tlie trans{ucent oe(atillous cu5e travefs s(owfy tfirouoli

I cavern comaors, a6sor5iliO any cam'OII, (ruing creatures, a/i{! trasli it passes O'Ver.

I Kuo-toas: 'T1ie /Uto-toas are a lOathsome raCt: ofaquatic numanoUfs tflQt tentl to• •
6ui{acommunities and"tempkr in anaarounOvast su6terraneall rdf(Is. 'T1ieyare

accustomed"to 6;;"no in d"a~eMalitlart 66nti!d"6y 6riofit figlit.

I

Ere1he.I-Cinlu: «he ,(o.r(elJdtfof'EfeUu!i in(u fF,:Jf:nft-lie
SI%(oo)stamfs fifr.! a pofli/ieaaemstone VI !~ffeart oft~

Vnaeraa~£Beliinatlie jor6otfinswallSoJMd!arcane capita(

tlie tlar(eflles parodi a6.?u£ witri)liiiirsiln:es in lmy, pfOf yJmst
one anotlier, wrmliip. tlitir spUferootftfe.ss, oJcOlltluct tliii!,magicaf

t:{]'£riments. }f.ftnouoli 1!isitors are-toferattd, ah)'One wlio iTft.trjerrs in- , .

!
tlie aat{e{ves' affairs isq~&ermina(etf. •

) Mind Flayen: jI mint!ftz; survives 6y eatin;!fie 6rains of

otlier sentient creatures. Its priferretlmetlioaofattacJ(js to 6lfst

iitprey wi/Ii metltafenerBY, stunni"lJ it. '11ie mind"fia),N' tlien

~ps it,s kntlf'cfesarounlftne ncaaofits lidpfessjoe anaoum:Yws

ink; tlie 'fIittim 's $(vffwitli its ullnprey-~ moutfl, It injec.ts a

sfime tnat fiquifies its victim's 6rain, tfien suc~ tlie s".Plttlry.
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SURVIVAL TIPS
l!l TIle first rule ofsun>iving the Underdark-Nc\'cr, c\'cr wandcr the darkness alone.
~ Torches and other light sources are hard to come by in the Underdark. so stock up. But watch out!

Your torch lets you see and be seen, and it's hard to remain unnoticed when you carry a burning torch
through the Night Below, If)'ou have the gold, buy some potions ofdarkvision to help you see in the
dark. That way, the monsters won't see you coming from miles away,

~ Ifyou don't want to be a hot meal for some wandering Underdark monster, carry some extra rations
that you can throw down behind you as you flee. If the monster stops to eat the rations, you just might
live to go on anothe.r ad\'enturc.

SECRETS OF THE UNDERDARK
So dire is the reputation ofthe Undcrdark and its denizens that mothers caution their children to behave, lest
the dark elves steal them away. In spite ofthe danger, surface dwellers arc drawn to the Undcrdark in droves,
hoping to stumble upon great treasures hidden in its depths.

Food: What do the denizens ofthe Underdark cat? For the most part, each other. Still, a cavern filled with
edible fungus is a treasure worth fighting over. Ripplebark fungus (which looks like a mass of rotting flesh)
tastes much better when cooked properly, and a single barrelstalk fungus (which is large and cask-shaped)
holds several gaJlons ofdrinkable water.

Oozes: Oozes arc amorphous creatures thai live only to eat. 111Cy scour tlle caverns of the Underdark in
search oforganic matter-living or dead. These mindless scavengers can survive for hundreds ofyears and
grow to enormous size, yet too oRen they are mistaken for harmless pools ofgoo.

Getting Around: In addition to tight, cramped spaces. the Underdark boasts immense
caverns and huge, dark. empty spaces. Spells that let you Oy or climb along walls like a
spider are very helpful. In the absence ofsuch magic, you'll need plenty ofrope, as well .6'''''-_
as a trusty hammer and some iron pitons to get from here to there in relati\'e safety.

- ~~~- -~»~>. ~ - - ~
r-,
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Re haw
'17ie ruins ofCDStCe qreyfww(stl1mfat tlie ediJe ofa roc(y crevrmt in tlit Cairn ?rills, II sliort ritft

from tlie aty ofqreyliawt 'l1ie autre's arcliitlet, an arclimoSt namd"ZAgio 'Yraetnu, 6uiu

the magic.-im6uttfstructure amitlitn wnisliLt!'soon after it was compftUlf.

jlaorlfino to Iii! tUquaint4nctS, ZaiJifJ was consu~a6y a quest

forsodfjootf. In his mtufnu.s, lie .san(into the aungeons 6eneatli Iii!

castfe, toiting over some granae:o;:pe,iment in liis IiUftfm liJ60rawnes.

'11iert fiL trappet! nine tfemigcxls in speciaffy pnparetfprisons, ro65i11fJ tfiem
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SECRETS OF CASnE GREYHAWK
lhe three lowers that comprise Castle Greyhawk now lie
in min. but hidden beneath them is a multilevel dungeon.
filled with wizardly traps and monstrous experiments.

199wUv: Contrary to popular belief. the ancient
archwlzard Iggwilv may not be dead. The Witch-Queen
ofPerrelliand is rumored to lurk ill the dungeons under
Castle Grcyhawk-ifnot in body, then perhaps in spirit.
lethe rumors are true, she may be following in Zagig's
footsteps and searching for a path to godhood.

Zuoken: Zuoken was a powerful monk who became
a demigod. Zagig trapped him-along with eight

other demigods-below Castle Greyhawk.
Zuoken waSIl'1 freed like the others and

remains trapped in Zagig's Prison,
yearning for release. Dungeon explorers

should be on the lookout for a
suspicious cult ofmonks working to

free their master from his prison.



•

Servant of the Evil One: 'l1le simpering wizard Vayne scn'cs
the evil demigod Im'_ He lurks in the dungeons ofCastle Greyhawk.
hoping to unlock its darkest secrets.

Shodei the Uch: Once ofthe most powerful creatures inhabiting
the dungeons of CastJe Grcyhawk is the undead wizard Shodei, a
master of illusion. IfShodei is destroyed, he reforms in a matter of
days unless his phylactery-the source of his power-is also found
and destroyed.

Isle ofthe Ape: The dungeon beneath Castle Greyhawk hides many
portals, one ofwhich leads to a demiplane called the Isle of the Ape.
where a gigantic monster reponedly makes its lair.

ABOUT THE AOVEl\STliRE
Expedition ro rhe Ruins ofGrqlwwk is
a DUNGEONS'" DRAGONS adventure
written by Jason BuJmahn,James
Jacobs. and Erik Mona, p\lblished in
2007 b). Wizards oflhe Coast. Inc. It
owes its existence to Gary Gygax. the
creator ofthe GRIlYIIAWX" campaign
world and the architect ofthe original
Castle Greyhawk. around which this
adventure is based.

"When you run into somethIng in a dungeon that you just can't handle (and the
ruins of Castle Greyhawk are full of such things), always remember what I'm about
to tell you,~ whispers lidda the HalAing Rogue. MRun away. There's no dishonor in
Aeeing from a superior monster. In fact, it's just plain smart. And you don't have to
be fast. You just have to be faster than the heavily armored fighter with the short
legs. (Sorry, Tordek. No offense intended. But it's true.)'"

ADVICE

Nerull's Gate: 'T1ie tfungeoll fevel~I01V11 as Jrerutrs qate was
once a no!J silejorworsfiipers ofNeruff, tlit 000oftfeatfi.

)III eQrtfiqua~[eft mucfi oftlie dungeon fever ill ruins.

SURVIVAL TIPS
f!J Some of thc dungeon lcvels under Castle Greyhawk are sealed, and

you need a special key to enter them. High-ranking members
of Greyhawk's 111ieves' Guild know where a key is hidden. but thal
information comcs with a price. Dealing with rogues is tricky
business. so be warned!

~ Be carcful! Stories abound about how Castle Greyhawk now moves
about the world, sliding in and out of existence to a cycle only
Zagig wlderstands. If you tarry too long within the depths of its
dungeons. you may find yourselfemerging in a land
you nevcr imagincd-maybe even on a different
plane ofexistcnce!

~ '111e dungeons of Castle Greyhawk hold
unfathomable magical power. The source
of this arcane power is a mystery. but tampering
\vith it couJd lead to the destruction of Cm.1le Greyhawk.
its dungeons, and everytlung within.



Castle 11.
avenlJo~t7
Castle tf?pw:nlbft perdiu aUlp a rockY crag owrfoofjng tfie wtary, mist-sftroutfttffortSt wfky oftBar0vi4.

J{umfntfs ofyum oeo, Count StraFufvon Zarovi£/i conqUerlalBarovilJ and'mawtfnisfamify to tIU valley.

fortifyins Castfe f1?pwnfojt omfraUina it to nnvararufeur. Strafu['s unnquittlf{ow jor'Tatyana von Zarrwidi,

tfie WIfe of fjiJ 6rotherSergti, dfO'Ve him ro maDness amIpfungetf fjim owr tfie precipice into irrtt[uma6fe tvil

<J.V1ien 'Tatyana lidsutfdenfy, StralUfjoroeda 6footlpact witli an unnamed"ntItentity amf6tcame a vampire.

"Willlin tfie unliatroweQliaffs ofCastfe ~nfoft, tfie wmpin wrtfpinesfor a )'OU"S <Barovian 'WOman

named [nena, wliom & trufy 6tfieve5 is tfie mnurnation ofliis wno-fast {ow.

SECRETS OF CASTLE RAVENLOFT
A treacherous road leads from the forest valley into the
craggy peaks. ending before the startling presence of
CastJe Ravenloft. Twin guardhouses of turreted stone
keep a silent watch over the approach, broken from
years ofuse and eXIX)Surc. Bcyond these. a wide chasm
gapes between the Balinok cliffs and the walls of the
castle, disappearing into a fog-shrouded expanse far
below. Alowcred drawbridge ofold wooden beams
hangs precariously between the guardhouses and
the entrance to the castle courtyard. The chains
of the drawbridge creak in the wind, and from
atop the high strollg walls. stone gargoyles grin
hideollsly at all who approach. A rotting wooden
portcullis, green with growth. hangs in the
entry tunnel. Beyond this. the main doors of
Castle Ravenlolt stand open, a rich warm light
spilling into the courtyard.

The Vampire Lord: In addition to his
life-draining power and his ability to
assume alternate forms. Count Strahd von
Zarovich enjoys an unnatural connection to
the land of Barovia. Tllis gives llim the ability
to enter any building in Barovia. whether he's
invited in or not. He has no aversion to garlic
or mirrors. and he can't be held at bay with
holy symbols. Finally. an artifact known as the
Dayheart-which is hidden somewhere in the
castle-grants Strahd immunity to the destructh'e
effects ofsunlight_

Court ofthe Count: The castle is home to many
of Strahd's more powerfulnliJlions. including
a shadow demon named Lucian. a treacher-



ous werewolf named Emil. cabals ofevil warlocks and
necromancers. living gargoyles, and all manner of
undead, including vampire spawn, powerful zombies.
and wraiths.

Relics ofGood: Not everything in Casue navenloft is
evil, for Strahd hoards powerful relics ofgood to keep
them out of enemy hands. Among the relics hidden
throughout Ule castle are the Ho(y Symbol oj Ravenkind
and the SUflsword, both of which can be used against
the vampire lord if adventurers can claim them. The
Holy Symbol oj Rawtkind is a platinum amulet shaped
like the sun. ,viUl a large red crystal embedded in its
center. Around tJle crystal are inscribed symbols oflight
and truth. The SwtS\vord is a magical sword 'vith a blade
formed ofcrystal glassteel that glows with sapphire light
in the presence of undead.

ADVICE
~8e on your guard when the mists rise about you on a
moonless night. along a lonely road,~ warns Jozan the
human derlc. ~lore on the subject is very dear-the
mists can lead to Castle Ravenloft, and such mists often
refuse to release those they have led Into the domain
of dread.~

SURVIVAL TIPS
• Don', mistake the Master of Ravenloft for some

common vampire! Strahd is a predator who enjoys
playing cat-and·mousc games with his ~guests.~

He often changes his form with each appearance.
appearing as a monstrous bat, a batJike humanOid.
a monstrous wolf, or a cloud ofmist. He singles out
specific targets and uses hit·and·run attacks to instill
the utmost terror before gliding in for Ule kill.

~ Castle Ravcnloft is a tainted place. Any living creature
that dies within its bleak confines rises as a zombie
\vithin a matter of hours. Burning a corpse protects
it from this effect.

Castle View:

Castfe (/?gvell[ajt fins a 9O-joot••ta([outtr curtain
tlJaO'enclOsill8 tfie main /{{ep, 1iJfiicn ilUotporaus
tnru centra{t01iJt!t:r am{t1'ao1TlLa" L

Halls ofDesolation: <J1u: sqmfclir. ~noeons
ofCastfe fJ?9wn{oft liafi{unseen aanoers..

Strahd's Tomb: In tne
catacom6s 6C1leatn tne castfe
fies a time coffill restill8 011 a
maunaofeartn. !J{otnill8 nere
6espea~ a liappy ending!

ABOUT THE ADVENTURE
Erptdition 10 (asrlt Rln'mloft is a DUSGEOXS a DRAGQXS adventure
wrinen by James Wyatt and Bruce R Cordell, published in 2006
by Wizards ofthe Coast. Inc. It Is an expanded. revised \'ersioll
of the classic Ra\'enloft ad\'enture module by Tracy and Laura
Hickman, published In 1983 byTSR. Inc.



1{0rtlitast oftlit '1(ftp on tlit lBordtrUmtls is a 'WO()({ttfcanJon poc~ma~awitli CQW.S. 'l1ie

Caws ofCliaos, as tliey art oWown,fonn a fa6yn'ntli oftunntu andcnam6trs una« alii/[tliat

tncfostS tlit ravine to tlie nortli, west, arufsoutli.. gaMins, orcs, anaot/in monsters art

~nown to infest tlit caws, antidespite attempts to purgt tlitm, tliey cling ttnaciou.sfy to

tlitir lioUli"B$. '11ie CasulTan oftlie 'X.Iep reptatetffy lijres a4wnturers to enufl£Qtt tlit

tlirtat. 5'tttamvlij[e, tlie vi£Wus tri6e.s tli.at dwtff in tlit caws continue to tlireaten

mercliant caravans littUfing to antifrom tlie'1(ftp.

SECRETS OF THE CAVES OF CHAOS
Some say the Caves ofChaos gets their name from the
chaotic and evil monsters known to dwell there. such
as orcs and bugbears. The truth is far more sinister, for
the caves harbor a secret cult that seeks to spread ruin
and destruction throughout the land.

Kobolds: One ofthe caves to the north contains a small
network of chambers infested by reptilian kobolds. A
concealed pit wards the entrance to their lair.

Orcs: The orcs festoon the walls oftheir lair with niches
containing the skulls ofhumans. dwarves, and elves they
slaughter. Two tribes oforcs share the northern caves r"'"''''''''''''::~".'
and enjoy a tenuous alliance, although the death or
either orc leader could jeopardize the truce.

Goblins and Hobgoblins: Goblins and their larger
cousins, hobgoblins. inhabit the southern caves. A
crude door blocks entry to the hobgoblin caves. and
a crude sign on the door bears a warning written in
the Common tongue: "Come in-we'd like to have
yOli for dinnerr The goblins have a powerful ally
in the form ofa hulking ogre, which lives in a cave
connected to the goblin lair by a secret door.

Bugbears: Bugbears inhabit one ofthe northern
cave complexes. \¥hat uley lack in numbers. they
make up for in strength and cunning. The bugbear
chiens a hulking brute who holds the only key to
a locked door, beyond which is kept the tribe's
spoils, The bugbears arc known to keep slaves,
which they offer to appease a minotaur lurking ,..~-'

in a ncarby cave.



Goolls: The entrance to thc gnoJl cavcs is high up the
canyon, to the southwest.ll1e gnolls descend on intruders
like a pack of feral dogs, fighting to the last.

TIle Hidden Temple: The westcrnlllost cave holds a
dark secret. Even the bugbears avoid this cave. Beyond
undead guardians lurk humanoid figures dad in red

robes with black cowls-human priests and acolytes who
congregate in a secret temple. worshiping dark powers and
plotting the spread ofevil and chaos.

The Owlbear:)ln O'W/&arrtt'ts in a !nunndCIlW.Jt use!

it.! 6ite anticftJwsw tear andrmilit.! prey 6efore araoaing tlie

rel1Ulins 6ackJo i,faN!.'

The Ogre: ']1ie go6fins anano6006fins refy on tlie ogre ro aeter

attac~ from tljeir neigli60n, tlie On:! anaonof4. COtlSe'l.llentfy, tne

ogre receive! more tlion Iii!;fair SMre ofOoodSfrom caravan raiils.

The Minotaur. 'l1u minotaurwaits unti[you enter its../(uefi~

fair 6efore cormring you. '11ie (a6yn'ntli Quorients ilttruderf. ma~jno

it a!fficu[tforyou to escape Mce inside.

~The Caves of Chaos was my lirst real adventure,~

recalls Regdar the Human Fighter. ~Six of us
wenl into those caves. Four of us came oul. It
was brutal. It was exciting. And I learned a lot
about teamwork and what it means to be an
adventurer during that quest.~

SU RVIVAL TIPS
~ If you hear a goblin shouting "Bree·

YarkJ" it means more goblins are
on the way! Find yourself an easily
defenSible location to repel the onslaught.

~ Search for secret doors regularly and often.
You may find a hidden vault or a secret way
into anotJler network ofcaves.

ABOUT THE ADVENTURE
111e Caves or Chaos figure prominenll)' in
The Kup 011 die IJordeTlands (module MB2"),
a Dm;GEoNs &. DRAGOss ad,'enlure written
by Gary' G)'gax and published in 1980 by
TSR.lnc.1l1is module was also part orthe
D&D Basic Set. beneT known 10 I51-Edition
0&0 fans as ~the red box.~



'far 6ew:atfi tlit f1Jemcnrwe6, in weffs ofutteraa~ness, fre tlie tfmufea([)emorrwe6

CPits..1f'tre, suspenaedamU{aigantic we6s enusetfin a putrid; sou(..tfevoun"ngfog, sits

Coufi's auarence diam6er, a monstrous spUfer-sliapetf fiaffwlUre tlie ([)emon Q!uen 'Wtavts

lier prots, influences roents on otlierworfdS, anaoccaszonaffy leaCs witfr tnt emissan"es

ofp(flVeifurdemon (oms.

UJltfr wSpiUrQ!unr isa tfemon tliat 6«.ameaaotf.lJ1ie aar{efWs(co./ktftfrow)

rewn Loftli, ant!slit efaims tlie 66tll fayer oftM}l6yss 4J lier personafaomain.

'11ie tDemolTWe6, as lier aomain is {nown, is a 6Uu~witfjifUtfwilli tliic{wt66ina

tliat sometimuforms pasklBnvtryJ amivast cocoonrJi.! cMmkrs. '11irougfiout tM

rDtmonwe6, various structures ant!sfiips Iidng amUftliL strantls, pufk(from othn

p[Qnes amicouafit in tlU we6's snare. '11ie jnfia6z'tants oftlie wt6--demons,

monstrous spUiers, amiornerfourcuatures--incorporate the structures ant{sliips

into tlit W116, transfannino tlicm into fairs.

SECRETS OF THE DEMONWEB PITS
The Demollweb is constantly shifting as passageways
are moved around, takcn apart, and rebuilt. Not
surprisingly, maps of the Demonweb are unreliable
at best.

TeleportatloD Keys: Within the Dcmonweb, uncontrolled
teleportation magic is impossible, blocked by Lolth's divine will.
Howcver, ccrtain ofher favored agents carry specially crafted geometric
sculptures-iron pyramids, silver spheres. eight'pointed bronze stars,
and blue cubes-1l1at allow them to teleport to various waypoint areas
within the web. If you can obtain one or more ofillese "keys,~ you
can move more quickly and reliably through the Demonweb.

The Handmaidens of Lolth: 'Ille Demon Queen's "eyes and
ears" in thc Dcmom\'cb arc the yochlol demons, each one a
seven·foot·tall tower ofooze willI whipUke tendrils and a single,
unblinking crimson eye.The true fonn ofa yochlol is rarely seen,
for it prefers to take the form of a hauntingly beautiful dark
elfwoman or a human-sized black widow spider.

The

emonwe
&I~ PIt'S



Portals: !AJftfr's We6 contains numrous portals to otlierpfanes
aruftllStDnt tuo&'s.

Dark Elves: 'llie mafevofent aartefws, orarow, rrw in tfrL
Vnaertfarftarufworsliip Loftli, CDemon Q!Jeen ofSpiJIers.

Demons: qfaoru.u aemons arufvrocttftmons arejust two
types ofaemons {bourn to populitu Loftfr sWe6.

The Chwidencha: 1+1ien a aartefjjails one oftfie Couti's
tests, stie mistit lransfonn tiim into a cfiwiLfenctia. 'lliis crawfins

mass ojspUler ress reffects ttie SpUfer Queen's cruefliumor.

ADVICE
~Only the most powerful or most foolhardy adventurers should attempt an
expedition Into the Demonweb PllS.~ declares Mialee the elf wizard. ~Lolth is a god,
and her servants are demons and other foul horrors that make the typical fare of
ore and bugbears seem like a gentle summer breeze compared to their hurricane
rage. In other words, the Demonweb Pits is no ordinary dungeon, so prepare
accordingly-and put your affairs In order before you leave.~

SURVIVAL TIPS
~ Demons abotmd in the Demonweb. Most ofthem are immune 10 lightning

and have formidable resistances to acid, cold. and fire as well. They
don't like good-aligned weapons or spells that deal copiOUS amounts
ofsonic damage.

~ Bring along a cleric or druid who knows how to neutralize poison.
If you can't find a cleric or druid crazy enough

10

accompany yOll, stock up on Vials ofantitoxin,

ABOUT THE ADVENTURE
Expedition to lire Demonweb Pits is a DUSGEONs.& DRAWS'S
ad\'enture written by Wolfgang Baur and Gwendolyn Kes­
trel and published in 2007 by Wizards ofthe Coast. Inc,
The adventure was inspired by a lst·Edition O&D module
titled Ql.lUTI ojlhe Dernonwtb Pits (module MQll. \willen by
David C. Sutherland III with Gary Gyg3X and published in
1980 byTSRlnc.
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SECRETS OF THE DUNGEON OF THE SLAVE LORDS
To escape the dungeon labyrinth ofthe Slave Lords. prisoners must make the
best ofopportunities offered by the dungeon's contents. These opportunities
may seem meager at first, but imaginati\'e adventurers can use what they find
to survive long enough to reach an exit.

Dungeon Features: All tunnels and chambers consist of fine sandstone,
except in wet and drippy areas, where the walls are made of limestone.
It's not possible to chip rock pieces out of the wall to get weapons or sling
stones. The limestone is too hard. and the sandstone is too cnunbly.
Fine sand covers the floors in the sandstone areas to a depth ofone
foot. The limestone areas feature smooth floors with stalagmites and
stalactites too thick to break of[

Deadly Light: If)'ou see a faint, flickering sphere of light at the end ofa
tunnel. be wamed! An ancient, feeble \viL\·o'·wisp lurks in the dungeon, trying to
lure prisoners to their doom. TIlls evil creature feeds on the paniC and fear of
its victims, and it delights in tricking adventurers into perilous situations.

ADVICE
~The Myconld King Isn't too obnoxlous,~ explains Udda the halfllng rogue, "at least
as far as mushroom people go, He can point you to a dungeon exit if you perform
a small quest for him. That certainly saved my bacon after I was thrown Into the Slave
lords' dungeon. Agaln.~

SURVIVAL TIPS
~ [fyou find yourself trapped in the Slave Lords' dungeon \Yithoul the benefit

of darkvision, your first task should be to locate a Ught source. A rusted.
discarded dagger and flint spearheads can be used to spark a fire. or you can
proceed blindly until you stumble upon a wayward fire bectJe or patch ofglowing
fungi. If you find a pool of black pitch, coat your makeshift torches in it. A pitch-
covered torch will burn evenly for up to six hours.

l!J The skeletal remains ofpreviolls prisoners Litter various corners and crevices ohlle dungeon.
Don't cringe: A thighbone makes an effective club when nothing else is available.

ASOllT THE ADVENTURE
In fhe Dunseons of the Sw'e Lords (module M A4"), written by
Lawrence SchJck. Is the concluding module in a four·part
series of DUNGEONS A DRAGONS adventures published
in 1981 by TSR, Inc. It Is remembered because of
the Insidious opening-which found the adventurers
trapped in the dungeon without any annor or
weapons!



Once aseneratio", a stra"lJe (omet (iJlleadie l'Drason srearfor;ns a reaKar IU1US5 tlie nitJnt

.s.V" Onjust men a nitJnt, tne gates of'Firestonn <Peatswino open. ~enet't'r tlie gates oftlie
forWm mountainfortress open, trou6fino timesfoh 115 tne sumJundino !anils are cumawitn
pfasues atufarousnt. tDurinS tnese times, tfiejcmress is ripefor qpl'oration as aaventurers try
to unrave{tfie secret of'Firestonn t1'eatanae!aim its fiUfaen treasures. VnjorturuJufy, few of

tfi£se ad"wnturm return to sfiare tfie tares oftfidr fiamJ'Wins eJ(p(oits. Lili! so many 6efore
tfiem, tney vanisfi. ana6ecome pan oftfie mystery tfiat is lFinstonn !Pea{

"I1ie Outer qates oftfiefonnss an maae ofnepfiefium (transfucent iron) tfieir fiinses
e:(pCnry eonstmcteaanacfever{y fiitlaen. 0e)'Otuftfie gates fies a su6terrunean eompk.t

ovmun witn auergar-evi{d1varves eapa6(e ofenfarging tfiemse(ves to OfJre size. 'l1i.e
auergar nQ1le come to qpeet intmaers, anatfieir fair is rUftffeawitfi 6arrialaes ana

traps.13eyonatfie auergar reaou6t a"wait tne 'TwisteaCawms, a monster-inftstea
fa6yn"ntfi ofmaaness. jlaventurers wfiofignt tfieirway
tnrougn tne gi66ernllg noraes aliamutateatrorrs welltuafly
reaen tfie {IlllerSallctum-tfie fiean o!'Firestomllf'ea.t



ABOUT IHf AOVENTURE
The Gates efFirestonn Peak 1.$ a
2nd-Edition DUI'GEONS. ORACOSS
ad\'enture written by Broce R
Cordell andpubllshcd in 1996
by TSR. Inc-.

SURVIVAL TIPS
~ Duergar arc dazzled and disoricnted by bright light,

so your spellcaster should consider packing a few
dayli1Jhr spells.

~ Once you reach the Twistcd Cavcrns, resist the
temptation 10 heal yourself when injured. Every
time you heal naturally or magically within tllis area
of the dungeon, there's a chance that you might be
afflicted with some. kind of horrible mutation. You
don't want to l-now the details. Really.

The Dharcalu : (]]ie dkarca{us is afearsome pwfatorfrom tue
/far 'ksa(I1I, auackilta witli its tent,acks alUfgaping maw.

The Myconids: '11iese fUlIga(creatures are tue onfy
6e11e1lOkllt inna6ittJ1/ts ofthe 'TwisteaCavents. 'Tfiey
klOW flie tnle evi[tliaL p(ogues Pirestonn Pealt
amiare quite happy to sfUlre infonnation.

"The next time an ominous comet streaks acrOSS the
sky and the gates to a locked place of unimaginable
power swing open, run away," urges Aramil the elf
sorcerer. "That way my team won't have any
competition for the vast amounts of treasure waiting
Inside."

ADViCE

SECRETS OFFIRESTORM PEAK
Elder Elves conslnlcted the dungeon wIder FirestOl;m
Peak as a magical research facility. Within its innermost
sanctum they built a device to tap into the vast magical
power of the Dragon's Tear comet. In doing so. they
opened a portal to a dimension called the Far Realm and
made contact with nightmarish beings of unfathomable
intelligence.

About Ouergar: TIle duergar that inhabit Fircstonn..
Peak are a race ofgray·skilmed dwarves that can enlarge
themselves. becoming giants. They also have the power
to tum themselves Invisible.

I.ord ofthe Twisted Caverns: The Twisted Caverns of
Firestorm Peak are home to a deeps-pawn, a monslrOUS

tentacled horror thai gives birth to other kinds ofmonsters,
including raging gibbcrlings and mutated troUs.

Madreus: A human wi1.ard named Madreus entered
Firestonn Peak years ago. reached its llmcr Sanctum.
and made contact with entities both powerful and
unfathomable using the Vast Gate, a window to the
Far Realm. Madreus alone holds the secret to
destroying the Vast Gate and ending the evil threat
beneath the mountain.



'1fvo hutuffflfyears ago, the arut awaifsmitli

t[)uraead'in the <Bfac.{6uilt 1(fiutufn&,pr. a /iit/am

stronaho(4from whiLh IU faundiet! /iis war

ojvengeance aeainst a([orts. 'foryears

{/)uraetftfin ra6orttf, carving dwm6ers out

ojnatura{arwms. ston·ng weapons atufmagic itnns,

atufpfanning liis attaciJ. 100ien the orcs tllSCovrreatlU fixation

oj1(fiumfrui.9r. tliey stonneatlU dtatfe(ant!~aa([witliin.

uaerufs say tnat ([)urgedd'in 's masterfu{6fatfes andglittering

treasures 1Wre neverJoumf.



ABOUT THE ADVENTURE
Tht Forae ofFury is a DUNGEONS" DRAGOSS advcntllfe writlen
by Richard Baker and first published in 2000 by wUarcls ofthe
Coast. Inc. A favorite among 3rd Edition players. thiS adventure
has killed more lhan Its rair share orad\"enturers over lhe years.

ADVlCE
·Orts are bad. but having trogs in the Forge of Fury .-.
well, that Just stlnks-Ilterallyt complains Tordek the
dwarf fighter. -No dwarven stronghold should have
to abide such foul creatures. If you run Into any trogs,
don't breathe or you could wind up sickened. Take it
from me, you can't swing an axe or cast a spell when
you're heaving and hurling.·

SURVIVAL TIPS
~ Therc's truth (0 the old saying, MDwan'es make good

friends." They are especially skilled at fighting
orcs and ogres, and they know their way around a
cavern. Having a dwarf or two in your party could
mean the difference betwcen life and death­
especially in the depths of the Forge of FuI)'.

«J IfyOli run into Nightscale the black dragon,yoll have
{wo real choices: surrender and hope to initiate
a parlay. or demonstrate tllat you're tougher than she
is. NighlScale has been known to show mercy.
especially when adventurers (ass their \veapons
into the lake and hand over their treasure. When
adventurers threaten the dragon. however. Nightscale
sometimes bargains for her life or flees
into the depths ofthe lake. In either case, she always
returns and finds a way to exact
revengc for such a terrible insult.

SECRETS OF THE FORGE OF FURY
The fallen dwarven stronghold of Khundrukar is
sometimes called the Forge of Fury, a name inspired
b)' its legendary foundries and Durgeddin's unrivaled
halTed oforcs. Durgeddin buill his stronghold beneath a
hill riddled with natural caverns. Aworn path leads up to
a pair ofstone doors set into a deep den in the hillside.
Beyond these graven doors lies a series of dark halls
and twisting chambers, now infested with orcs. Below
these areas await natural C3\'CrnS whose walls sparkle
and glisten with semip~eciousstones. and beyond these.
the great dwarven foundry where Durgeddin and his
followers lived and worked.

Great Ulfe: A brutal ogre l..'TIown as Great VIfe leads
the orcs ofKhundrukar. Vlfe and his pet wolves like to
prowl tl,e hills on moonless nights. However, you're more
likely to find Vlfe in the upper levels of the stronghold.
counting his gold. Killing Ulfe may be enough to
demoralize the orcs and make them want to leave
Khundrukar.

The Black Lake: In the darkest depths ofKhlmdrukar
is a flooded grotto called the Black Lake. A black dragon

named Nightseale claims this cavern as
her lair, swooping out ofthe darkness

(0 blast intruders with her acidic
breath or to snap thcm up in her

• powerful jaws.

Orcs in the Forge: '11ie orcs of'l(jiunaruftarare 6ruta{am!oryaniw[
)Inatfiey rtaffy, trufy fiate awarves.

Troglodytes: 'I'rogrod"ytes infia6it tfit eaverns umfer tfie tfwarven
strongnoU!. '11iese reptiBan, Jfesfi-eating TJUJrautfers t:{)lJfe a temMe

stmefi tnat can owrwn.efm tfie senses oftfirirprey.

Yellow Mold: 'l'elTow morarefeases tfeatffy spores wlizn tout/ied'.
9>tany oftne tfwarwn sf,tfetons tnat fitter tlie tForoe are cotItreain

tfie stuff

Roper: rro tIiz untrainetfeyt, a roperWo~ fiR.! an orll­
1UJry stalagmite-untlTit opms its 6ig eye anawmps its stief(y

tentfrifs arountfyou! '11ie kst way to tfeafwitli a roper?

UlWe it alone.



Ghost ToweR of
~ • ,~=g= JjiiijV ~ -'"~

'11ie '1(yeper of tlie sour gem tllSl1ppearetf'williaut a trace

some years fater. 'fem'6ft forces see~.fnB tlit sour gem fllU! .mae

to IrwerneM antIcast a01.l/n its wafls, 6ut tlieyfoUnt{

110 dues to tlie wlierea60uts oftFie centro",{_----;;:"",..::
-anost tower. »Over die years, afew ..

f0rtululU SOliCs liave witnessed' tlie

gliost 'tower oflnvemess appean'llg

in tne fortress court)'artfon fog­

SliroUlfetfnignts, 6ut it invarilJ6fy

va"isnes 6y moming, once more rost

to time. jifnyone wislii1lfJ w cllJim tlie

sourqem must unCoc~tne secret ofdie

qfwst'towt'r, tne qy to wfiidi fies in

pieces 6el"ow tne ruineafortress.

In tlit eWer aays 6efort tIit 1UJin ofCoforfess rrin, wlien

tIU ancient fN~ oftM.lt660r-ft{Z stilItlirusr..sfwrp aMmajutiJ:,

tliert tJ(jsUif6et'wttn tlU CBriglit QJesnt anti the moutli oftIU

IJijwrSefintan a Bffllt fortress caffu{Inwr1le5S. Its untra(

tower liousttfan elifn"uli jtwt{,tnown ro scfwum as tfre Soul

gem, a rtuluJTlt tlwmontfwilli die po-wer to trap soufs witliin

its gfitterina/aceu. 50 cowtou.J was its owner, tnt mysten"ous

fontoflnwmess, tliat liejilktfdie centra{tcrwerwitli liom"6k

cnatuns antItraps to prouct tlU gemfrom tlieft. 'l1iat orone

seemet{insufficient, so lie wrest tlie tuwtrfrom tliefa6ric of

time to protect its tfeniurufrom tlie ptill0Be ofyears. 'T1ie tower

vanislied; ftovino tlie rest oftlie fortress 6efiiruf.



SECRETS OF THE GHOST TOWER OF INVERNESS
The four·part key that leads 10 the Ghost Tower lies scattered in the dungeons below
the ruined fortress of Inverness. Adventurers hot on the trail soon discover that
monsters and traps guard each fragment ofthe key. The combined key fragments
alone has the power 10 te.leport adventurers to the Ghost Tower. Once inside.
the ad\'cnturers must contend with lhe tower's elemental guardians to reach
the chamber containing the Soul Gem.

The Fourfold Key: Each piece of the key is a blue-gray rectangular bar six
inches long. one inch wide. and a quarter inch thick. When all four pieces arc
connected, they fuse into an eight-inch square that glows with blue light and transports
the possessors 10 the ground floor ofthe Ghost Tower. .t'~§;~1~

The Ghost Tower: The Ghost Tower has five le\'cls, the haltom four of which
are fashioned after a particular Elemental Plane. Adventurers \vishing to reach
the Chamber of the Soul Gem at the top of the tower must make their way past lhe
guardians ofthe Air Level, Earth Level, Fire Level, and Water Level.

The Soul Gem: The object ofyour quest-the fabled Soul Gem-floats in a chamber
at the top of the Ghost Tower, Its dazzling ra}'s have the power to drain the souls of
living crealures and consume the magic of items they strike. Reaching the Gem isn'l
easy, thanks to an invisible force field surrounding it that must first be deslroyed,

MEMORIES
~I fought a medusa once,~ Regdarthe Human Fighter remembers. "She had a mass ofsnakes
for hair, and scales covered her body. She looked our way and lOlan turned Into a statue of
solid rock. So I closed my eyes and charged In. I just kept swinging my greatsword In the
direction of the hisses. and It all worked out in the end."

SURVIVAL TIPS
t!J One of the rooms that you must cross in the dungeon under Inverness features a

classic chessboard puzzle, If you don't know how to play chess, bring along
someone who does. .JE...Jl:::li""~II'"'''''

Cl Water floods one level ofthe Ghost Tower. Make sure you're packing
potions ofwater breatllin8' or you might end lip as fish food,

ABOUT THE ADVENTURE
"J1le Ghost Tower oflnvem£5s (module Me2") Is a
DUNGEONS'" DRAGONS tournament adventure
written by Allen Hammack and first published in
1980 by TSR. Inc.

Fire Bats: 'T1ie tFire Leveroftne gnost rower is swanni"g witn
tleatf{yfire 6ats. If)'OU nave magial£fire resistance, tne 6ats tvif[
6e {jure more dian a nuisance. If)'OU tlon't, prepare to 6e 6umetf.

1~~;;;;;;;i:E~ The Thing in the Tunnel:)I rampaging um6er hurtproUCts one ofthefour (ey
III fraements necessary to readi. the gnost rower. )lnnoretlprates cover tnis terri6fe

a6trration's missliapen 6otfy.

t Keeper of the Tower: '11ie recfusive arcniUct oftne ghost %werofJrtVmless
""~sJ rrportttffy proulfIgetfltis 6ft 6y transfonning into an untleatlmature carret!a ficFi.

::~ The Lady ofStoue: tI1ie 'EArtlt Lew{ofrite gnost "Tower nouses a med"usa, a
~ser:pent-liairetfmonstertVhost81JU turns interfopers to stant,

""''''':;



SECRETS OF THE GLACIAL RIFT
The Glacial R.ift lies deep within the mountains.
Adventurers who follow the fresh tracks ofroving frost
giants can find a tunnel the leads down to the ledges
overlooking the Glacial Rift. Numerous cave entrances
connect these ledges to the inner caverns.

Grim Warning: One of the first icy caves you're
:-" likely to explore contains a grisly display; eight frozen

corpses encased in upright blocks ofice. The bodies
are the remains ofpast adventurers. They are obviously
very dead, not merely frozen, and their weapons and
equipment have been entombed with them.

Ogres and Yetis: The Frost Giant Jarl employs a
large number of ogre mercenaries and yeti scouts
that congregate in ice caves on the uppermost level
ofhis stronghold. TIle ogres are a raucous bunch, but
well organized. The yeti are skilled at blending in with
their surroundings, hiding under the snow until their
prey blunders within stril.ing range,

(JJeneatli tlie migli!) peak; oftlie Crysta{mist 9d.ountAins fits tlie stroT/alioY

ofqTUfJnur, LoraoffFrost giants..it sprawling networtofmeamfen"no

......'''''', tunnelS ana ice Ca1Jt.S surrounds tlie centerpiece of(jruonur's

strunahara: a magnificent, jaMeacnasm open to tlie s~. Icy

fetfOts overfoo{tfie great nft, wliieli isfiff£fiwilli cmung mist,

aauJing icefannalions, antijrost-covemfsta{oamites. 'TFle floor of
tlie cliasm fits severa!liumfrttffut 6duw tneSt reoBeS, IiUftfen 6y tlie

mist. 1qmorfiazes, wliite puadlnos, amiotlier terri6fe monsters inIWEi!

tfie qracia{ fJQft, Gut tFiest nomaGeasts pare ill comparison to tfie temEre

frost giants wlio cofftlie neigliGoring C01Jems /iome.

Glacial Rift Qfthe

st,.
JClnt

JaRl
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The Remorhaz: )la't'enturers wlio expCore tlie mist-sfirout:{eafloor of tlie qrociofqq[tfinaa Carot aome
ofice anasnow, witliin wnieli [urfu aawnt wonnfiRJ crcatlln caffeaa nmomaz. 'l1ie aome °afro contains.
tlie sft.!£tui[remains oftlie creature's past victims as we[(a.s t1VO usifu(treasures amana tfie ae6risfiJ

tFiose wifR"g to ti~ a fiUk searcfiing---a "·"0 of1vislies andan inteU''8ent giont-s14yina 6astanlswora.

Giant Emissaries: 71ie JarCliosts representativesfrom various otlieroiantfactions. 1(ifRne tlim emisSiJrie.s may sumler die
tfe6:ate amanajoroed6etween tlie awnt £truftT'S andtfieir dISparate tri6ts.

Frost Salamander:)l frost safo.mant[ergives offon aura of intcn.se cof4Dnafi~ to rendprey willi its iq clQws.

White Dragons: 'Two udiite ilrQjJons infWrnt a 14rge caw on tfie fuwtr few{oftfie frost oiant
strone!io{Q. fJ1ie maCe skeps atop a moundoftreasure. 'I1ie!nniJ(e turk} on a retial faana tlie

cau entranet. '11ie Jonanaliis WIfe mo.t tfie tfrtlfJons wefl, IWmfjutling tliem
untler morsels arufatlarne new treasures to tlieir fwartlon a reguliJr 64SiJ.

ABOUT HIE ADVENTURE
Gladal Rift oJfhe Frfm Glanfjarl (module ~G21 is all early
DUNGEONS" DRAGONS adventure written by Gary Gygax
and Ilrst published In 1978 by TSR. Inc. 111c three
modules that comprise the classic ~GjalltsM series were
later combined Into a sIngle adventure titled A,gainst the
Giants, whIch \Vas re·released ill 1981.

The Frost Giant Jul: Grugnur is a formidable frost giant clad in a chain jacket. He wields
a mighty greatsword and carries a huge enchanted shield that deflects missiles. His most
prized possession is a drinking hom set \vi.th eight glorious gems. He is never seen without
his two enormous winter wolves and his magnificent wife. who wields an iron mace and
wears armor made from sabertooth tiger hide.

SURVIVAL TIPS
\f) Bring fire. Lots and lots of fire
if; Thc icc cavcrns of thc Glacial Rift are slippery. so strap crampons on your boots

before heading down.



'11ie fordoftlie fin gum!s. 1(jng Snurre [ron tJJe{[y, rufe.sfrom a su6Um1nean strongliofd6eneatli a wfcaniL:

mountain range (ilfletf tlie '}{effJumaas. Snurre ru(es liis fjn tliroUfJIi slieer mitJlit,forSnum is sawto 6e far

stronger tlian smart. jl{tliougli lie is 6eliintftlie giant raw tliat pfagu.e tlie neitJli60rirIfJ civitlUd fo.ntfs, liis actions

are influencetf6y secret afflQnusforgedwitli darf.!rpowers.

'1'wo massive 06sitf'lQn valVesgu.artfth£ entrance to tlie '}{afloftlie 'fire (]iant Xing. '11iese 3O-foot-taIl, J-foot-tliic~

6liJc~stone tfoors require oreat stnrlfJtli or rrul[Iic to open. tJJeyonrftliem streulies an unpfeasantfy

1varm liaff, its lIau{udceifing supportetf fry soot-coueredpiffars.)1t tlie entfof

tliis liaflrests a mar6fe tfais supporting 'Kino Snurre's massive tlirone, andyou

can usua{[yfintf tliefiery tyrant seatedon liis tlimne, reatfyfor trou6fe.

SECRETS OF THE HALL OF THE FIRE GlANT KING
TIle Hall ofthe Fire Giant King consists ofthree levels: however. KingSnurre doesn't
hide in the depths ofhis labyrinthine stronghold. On the contrary: Adventurers who
invade the Hall of the Fire Giant King must confront the tyrnm almost immediately,
along with scores of Are giant guardians and reinforcements,

The Main Hall: The main entrance leads to the Hall, a massive brimstone
chamber Ihal holds Snurre's throne and where the fire gianl king can
usually be found. Snurre alone is a great enough threat for an entire
band of adventurers, but he is also attended by four elite fire
giants wearing chain shirts and armed with massive
throwing hammers. The fire giant king also keeps two
monstrous hell hounds as pets. One loud bellow from
the king summons fire giant reinforcements from
nearby chambers.

The (bleen: Snurre's wife is a vicious harridan,
a sly and cunning horror. Topped by a huge
mass of yellow·orange hair, Queen Frupy'f
face is a mass of jowls and wTinkles. Her body
is lumpy and gross, and she wears garments of
black dragon hide set with iron studs. She uses
a spiked iron scepter to pound intruders into
bloody pulp.

King Snurre's Treasure Hoard: Hiddeu­
behind a secret door at the back of Snurre·s
throne hall waits a C3\·e filled with plundered
treasure stashed in eight trunks, six chests.

and five coffers. Many of the containers are ~;:~~~?
~~
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-/ UIUW,. _ltD. IIlHIIABOUT THE ADVENTURE
IfaU ofthe Hrt Giani KiJl8 (module MG31 is
an early DUNGEONS" DRAGONS adventure
wriuen by Gary Gygax and first published
in 1978 by TSR. Inc. The three moduJ~

that comprise the classic MGianlsM series
were laler combined into a single adven­
ture titled Aaainsl the Giants. which was
re·released in 1981.

SURVIVAL TIPS
~ The ice caverns of the Glacial Rift are slippery, so

strap crampons on your boots before heading
down. If you wanl to get under King Snurre's skin,
arm yourselfwith lots ofcold·based speUs. A quiver
filled with sialll·bane arrows wouldn't hurt, either.

~ Leave the lire mage at home when undertaking this
quest. He won't be of much usc in the Hall of
the Fire Giant King.

BrazzemaJ: 'l1ie {owest feveroftlie Xa({ftatures natura( tunneCs aruf
caverns separatea6y rivers of ftwa antipoefs af6u66fing magma. 'l1ie
reaaragon f]Jrazzema[[u~ in tne neart of tliis 6uming-not 1i16yrintn,

gfoating over nis treasure noanf.

The Drow: Snum: lias forge! terct pact tvilli a vi(e group ofaar(tfJ
c(eries wno (ur(in tnt [ower rev 'fs oftftefiery slrong!ioftf. Wnat tfte araw
{lave to gain from sucn an a[(lance is a mysttry. Onfy tfieir (eaaer, '£cfiwtfra,

k,nO'ws tfte sinister trutn.

King Snurre Iron Belly: Snurn naw ovtr 13 fett talfaruf~ars 6/iu(
iron arowr. 1ft tWrds a~gnafslllOmtfiat ignilts witn./fames wfU.n SWIl1llJ.
1fe wears a doa(matfefrom wnite aragon nitfl tliat protects nim against

coUf-6a.seaattae~.

locked or trapped. One chest rcportedly contains a
collection of rings, sevcral of which are thought to be
magical.

The Elder ElementaJ Eye: TIle second level of the
fire giant stronghold contains a mysterious temple,
the centerpiece of which is a stone altar made of a
dull. porous-looking. rusty black mineral. Touching or
attacking the altar causes it to become a translucent
amethyst color with a black. amorphous center. Ifa large
blackened drum near the altar is struck, a golden eye
swims into view from the allar's writhing center. Those
who look upon the eye and are deemed "unworthy" are
drh'en insane or slain outright by the terrible sight.



'17fe 1l"rUen Slirine is part oftlie ruinetfcity oj'Tamoacfuln, tlU
CQpitolofan ancient antfforaotten empire tMt coveretfmucli of
tlU continent tong kfon current liistory 6eaan. 'l1it tbppkilcity

is IiUfaen kneotli tlie CQnt:Tpy ofa sawgejungk, amitlWUlJIi its
suifaa ruins Iiaw 6een pfumind, tlU 1l"ttftfen Slirine liasJet

to 6e expforetf.

'17iere are two ways to readi tlie 1l"ttfilen Slirine. rz1iefirst is tliroUIJIi a
secret .st4ircase IiUftfen in a waf[6eliintftlie statue oftlU 6at aoa
Canuuou, wliitli stands at tlie 6tu(oja crum6fdpyramUf-umpk.

'I1ie secorulentrance am onfy 6ejoumi6y accUfent. ([)epnufing
on Iiow you approacli tlie umpk, you misfit cross a particufar

section ofcrac~tfa,ttfoverarawnJ1izBstones tfult sliuililer

urulerfoot, colUJpsina into a secret umierarounilcfiam6er.

SECRETS OF THE HIDDEN SHRINE OF TAMOACHAN
Due to lhe age and unstable condition of the dungeon.

destructive area effect spells are likely 10 cause partial
collapses. In addition, the dungeon's lower chambers contain

an invisible poisonous gas. These hazards. while
irksome. arc not likely to kill adventurers before

the dungeon's ageless traps and monsters do.
Ruined Tamoachan: Never mind the Hidden

Shrinclll1e ruined city of Tamoachan has its
own perils, including roving packs ofundead.

Vampire Dust: Somewhere in the dungeon lies
the Sepulcher of Tloques'Popolocas, a vampire

in the service of the bal god



Camazotz. A slone sarcophagus in the middle of
the tomb contains the vampire's bones and dust,
as well as his ceremonial armor and jade jewelry.
Removing the lid of the sarcophagus causes the
vampire to reform and anack. The desecration of
the vampire's tomb also evokes a powerful curse, as
Camazotz sends agenlS to retaliate against any defiJers.

MEMORIES
-, hate ancient and forgotten gods,~ Udda the halfling
rogue re<ants to anyone who will listen. -First, they're
old and moldy, and I hate old and moldy. Second,
they're forgotten. How can you remember not to do
something they won't like if you don't even know they
exist? That's what forgotten means! I have no idea
who you arel Cut me some slack or recruit a better
priesthood, that's what I have to say about it.·

SURVIVAL TIPS
'@) Poisonous gas fills some areas ofthe dungeon. Don't

forgelto bring along some vials ofantitoxin or potions
ojneutralize poison.

(f) You'll need someone skilled al bypassing traps and
findmgsecrel doors to make it through this dungeon
in one piece. If you don't have any rogues in your
adventuring party, hire onel

ABOUT THE ADVENTURE
TIte Hlddell Sllr!lIe ofTatrloadwn
(module Me 1') Is a DUNGEONS &:

DRAGONS adventure written by
Harold Johnson and JelfR. Leason
and first published In 1980 by

TSR. Inc.

CaJendar Stone: Tliis areat wliee(ofstonefeatures a
sym60fof tfre sun surTOurufed6y Slgi(s representina tlie
1Itlrious seasons oftfre year. fJ1ie CAferufar stone covers
a secret passage to a frUftlen tom6. if tfre sun s)'m60(is
struc~two or more times, tfre caferufarstone Mnas to

one side on Il mtJ$Sivt set of frinaes..

Stone Dragon Trap: '1'mps a60utuf in tfie Jrufifen
Sfrrine. Wa~na up an innocuousif'Sfrt ofstone steps
Ciluses a stone drilfJon to emeraefrom Il secret drove
Ilt tfie top oftfie stilirs, '0([fOfWO.rd to tfie top oftlie
SlQircase, and6efdi. fortn COlles ofscafdina steilm.

Servant ofTIaztiot1: One oftfre finalauaratans
oftfre :Hidden Sfrrille is frorridservant oftfr£

eartn aootless <'J14zliot[ 'l(puwn as aal,·6~&T'-'-:;~:":::'l"Sjr.:~
ill8 moutfrer, its many 6a666na
moutlis Cil/l cause conJu.
sion as we([as
consumejresfr.



In die course o/her vr:periments, lJJ9Wirv summonetl
ana60unatfie tfemon pn-nce qraz 'zt. '11ie vire tlemon

escapeahis imprisonment, antiaBnat 60uCt ensuerl. (]rar,'zt

was tfriwn 6ac~to tlie)16yss, 6ut !!J8Wirvwas so stric~n

from the contest that Ii" power antistrenBtli wenforever

rost. :;rerfonner servants store most ojlier treasure anti

scattentf in tlieface ofellemy annies. l!J8Wirv usetltlie fast
oflier power to prepare a liitfinB pliue in tfie cavernsfor fier

remaining weaufi, wliicfi incCutfetfseverarpowerfultomes

al/(!lVontfrous items_ 'Wfiat erse might 6e liitftfen no one

~ows,for '''' one fias ),et c1rscOIItretf IlJIlwir'f)'s fioartf.

:Nearly a century aBO, tlie arcmvizaraIJJ9Wilv sent-lier tvirminwns to conquer tlie fo.ntfs arourulher a60tft

antISQtisfy fier insatia6Ct tlemantlfor treasure, uaeTll{h0f4s that she Bained"much ofherprowessfrom

tf"lSt:OVen'ns the Cost Catltnts oj'Tsojcantf" wlierein was hit/tlen TTU1(Jic ofunsurpassetlmiolit. '1M~, slie
also contluctttlarct1ne upedments anadtuafs in an

attempt tofurrn.er e.rpantlherpower.

SECRETS OF THE LOST CAVERNS
OF TSO)CANTH
Iggwilv is long gone, but stories of her secret cache of
treasure live Oil, Many adventurers have visited the
lost Caverns of Tsojcanth over the years. but few have
emerged with more than tales ofwoe. The dUJ;1geon itself
lies in the Vati! Mountains, its entrance resembling a
fanged maw. Rough-hewn steps in the mouth ofthecavem
lead down to a twisted labyrinth of tunnels fUld natural
chambers filled with bizarre rock formations. monsters. and
subterranean rivers.

strange Monsters: The Lost Caverns are home to many
strange, previousl)' undocumented monsters. including a
dragonJlke beast that can turn you to stone, cave eels that
lair in cyst·like burrows, and massive apdike demons that
can change color to blend into their stony suIToundings.

199wUv's Vault: Iggwi!v's vault contains her daughter.
Drelz-na, who sleeps in stasis until the vault is breached.
Drelzna attacks intruders with her evil enchanted sword.
defending her mother's hoard ofmagic items.



~If you're seeking out the lost Caverns in order to find the hidden treasure, don't
bother,~Aramil the elfsorcerer sneers. -I've been to the labyrinth and alii found for
my trouble was a handful of gold pieces and a basilisk th<lt tried to turn us to stone.
Believe me, If I couldn't find the treasure, then the treasure doesn't exist."

<

Fomorian Horrors: Two mafJonl/eagiants daim tfie upper cavenrs as tlieir persona!
aomain, rutliressCy staf!{jne any intruaers tfrey encounter. rrTieir itJir, ifyou can fina it,
cOlltains some precious treasures, ineludillB a.pairofmagicpr600ts.

The IrOD Doors: Heavy sets ofiron aoors 6a"r entry into IlJlJWilv's 'Vau[t.)f rUftfk
etclieainto tlie aoors prwides du~ to reacliino tlie ardiwiztmf's fiUfaen fio!JrQ.

The Demonomlcon of IggwUv: 'Ewrytliing IBBwi(v reameaa60ut aemons andollier
denizens oftlie £Ower pitJnes was recoraea in a 6oo(titkatlie Demollomicon, wni£n fies
witli IglJwi(v's allier treasures !JnaisouaYifea6y fJCJ1-Wrfu(e:(Jrapfimarfientfs.

The Pilson ofZagig: 'for a time, IEJBWifv trappcatlie tfcmon (oraqraz'zt in a
maeic item caiT.e£tlie Prison o/ZalJilJ. 'Iliis n01v-empty cage Res amiatlie otlier treasures
ofIBBwi(v's lioan!.

ABOUT THE AOVENTURE
The Lost Cavuns ufTsojlanth (module "S41 is a Dux­
GEO:-;S&. DRAGONS ad,'enture wrlnclI by Gary Gygax and

publislled in t982-byTI>R.lnc. ~ncomblncd a 31-page
advenlUre book with it 32-page collection ornew
monsters. spells. and magic items.

ADVICE

SURVIVAL TIPS
~ Most of the monsters that Inhabit tbe los( Caverns want to eat you and

are fleet of foot. Make sure you can run faster than the armored dwarf
in the party. If you can't, buy yourself some boors ojspeed or a porion of
expeditious retreat!

~ lavigating the rough-hewn caverns and subterranean rivers can be
rough. Make sure you have plenty ofropc~ as well as a trusty hammer and
some pitons.



rt'IUJnroh)fmunJ/(J was a se(fish tyrant WM mfrt!with an ironfist aduseatlit

spoils ofwar to 6uifdagmufpyramUfto contain Iiis tartlify mnains. tBut Osiris

curwfliim, aen)ine)fmun-'1q passage to tIit afterfife. 9{ow tlitghart of)4mun­

~ haunts the tDesert ofl1Jeso£ation,fomJeTaDOmeat.o warufer tIit wasus untif

someone.frus liimfrom liis curse.

fDe.Jert nomadS 6efieve thatJrteillfJ )4mun.if{ffrom liis curse willrestore peaa

antiprosperity to a {Qrufnow su6sumed'6y tlit litartIe.s.s aunt. '}{UUJt:tI«, tlie secret to

JrtrillfJ )fmun.if{ffrom liis curse fies tftqJ in tlit IitDrt tifliis pymmUf, in tliL pharaoli',s

gUiJrrfeatom6. f£wn with the 6fe.s.sillfJ of)fmun.if{f',sgfwst, no tom6 raitfer lias yet fivttl

to c{Qim tlie pliaraoli',s treasum antiundo tlie ancient curse.

SECRETS OF THE PYRAMlD OF AMUN·RE
Teleport spells going to or from the Pyramid of Amun·re will not work unless
the caster also has the Star Gem ofMo-Pelor. However, within the confines
of the pyramid. teleport spells work normally.

The Fountain ofAthis: A dry fountain sits at the entrance toAmun-Rc's
pyramid. It is said that the walers of the fountain had healing properties.
Legend holds that undoing the pharaoh's curse will cause the fountain to
flow once more, heralding a new age of prosperity.

The False Tomb: Amune-Re's followers built a false tomb
to mislead grave robbers into thinking the pharaoh's hoard
had already been looted.

Kordan's Master Maze: Amun·Re hired a powerful wi7.ard
named Kordan to build a trap-riddled ma7-C inside the pyramid.
The magical mist that fiUs the maze disorients intruders,
making it Impossible for them to know what direction they're
traveling in.

ADVICE
-I've never been afraid of mummies," boasts Lidda the halAing
rogue, -but I hate getting mummy rot. It's a supernatural disease
and a Curse that makes your Aesh turn to dust. Igot it once while
fighting a mummy. let me tell you, yucko! luckily, I hang out with
a clerk woo can cast rt'mm'f'CUTSe, or Iwould have shriveled away
to nothing. Me, I much prefer being something, so thanksJozan.~



Elemental Servants: In rife, tE'ffnranfi )f.mun..!Jq: catkaupon porwrjufe{emeflt4Cforces to liJy waste to liis
enemies. 'Witli tnt puwercfliis Sto.ffofRulil18, }tmuII-CJ<l: comma,ufeaannies ofdjimti aliaefreeti.

ABOUT HIE ADVENTURE
Pharaoh (module MlJl is a DUNGEONS &.

DIlAGONS adventure wrinen by Tracy
and laura Hickman and published in
1982 by TSR, Inc. It is the Hrst module
in a three-part series thai continued
with Oasis ofthe Wllite Plllm (modulc
w14) and Insr Tornb ofMllrrelt (modulc
"15), whIch IOgclhcr presented the
adventure 10 defcat the curse on
Amun-Re.

What Floats Your Boat: JI Itli1SiazCpaintins ofa reea60at aaorns tlie pliaranh's tom6. Jlnyone woo tries to toudi
tlie paintinsfiruU liis fUzntfpassing nelit into it. ifyou stU:Qvur heat!tlirouSIi it, youfinayourselffoo~·1lfJ out 0Vff tlie

c/Quas, as iffrom a window 10,000fett in tlie air. (/kyonatnis wintfow, anclioretfto a c/QwJ; is a reea60at simi(ar to

tne one portrayeain llU painlillfJ' ~apt tlWt it cont4ins llU pliarooli'sSreoust treasure.

Thune Cultists: '11iese worsliipers ofOsiris populiJu tlie tempfe at tlie foot oftfie pyramitf. 'T1iey ensuretfiat
tneir8otf's curse upon Jlmun-CJ<l: is uplieUf 6y protecting tlU pyramwanaits treasuresfrom tom6 rawers.

•
Mummy Dearest: }lmun~'stwo gre<lU5t treasures--lijs Ruling Staff anatlie Star Gem ofM~Pelo.r-lie in a

sarcopliagus guanfetf6y a JX11Wrfu(mummy.

SURVlVAt TIPS
_ Not everything in the pyramid isa trap: Amun·Re's lomb is reported

to contain pools ofhealing waters, but you can only gain the waters'
benefits once every 24 hours.

~ Fanatical cultists guard the pyramid, protecting it from grave robbers
to ensure that Osiris's curse upon Pharaoh Amun·Re is never broken.
Ifyou come to the temple claiming to be a worshiper ofOsiris, you
might be able to sneak past the cultists and avoid bloodshed, but
you'll need the Star Gem aiMa-Velar to leave the pyramid without
incurring the cultists' wrath.



lJ1ie tfemon fonffMu-'1'alin fAa sougfit wconquer tlie worftf. '1'0 accompfisfi tliis terri6kfeat, lit transportetfliis entirr:

fortress ofSliJugliterganf~ from tlit;l6yss to a mnote wtUy surrountl~tI 6y tlar{mountains.

q:orrurult~fyJor tlie worGf, fMu-<J'ahn fAa was 6etrayetf6)' one ofliis tleUtenants, wlio alVUfs~tI liis masur's plizn

ofconquest w tlieJorces ofgoo4. )lrmies ojmortals antiang~ls corrwra~tIon SliJuglituaartie antitleJeautlfMu-%lin

fAa's tlemonu: liortle, 6anislietltlie tlemon prince, arufton SliJugliurganf~apart, liurfina it &u(into tlie;l6yss.

'J{awewr, tlie tlestruction ofSliJugfitergartie was incompfeu. /Parts ojtfieJortnss 'Wt'n ~m6~tlaetl

urufern~atfi tlie 'VatUy ofo~rlS~ 6uri£tIfor af(time. Sinc~ tfi~n, tfi~ wffry IiaJ ~come a fiawn for

fiumans, tlwarws, anti~fws.)lt its centersitsSum~rton, ajfourisfiing traae city.

)Iffis not weff, liuwever. tEvifmonsters anticuftists liave ncentfy un~artlietl tline a'.ff~nnt

SliJugfiter8anU ruins Katteretlacross tlie w.tUy, antitliey toifceas~kssfy to rntor~ tfi~ sliatteretloates

tliat wif(nconnect tlitJortress to tlie)l6yss. if tfiey aren't stopped, a new tI~mon liortle couY

emerae to rampage across tlie worftf.



SECRETS OF SLAUGHTERGARDE
The destruction ofSlaughtergarde centuries ago caused
most ofthe fortress to sink back into the Abyss. However,
three subterranean sections ofthe fortress remain, scat·
tcred across the Valley of Obelisks in three different
locations.

The Laboratory: You can find a cave entrance leading
to the Slaughtergarde Laboratory in a box canyon on
Kurklc Ridge, roughly a day's travel from Sumbc.rton.
Vicious gobHnoids and other monsters are drawn to
the site by the lingering taint ofothenvorldly evil that
marks the place.

The Temple: Slaughtergarde'sTemple lies somewhere
wcst of CastJe Surrinak, a hamlct under the protection
of an old and insular noble family-the Surrinaks. The
Surrinaks know where the entrance to the temple is
hidden. but their interest in tJ1C ruins remains to be
determined.

The Armory: TIle entrance to the buried Armory
lies somewhere in the sOlltJlern crater of Shauerscar.
Demon-worshiping gnolls and other monsters in.habit
the ruins.

ADVICE
"If you run into a good creature In a dungeon, don't kill
it," warns Regdar the human fighter. ~lidda and Jozan
are always telling me to ask questions first and attack
second, because when I attack first I sometimes wind
up kllllng something that could have helped us out. Of
course, when I do wait to attack and something vile
charges after lidda or Jo13n, they yell at me to 'kill it!
kill It!' So remember, attack first and ask questions
later. No, wait. What was I saylngll'rn so confused.~

SURVIVAL TIPS
~ When exploring the dungeons ofSlalightcrgarde.

keep an eye out for monsters wearing medallions
marked with a stylized claw or a stylized eye. TIlese
medallions allow you to pass tJlrough Siaughtergarde's
ficry demon arches unscathed"

~ The gnolls that inhabit the Sialightergarde Armory
are highly organized and have powerful monstrous
allies. Save the Armory until after you've survived
the perils of Siaughtergarde's L"lboratory and
Temple.

BUnd Mountain Troll: 'I1ie Bnofls tliat infra6it tlie SraUIJliterganfr
)lrmory use tliis cnature as aOlUlnf. jlftfrouOfr it is 6firufamicfuJintdto

a 'f.vatZ tlie troD'is stiffa aeatilyfoe.

Fiery Demon Arch: 9tlagica{jl6y$sa(firefifls many of
S{auoliuroarae's arcnu'ays, maf{j1l(J it tfifjicuft to qp{ore urtain parts
oft(1e ruin.s. J{(1l1'twr, some tfungeon inliamtt1Jlts carry metfafflOns rnat

prouct tfrcmfrom tlieJfomes.

Ark of the Resurgent Mountain: 'T1iis ,:Fi{reru is an
importaut part of tnc gno{{lIlardiicfs prau to open agateway to tfie
)f6yss. 'T1ie sfinlllR,rn fiem{s lfiat {UlIIBfrom tfie ar/i..cfiant in Ul1isOIl alld

attempt to 6itt allyotte lIlno tnes to remove tfi/!./II.

The Maug: ;J{ot everytfiin8 in tfie tfuII8eon is eviL
eentudes ago, after die fa{{ofS{augfrurgarae, tfils inutrl(Jent
construct was {eft 6efiintfto 8uarJ tfic ,fiam6eragainst evi[
summoners tliat migfi! ca{{tfemons using tfie room's magica{

summoning a"rcfes.

ABOUT THE
ADVENTURE
The Shattered Gatt'S
ofSlauBhltrB<Jrde is a
DUSGEoss .. DRAGONS

adventure. writlcn by
David Noonan and
published in 2006 by
Wizards of the Coast, mc.



'11ie S11UJ{[town ofOa{nurst sits comforta6fy on a tratfe roa4
not toofarfrom tlU ruins ofan 0(4fortress. qaron, tlU

6a~ep oftli£ oftBoar Inn in Oak.liurst, k.nows marry tares
aruf fesew a60ut tlU oUffortrm, wliidift{[into tlU eartli

aoes aoo. tRsnameatlie Sunft.ss Citatfef; its edioina, 6rok.rn
liaffs art rumortato contain ~6oftfs, g06(jns, aJfar mon
nefarious monsters.

Vnk.nown to tlie inlia6itants ofOak.liurst, eviflias ta~ root at tfiL
dtmfefs COrt, tfeep witliin asu6urranean ganfen of6fialiteafo&ge.

)I s~retaftree, carreatne qulini4s £fne, grows atop tlieSrave ofasfain
vampire, tenaea6y afoufaruWnamear&(ak.tlie Outcast. 'l1ie appfes
tnat arow on tlie quftliias 'Tree (rave tne pcrwer to fiLafor liann, ana

tlieir seeOs aive rise to wretcneaptant creatures catTea twig 6(jglits.

)In oft{ traifconnects Oalijiurst to tlie sun~n fortress. ?dany
atfventurers nave wamsa tliis traif in recellt years, noping to pfunaer

tne SUl1tess Citaaefana retllm witn treasures ana tates ofvictory in

Gatde. 'l1iey never ntumea.



MEMORIES

ABOUT THE ADVENTURE
Tht' 5unll!SS Ci!adtlls a DUNGEONS & DRAGONS ad"cnture
written by Bruce R Cordell and Drs! published in 2000
by Wizards orthe Coast. [nco Although written as a
stand·alone ad'·enture. it contained ad'·cntllre seeds that
spawned a popular series orrollow·up modules including
For8t' DfFury and 1h! 5pcaJler in Dmllns.

The Goblin Chief: The goblin chief is an ill-tempered
hobgoblin brute who doesn't take kindly to intruders in
Mhls" citadel.
Twig OUghts: Twig blights are treelike creatures of evil

disposition.1110se that live underground. a,v:(y frOm sunlight, subsist
on blood. ~. .

The Dragon Sarcophagus: Locked within this sarcophagus
is a mad creature cursed by the dragon cultists that built
the cHadei.

Old Dool's: The doors ofthe Sunless Citadel are quite old
and fairly easy to destroy.

SURVIVAL TIPS
CI The goblins that lurk within the Sunless Citadel have a low tolerance for

intruders. 111ey're already strained by lhe presence of the kobolds and
attack any intruders on sight. Ifyou're looking for allies, you're better off
coming to terms with the kobolds. Frankly. they could use your help.

• The Sunless Citadel isn't going anywhere. If things get dire, don't be
afraid to retreat to lhe nearby town of Oakhurst to recuperate and
replenish supplies.

"I realized it the moment we entered the sunken fortress,~ recalls Tordek the Dwarf Fighter.
~Shoddy construction and poor workmanship led to the citadel's fall. No dwarf castle ever
sinks beneath the earthl My people know how to build things to last, lei me tell you. If a dwarf
builds a citadel of stone on top of the ground, that's where it stays. And If we build one under
the earth or Inside a mountain, then we do so on purpose and it stays where we put It. Not
like these human-built ruIns we're always traipsing around in that get overrun with monsters
ofalllypes and descriptions. It's sad, really. No pride in making a thing that lasts. Plty.M

SECRETS OF THE SUNLESS cnADEL
Thanks to powerful magic placed upon the structure by its
crealOrs,lhe Sunless Citadel remains largely intact even though
most ofit currently Hes underground.

Origin of the Citadel: A nameless dragon cult built the citadel
on the surface years ago. Scholars believe lhat the cult may have
been associated with the legendary red dragon Ashardalon, and that
the cataclysm that killed the cultists swallowed the fortress at the same
time.

Kobolds V5. Goblins: Goblins and kobolds infest the ruins, squabbling
over terrilory and treasure. The kobolds revere dragons and claim the citadel
as a holy site. 111e goblins have squatters' rights and recently alxlucted the kobolds'
"mascot~-a white dragon wyrmLing-to make their point.



'l1ie rrtmpfe off£kmenta{r£viI.. Its IUZme 6efits its niaeous appearance. 'l1ie nuoe" ....,.l?Pf
Oray 6uilifino, witli its arclied6uttnsses ami06scene designs, is a muu testament

da~ sitft ofnistory. r£wrysuiface oJtfre structure tumswitn {eeri1llJfaces amf

twisUdforms ofDemons amimonstrosities unfiR.! anytliino prr"iousfy imaoinetf.

'l1ie massiw main aoors are crmvnedwitli winDed6easts anaQlSfJustinofiBures tliat
cliiffone to tlie soul

'11ie umpfe orounds are no tess unsettfino. WiUf prants, cO'lJt:red ill dar{tlioms, twist amid

ru66ft from wliat 1Vas once a liiBli curtdin wall SIiatfUfVS dance arong tlie 6fac~netf trees wfw

6rancftes da1u at tlie air filit desperate, dying men.

It need lIot 6e spolitll a{outf, 6eing o6vious at first gfance-tftis is a prace of~ril

SECRETS OF THE TEMPLE OF ELEMENTAL EVIL
The Temple of Elemental Evil was built to serve as a bastion for armies of
gnolls. bugbears. ogres. trolls, and giants-not to mention evil humans and
the demons and other foul creatures that served them. TIle nearby kingdoms
rallied their forces. destroyed these evil armies, and sacked the temple.
Years latcr, a new darkness crcpt from the temple to threaten the land.
This time. adventurers from the nearby village ofHommletlaunched
attacks against the temple ruins. slaying the temple's dark masters
and plundcring its dungeons. And yet, despite countless assaults. the
temple continucs to harbor evil, and monsters continuc to be drawn to its
location like moths 10 a black flame,

Hobgoblin Raiders: TIle old temple now houses a ruthless band of
hobgoblin raiders. These creatures are wen organized and aware oftheir
surroundings. 'TIley don't jusl wail for trouble to come to them!

The Violet Throne: Within the temple's unhallowed walls, atop a great
dais. sits an immovable throne ofpurplish stone carved \vith leering demon
faces and grinning skulls. The throne once concealed a secret entrance
to the templc dungeons. but no longer. Still, it remains impervious
to magic.

The Elder Elemental Eye: A secret dungeon beneath the temple
is rumored to hide an evil cult that worships something called the
Elder Elemental Eye. TIle insane leaders of this cult wear purple.
hooded robes and call themselves doomdreamers.



Kex the Beholder: '11ie kfiofler~sptn.ls most cifits time ~fW(Jting tlie
coffapseaaungeons 6eneatfi tlie t.empft, using its alSintesration ray to cftar ru66fe.

11IIi.at is it seanliingfor?

ABOUT THE ADVENTURE
Return to lite Temple ofElemenlal
Evil is a DuJl8rons & Dra.qons
campaign adventure written by
MOniC Cook and published in 200 I
by Wizards ofthe Coast, Inc. II is
based on The Templr tifElrmrrual
E\il (module II --41. a classic D&D
ad\'cnlUre wrinen by Gary' Gygax and
Frank Mentzer, that was published in
1985 byTSR. Inc.

SURVIVAL TIPS
~ '111e evil that pervades the temple is like a

stain that never fades. If you choose to visit
this dark place, make sure you do so with
the best of intentions. or the evil will
consume you in more ways than one.

~ 111e temple is rumored to hide truths so
terrifying that they can shatter your mind.
You'll need a strong will to avoid succumbing
to the madness thai awaits you.

"With a name like the Temple of Elemental Evil, it's
iI wonder anyone ever chooses to visit the place,~

comments Lidda the halfllng rogue. ~8ut adventurers
love a challenge, and we certainly crave the treasures
that such a place must contain. And, yes, we feel
compelled to destroy evil, yadda, yadda, yadda.
(Happy now, Regdar?) Advice? Oh yeah. Here it is.
If an Icky cultist In a purple robe asks you ifyou're
a half-elemental ... say yesl"

ADVICE

l

Lareth the Beautiful: £aretfi 6effeVea in tfie rrempfe ofr£Cementa{'F,vif
anaareaaefendlns its secrets..ftjeffow,cferic raiseaLantfifrom tlie aeaa

amispiritea fiim away. Jl'Otvcwr, fieafing moSil: was una6{e to
repair tfie terri6ftface woundinflicuaupon fiim 6ya fioCy mace.

1{uw Laretfi die lBeautifufis anytfiing 6ut.

Spies ofluz: Spies sent 6y tfie roildemigod"luz ~ep a u-'ateli~l'

fufC)'t on tlie tempfe, reponing any peculiaractivity. Juz M.s.wng lieY
an Interest in tlie tempfe andmay IUwe afew secrets 6uriefin~its aunscons.

Grell: lFew monsters an (JJfearea (JJ tfiegrerr. witli itspal~zing
tentacfe.s, its autur6ing 6rain-G~ 6otfy, andits a6ility to atttuR".sifrntfyfrom

aOOve. 'l1ie temp{e's aungeons are rumorea to contain ~rafgrerr. aftfiougli
tlianlifurry tliey prefer to liunt atone.



TombGF
In tlUfar Ululies oftlie worftf, umler a fost ana fOnefy /jill, rus tlie sinister%m6 ojJ{OTTOrs. 71iis

fa6yn"ntliine crypt isfilletfwitli terri6fe tmps, stmnae arufftrocious monsters, rTU1.fJial[ treasures, antf

a terri6re sR...ufft/Wt consumes f1ny sourjooflSli enoUfJIi to 6refUIi its innernwst c/Wm6ers.

'11ie s{u([is f1ff t/Wt mrwins ojtlie f1namt fu:li-fjna Jlcerera.t liis 60tIy fOno since tumetfto
aust. 'Witli rufms em&tftfetf in its eye socqts amiQUlmomls set into itsjaw. tlies~ is easify

mista~n forjust anotlin' precious artifact in tlie frcli-fjna's lioon!. J{(JUletItr, wlien confrontetf
6y tlWse wlio woufi{pfumler liis tom6, }lurera{Nu tlU fH"lWr to rise from liis sa.rcop/Waus
antfimprison tlU lifeforce oftrespassers insitfe liis si,pff-gemsfor f1ffeternity. kallina tlinr

souffess 6otl"res to rot.

SECRETS OF THE TOMB OF HORRORS
Most adventurers who dare to explore the Tomb ofHorrors perish long before
finding Acererak's treasure·laden vault, for the Tomb conceals its traps as well
as its treasures.

The Three Tunnels: Three passages cut deep into t.he hillside, but only
one leads tothe Tomb. A tiled path winds clown the lengtJl ofthe true path,
but don't follow it, for hidden in the lloar are spiked pits that will swallow

you forever ifyou do! One false lun~elleads to a fake set ofdoors that trigger
a Ceiling collapse when opened. The other false tunnel hides a great block of

stone halfway down that rolls into place once you've
passed it, cutting offyour escape.



The Glowing Orange Gem: Sometimes tlie treasure is die trap. rmis evi(

orange oem lias tlU power to grant a wiJli, 6ut tfie 1visli irt'f/(Jria6Cy (eaas to
ruin. Once it grants tne aark-wiJli, it purses witli a lU{flSfi fiont alufv;pfotfes,
~'mna C1lerytfiino in its 6fast radius. )I«tliat remains of tfie oem is a (ump
ofPUrpflSli mof({ tfiat 6u66(es anacnuc~es. )tftera weeR. tlie mass
rifonl1s as a/lOtliero(owina oranOe oem.

Face oftbe Great Green Devil: )tawnturers wfio dioose tfie correct passage
illto tfie '1'om6 invan'a6fy comeface-to-face witfi die dia60ucalWsage ofa green
devi{ itsfeatures carwdfrom stone am/its moutli agape. 1'fo figfit pierces its
lio«ow ma1lJ, andanytlii1lfj praced1vitliin tlie 6lack-wUlis instantCy allniliifated.

The Obsidian Throne: InraUlwitli silver amiNory sk-ufIs, tliis menacing
tlirane is $/JUlto liide tlie true patli w)tcenrak-'s liUlaen crypt. )lcerrr~s crown
anascepter are tliem.sefves wortli a fjna '5 ransom, 6ut aTr)'One wlio removtS tliem
from tlU 'Tom6 is liounaea6y angry Demons seefjna to reclaim die reBafor tlieir
um/eaomaster.

SURVIVAL TIPS
~ Acererak's crypt is caked with the dust ofdozens of

adventurers consumed utterly by the skull's Ufe·
eating power. A paladin amled ,vith a holy a~'rnBeT

sword can in.£lict great damage upon the skull, but
as the old saying goes, paladins have better things to
do than plunder the tomb ofa sleeping demilich!

~ Most adventurers would rather fight ten red dragons
at once than delve into tlle Tomb ofHorrors. for this
dungeon has killed more e>''Plorers than almost every
other dungeon combined. '[ne best tip to surviving
the lomb and living to teU the tale: Don't go in, but
say you did.

.. / JlUICU
/ HllIIJI l JUND'ABOUT THE ADVENTURE

Tomb ojHorrors (module "$1") is a
classic DUNGEONS &. DRAGONS
adventure written by Gary Gygax.
published In 1978 by TSR. Inc. An
authentic facsimile of the original
adventure was included in the
Return 10 lhe Tomb ojHamm boxed
set, written by Bruce R.
Cordell and
published by
TSR twenty
years later,
in 1998.

ADVICE
-Even the traps have traps," exclaims Udda the Halfling
Rogue, -The place Is a nightmare, let me tell you. And
when you come to an altar, don't touch it. And don't let
the curious elf In your party touch it either. Trust me.
the resulting lightning bolt packs a wallop:

The Three-Armed Statue: Beyond a misty archway
you11find a smaIl room containing an 8-foot-tall gargoyle
statue with four arms, one of which has broken offand
fallen to the floor. Ifyou place a precious gemstone in
each ofthe statue's three remaining hands, it ,vilJ crush
the gems into powder_ After It has destroyed several
such gems, look to the hand of the broken fourth arm:
Therein you1! find your prize_

The statue is a harbinger of sorts, for somewhere in
the Tomb lurks an 8-foot-tall gargoyle that's very much
alive. It, too, has four arms and is kept alive through
Acererak's dark magic.

The Chapel of Evil: Beyond the three·armed statue
lies a hallway painted ,vith hmuanlike flgures grasping
orbs ofdifferent colors. Crawl through the black orb, and
you'll find a narrow passage that winds its way to a fright­
ful subterranean chapel, its floor lined with rotting pews,
its walls adorned with scenes ofworm-ridden corpses. A
mosaic tile path leads to a blue altar at the far end ofthe
chapel. TOllch the altar at your own peril! Also, pay no
mind to the skeleton lying on the floor near the altar. h
points toward a mist-filled archway that's best left alone.
Instead, look for another means ofegress.

Few have made it beyond the chapel. (h-er the years,
the remains offaIlen adventurers have been swept away
by wraiths and other ageless servants ofAcererak. The
traps have been reset countless times, for Acererak enjoys
tlle company of foolish adventurers ... ifonly briefly!



UnbelUJlountaln
Jlraua6fy tlie 14ram man-made aUTlfJeon in tlie worfif, 'l..hu!ennountain fiu 6eneatli a city {nown for its
Uoenaary furoes amigreat magi£. 'l1ie aUTlfJeon consists ofnine sprawfing fewCs amimore tlian twenty
su6fewfs. 'l1ie 6est-~own entrance to Vrufennountain is tlie ([)ry 'Well; a sliaft
aesamliTIfJ.from tlie common room oftlie 'Yawnina fl'ortaf Inn to tlie

first fewf of tlie aunaeon. 'lliis infamous weffmaRts tlie 'Yawnins
iPorrafaftrtJOriu waurins liorefor atfwnturers, not to mention a

liot6eaofrumors anaaossip (usuaffyfa6ricateaorwiftffy
eJ{a98erated)a60ut tlie aoinas-on in tlie aar{ness 6tlow.

fDespiu concerteaefforts to expfore every squarefoot of
Vnaennountain, mucli oftlie aunaeon remains urrex:pfonatlian~
to mogicaftraps anaauarawns pracea6y its most notorious
aenizen: tlie ~?taa9daae ofVnaennountain· :Hafaster
CBfacR.;foal(, tforJears :Hafasterwas content to

cOntfuct maalcafexperiments 6eneatn tne city
in secrecy.)Ifftliat clianaufwlien fie foresaw
aoom in tfie jonn oja magicafcatacfysm
tfiat tfireateuea tfie city ariatlie massfue

aungeon 6eneatli it. :HalMur tnetl to protect
'tinaennO/mtaill 6y invoking a pcnverfuf

maoicafritua{ 6ut sometfiillO went wrOrlO.
%e ?faa?faoe was illcllleratea, alldtfie fai(ea

n·tuaftniJRendaI/ eartliquak! tliat rockg£
tlie city a6ove. ~mors ojQrsaster

racea l,nrOUan tne streets as peopl"e
across tfie city receiveajarrillO mtlltaf
visions ojJfafaster in tlie moment oj

liis deatli alu!a arivillfJ uroe to set

tfiillOs nont in Vnaennountain ...
6ifore tfie aungeon ana tlie city
a60ve an fest.



Flamesku11: IFfames{uffs an die mooica{ remaIns",?wizardS swom to protect S~[(port aruf
oIlier regions ofVmknnountain. In tlie wa~ ofJ(aCaster's ae.st']lcrion, tliey answer to lID one.

, .

Helmed Horror: 7'ro6ritJruftlie ~feta(901.aBe (JfaliJster's most apt apprentice anda
masterofconstructs) 6uift tfie fie(mea fwrrors dial nenvBIU1r1f many cifVrufmnountain's
liit/aen treasure vaults.

,

SECRETS OFUNDERMOUNTNN
Powerful speUs placed on the dungeon by Halaster B1ackcloak thwart all attempts to enter or lea\'c the dungeon
using magic. These same wards also keep the dungeon from collapsing. While some levels ofUndermOlmtain are
connected via stairs and shafts, other levels and sublevels can be rcached only by stepping through magic portals
hidden throughout the dungeon.

Many Factions: Many beings have lived in, fought over, and explored Undermountain throughout the centuries.
Goblins. orcs, gnoJ]s~ drow, minotaurs, and other terrifying monsters constantly vie for territory. Although various
evil cults have established enclaves ill Undermountain as well, the dllngeon's innate perils somewhat confine
their activities.

Halaster's Apprentices: Halaster Blackcloak's surviving apprentices have carved out modest domains for
themselves. Trobriand the Metal Mage continues to deSign and build metal constructs in the darkest reaches of
Undermountain. Another of Halaster's surviving apprentices is a maniacal half-man. half.scorpion monstrosity
known as Muirallhe Misshapen.

Skullport: Skullport is an unruly subterranean community in the depths ofUndermountarn's third level. It serves
as a smuggling and trading base for illegal cargo in the city. Body parts, cadavers, ask-no-questions mercenaries,
slaves, Vile magiC. poisons, and almost an}1hing else can be found for sale in its dark alleys.

MEMORIES
"I've seen some very strange things over the years, but the things 1 saw in

Undermountain take the gem,~ says Regdar the human fighler. ~Floating

skulls, empty suits of armor that attack you. shifting staircases, flooded
corridors, sliding pillars-il's a madhouse.~ Regdar pauses to gulp ale from
his mug. ~We're going back In next week.~

ABOUT THE ADVENTURE
£xpt'dirion 10 L'ndennoulliain is a DuxGro~s " DRAGQxS
advcnture published in 2007 b}' WI/.ards of Ihe Coasl. Inc.
It Is based on thc original UndermOlillfain boxed ad"enlure
by I'd Greenwood. published In 1991 b}' TSR.lnc.

,

SURVIVAL TIPS
~Always have an escape route! Although the upper levels of

Undermountain have many empty chambers that you can fall
back to. the deeper levels are home to scores of monsters that
live in close proximity to one anotller. Be ready to make a hasty
retreat if a fight starts to attract more foes than you can handle.
~ Undermoumain is home to countless magic portals, which

generally appear as oval doorways of crackling energy. Most
of them were created by Halaster and his apprentices to link
Undermollntain with specific locations in the city and the
world beyond. Although portals make handy escape routes in
a pinch, veteran explorers and Undermollntain sages urge
caution: Some of the portals are one-way only, while others
are prone to malfunction and may lead to places unknown!



White Plume

ounualo
141iite (J'{ume !Mountain 1i!JJ a[ways 6un a su6ject ofsuperstitious aUit. rhopu

traverfor mifes to gaze upon tliis natura[womfer, tlioUlJh few approach too

crosery, !JJ it is reputed'to 6t tht liaunt ofinfenuzfjieruis.. OcCJlSional

atsappearaTlUs ofthase WhO stray U10 dose to the (J'{ume reinforce this 6efiej

Centuries ago, tlie wizam'lVraptis SOUlJht a hawn where ht couUfimlufot

liis ecantmities witlioutftarof interfemue. :J{e visitetl'lrll1iite tPfume ?fountain

antiaucowre4a system ofoUfraw tu6ts tliat ritfare tlie cone anathe urulerfying

strata. 'KJraptis amIhis minions carveda dungeoll comp[qout oftliis tunne[networt

afierwliicli t/iey vanislieawitliout a tract.

'}(paptis's name resurfacearecentryforrowing tlie theft ofthree puweifulmagU: weapons:

a trUfent nameaWaw, a wamammer named'lrll1iefm, anda slVordnamea(]JUuN,razor. Jlfter

every investioatilJn into tlie tliefts liaafai[ed, tlie owners oftlie stoun tveapons e/Uli receivet!

a cryptic ritftfk clialknging t(jem to retrit:vt tlieir fost tre!JJuresfrom the aeptns of141iite

(J'{ume ?dountain. '11ie rit!tf(e WQJ' sioneawitli tlie sym6o[of'X.!raptis.

SECRETS OF WHITE PLUME MOUNTAIN
The dungeon under White Plume Mountain beckons

adventurers to their doom. By luring powerful adventurers
to the Plume, Keraptis (or someone pretending 10 be the wizard)
intends to add their treasures to his own.
The Beast In the Bolling Bubble: At one point, the stone

dungeon corridor gives way to a passage and chamber formed out
of a rubbery magical force Acid surrounded by a lake ofscalding

:
e;~?;:~~w~a~t;..;.~Y~o:u~n:mst defeat the chamber's monstrous guardianwithout puncturing the skin of the "-bubble~

to claim the magic trident Wave.
Where Chain-Links Rattle: Wooden

platforms sllspended on iron chains dangle
over a bed of boiling mud that conceals

two scalding geysers. Only by crossing this
expanse can you claim your prize: the magic

warhammer Whelm.
Inverted Ziggurat: The magic sword

Blackrazor lies beyond a terraced room
populaled by manticores. giant scorpions, and
other monSlers. The sword awaits you beyond
a simple door al the bouom of the ziggurat.



ABOUT THE ADVENTURE
Whire Plume MOlmtain is a classic
DllNG£oSS .tl DRAGONS adventure
written by Lawrence Schick and
published in 1979 by TSR Inc.
In 1999. WIZo'lrds ofthe Coast
published a sequel litled Return 10

Whire PIuITll' Mountain, wriUen by
Bruce R CordeU.

The Efreeti: iftfre aaventurers
recO't'er two or even tnree oftne
magica!weapons, tfrey mustface
two of'1(p"aptis's miniolls: a pair
ofefreeti (fire gelties)
llametfJofIX.. alia'J{0Ji:

The Riddle: '1(p"aptis (or someone assuming
fris name) uses tfris riIUffe to filre poweifur,
aaVllturers to tlieir aoom.

Ye OIde Map:)ln of4m1Jp snows tl1e tfa"IJm sufTOuntfing '14'1iite
Il'fume 7rlountain. -

Hammer of the Dark Prince: 'lTie vampire wrtfCtenmir
Defies atfwnturers to ta~ 'WIie!mfrom fris grasp.

~Never allow yourself to get goaded into excepting a
challenge,~ advises Tordek the dwarf fighter. ~Take the
riddle that draws adventurers to White Plume Mountain.
It's obviously a trap. I know way too many good men and
women who rushed headlong to take up the challenge
and were never heard from again. You have to GJlm down.
think things through, and take it slow. That's the way to

handle iI challenge. Whoa! look ilt the time! GoUa ;go;......_l'..........'"
before the rest of the party heads out without mel-

SURVIVAL TIPS
~ Cast your resist fire spells before descending into

White Plume Mountain. TIley'lI come in handy if
you're blasted by a steam geyser or fall into a pit of
scalding hot mud.

~ A powerful vampire lurks somewhere in the dungeon.
Scrolls inscribed with protection from evil spells can
shield you from the vampire's mind control ability,
and they're cheap. too!

ADVICE



'11iisSurvival Guide COW13just tlie tip oftlie many autIfJeons tliat.fifftlie~ ~~yo~worCc£s.

)lawnture awaits arounaevery corner, CIfler every liiflrid'e, in every aartliou in tliegrouM 'For every autIfJeon

of(egena tFiat lias ken alSCowretf, a Fiumfreamore wait to k jountf. )IntItFiere's afwo.ys $Orne crazea

wizaroor mad"~tIfJ 6u.si(y constructitIfJ a new autlfJeon somewliere in tlie aartpw.ces 6eyonaciflifrzation.

J{o~fuffy, tliis Survival Guide serves as yourfirst step into a w.ryer, more aangerous

worftfofimagination anamagic. Just maR$ sure tliat youfinaafaitlifulgroup ofcompanions

to aaventure 'Witli kfore you Fieaaoffinto tlie aungeons.
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